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*ADVENTURE ACROSS MULTIPLE WORLDS! .~ * "y

Adventure across multiple worlds and battle fantastic monsters!
Travel back and forth between the Real World and a mysterious
other world on your quest to save the land from evil.

SQUARE ENIX.




CHOOSEFROMMORE THAN 15 CLASSES!

Wil you become a Martia Warrior or
maybe a Merchant? Chang ns as many times
asy 0 your
heart's content. Dragon Quest VI features a

to choose from, S
Gadabout, Monster Master
and Gladiator

RECRUIT MONSTERS TO JOIN YOUR HEROES IN BATTLE!

In Dragon Quest VI, monsters aren’t just your e
Former foes like Slime, Slime Knight and ev
can join your party and fight enemies at your hero's side.
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Avaw America
for the first timeion February 1451

dragonquest6intendo.com
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ANDY McNAMAR

gamedformes, com/
Foltomie €3G_Andylic:

his year marks Game Informer's 20th ann
versary, and even though | was there, | don't
rermvanibed what month speclically
Qur first issue was sinply labaled “Fall 19917
Wie had a Sow start back then, going from qusr
tely 1o bi-monihly Bssues belora making the big
M to monthly, but as we grew wa knew one
thing was certain: We would do whal is expected
of all media outlels and give oul annual awands.
For the 11 years that followed we did just that. We
picked the best, pul them inan order, and pro
claimed one game groater than the other.

The procass, while important, has ays bugged
e, in 2003, | coukdn't take it amamone, | haled
picking one game as better than the other, Ona
cold winter day we decided to pick the 50 bast
games o the year and organize therm by dale rather
e angues cver ranking placement,

Our ingpiration tor the changa came from music
publications, as ther lisls olten lorgo rankings
because, ke games, they fealure a wide varksty of

hat jazz record radly worse
It all really depends on your
e over anolher

what | want it to, which is celetwate i
d golden gems that

ranking games thal offer complaloly
aences — it's just 50 kick-butt games.

ards, which handles
sion-making | per
gL Cver, Alffter

ey [F:
1 of the award seasor
sonaly hate 10 make, but love 1o 8
all, arguing aboul which gamae is belter wilh your
friends, your magazing, and avan your anamies is
ultrmataly what malkes thesa lists fun

While we could agree on thal, we aimos! never
agrea on which games make the cul for the Top
J, o tor that matter, which game should win our
Game of 1he Yoar award. Parsonally, this year was
tough. | could easiy give GOTY 1o God of War I,
Red Read Redemplion. or Mass Eflect 2 and fed
qreat, infact, | could gve it to all three and foel aven
betler, but thal doesrt follow the spiril of awards
7 our pop aulture into neat stacks of good

organ
batter, bast

Enjoy the Top 50, the awards, and an issue
packed with some of the amazing games we wil be
anguing about In next year's Top 50

The Elder Scrolls V:
Skyrlm ;
A lot has changed In the 200 years sifce
the Septim line

the Obliwicn

gonborn in the next RP
Bethesda Softworks.
by Matt Miller
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6 Feedback
We discuss readlers’ com-
plaints about cur obviously
flawless 30 Characters Who
Definecl A Decade list,
address the supposed
rmisogyny of The Last

Guardian's Furmnito Ueda, and

more.

10 Connect
Owr picks for the top 50
games of 2010 span 16
pages. Alternatively, see
what film dcirector Gullermo
del Toro has to say about his
foray into gaming.

78 Previews
You probably want o know
about Prototype 2 anc
Jurassic Park. If not, you can
consoke yourself with the
brutal realism of Fight Night
Charnpion.

90 Reviews
What better way to celebrate
the holidays than by read-
ing our gigantic two-page
review of Dead Space 27 It's
tradiion, after all.
by Andrew Reiner

100 Game Over
Our holiday-themed trivia
quiz will test your knowl-
edge of the most obscure
video game facts.
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See how the nutrients in lowfat
milk help Apolo refuel after a race at
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Contact Us

leedbackagamentormer.cam

This month in
Feedback we field
praise and criti-
cism for our Top
30 Characters list,
discuss how much

female representation
in video games has
(or hasn’t) improved,
and explain how each
issue of GI travels
through time.

Covers For Everyone

Upon browsing “30 Characlars Who Defined a
Docada,” | mndlially foumnd T W OPRNoNS 10 e
In slark conirast o yours, Thal fealing quickly
changed after reading the artide and putling

a lace 1o The reasoning behind your dedisions,
Mowe | am hard-pressed 1o Say Thal | disagreo

with your opinion on even ong of those charac-
ters. That evolution of my own opinlon has left
me with one inevitable and undeniable conciu-
sion: Your editors are of a superior alien species
who ara in contral of a humean- thought altering
dhenvios, 2 il 15 statistically mprobable that vy
own opinions would so dosely mirror those of
your edilors. | also realize the futiity of formuat-
ing this idea sinco, as | read your response 1o This
emall, my views partaining Lo my redization wil
change, Keep up the good work Game Informer:
You have efleclively persuacied (or controded) me
into being a life-long subscriber,

Matthew
Coal Township, PA

| was very impressed by the cover art for the
Dacember issue, and even more so-when |
saw the complete panorama on pages 46 and
47. | would be very interested in purchasing a
large poster version. IS there any way' this would
ba possible?

Nathan Lehman

Via email

Due to overwhelming interest from our
readers, we will indeed be selling 12 x 48
Inch prints of lssue 212's full cover Image.
Details on how to order your print will soon
be available at g ynmer.com/post

As for Matthew's humorous theory: Don't
worry, we're totally not a superior alien
species. We repeat: We are not a superior
allen specles.

Back To The Future

I'ver boen receiving Gl for quite a while now, and
one thing has bugged me the whole fime, In the
Feedback section of the magazine, the subjects
discussed by staffers and readers are all from
wo issues ago. For example, when | recaived
the December 2{H0 issue (with the top 30
acters on the front) the Feedback section was

on the lopic of things discussed in Oclober's
BioShack Infinite ssue, when the actual previ-
ous issue was November's Resistance 3 issue,
Wiy is lhis?
Parker Sams
Via email

Because of the time it takes to print and
ship the magazine to our readers, we usu-
ally end up finishing our current issue
around the ime the previous month's issue
starts showing up in mailboxes, which
means few people have had a chance to
even read it, much less write us venom-
spewing hate mail over its contents. If the
delay still bothers you, just do what we do
and pretend that you're so cool you're living
in the future,

Question
Of The Month:
What improvement/
addition do you most

want to see in Elder
Scrolls V?



Comviction a 9

©Out of all the characters that readers felt
were snubbed by our list, Sam Fisher was
the most cited. But you shouldn't confuse
great gameplay with a great character.
Fisher's personality has been far too
inconsistent over the years. Starting off
as a loyal government man, Sam Fisher
has been re-imagined as a rogue agent, a
floppy=haired hobo, and a Jack Bauer-like
brute. A character who goes through that
many reboots In such a short time just lsn't
hitting the mark.

Typically you have to =
walt, how are you read-
ing this?

iy, is the Ben
’

The picture of Ben below
should answer your
question.

5. Than o

This relationship thing is
easler than we thought...

Worst News Tip
Of The Month:

| dont knowe what s sl

* Iorcan Freamean (Healf-1 i)

feedback 7



[Left] This month he G stafl
was hedd captive by GWAR's
Oderus Urungus and Beclcake
e Mighty — check out Be
widen of their shenanigans at
gamenformer.com (Inset)
et Conk resally enjoyed b
GWAR concert later that night
(Right) Meagan took lime
ot frioem her i lo Japan

b pose with Square Visual
Works™ Takesh? Norue (et
Caystal Dynamics’ Kazuyuki
Tkumod |, and Karl Stewart

Man Hancls
| amn very excited for Tha Last Guardian and
raad your Droview as soon as | recabed your
magazine. But | was surprisad and offended by
some of the comments Team loo made when
Ty manlionid that they changed The protage-
nist's gender because a gi's hands would be
too small and wesk, and her skirt would get in
ihe way when she was dimbing. First of all, are
females only ever allowed to wear skirls? What
s this, the 180057 On top of thal, the idea of
her hands being too weak 1o hold onto Trico
i just wacky. Isn't this a fantasy gamea? | don’t
axpect a young girl to throw kegs over her head
o wrestle witd aligators, ut | don'l expect
that from a young boy, either. | will stil play Last
Guardian, but | question the atfitudes of the
qgame designers. Thera are ols of interesting and
chynarmic stores 10 be told with male and lemae
protagonists, Did Frincess Zelda let a skirl get in
her way? Were Samus' hands too weak 1o hold
L 8 g7 Men and wormen and even animals
can do anything in video games. Limiting your
imagnation limits your reality.
Catherine
Via email

Letme get this straight: Team lco has no prob-
lerm dasigning a gianl cal’brd fybid creafure
bt & pants-wearng female protagonist with
large hands and a strong grip is oo far-letched?
Erian Howe
Via Internet

Team lco might be taking a decidedly tradi-
tional st in aning its lead charact:
but if recent games like Mass Effect 2, Red
Dead Redemption, and the upcoming Tomb
Ralder reboot are anything to go by, the
industry is favering strong, independent
female characters over helpless prin-
cesses and glorifled sex objects more than
aver before.

Boys. Boys Never Change
How come they don't make more games with
nudity? Like in the Sims games, thay are almost
there bul then they blur il oul. mean serl-
ously, If you want to make maore money off the
game keep Itin thara, | really want 10 see more
games with naked gils.

Sam Fetherston

Via Email

Yep, the future is looking bright for female
characters indeed.

Game Date Disconnect

My girllriand and | have Deen going oul lor a
while now, and we ara both gamer s, Wa have
litle game dates whera we visit each others'
houses and play together, A problem has arisen
throwsgh thess gaming gel-1ogethers. | am an
avid APG fan, while she is sirictly nlerested in
shoolers. We had a vicious debate over Final
Farlasy he olher day; she insisls overy game is
the same and the graphics just gat tancier with

3. | attempled 1o explain 1o her the
s had on lhe gerre, to which she
repliac that all BPGs are tha same. Then | moved
ondo the lact that the games leature vary dilfer-
ent plots, mechanics, and words. Danial was har
response. Got any advice on what a predomi-
nantly RPG-player suich as nwysell can say 1o the
shooler purist sho loves?

Madeleine Stephens
Via Email

An important part of any relationship is
respecting your partner's right to disagree
with your opinien - that goes for gaming
couples, too, Instead of spending time
arguing your case for RPGs, pick a game
you can both enjoy. Maybe try a shootes/
RPG hybrid like Mass Effect or Fallout 3. If
that doesn't solve your relationship prob-
lem, write to Ann Landers.

Reader Picks

In Issue 212 we asked readers to pick their
own favorite characters from the past
decade. Here are some of the less popular
but well-argued responses we recelved,

Wy favorite video game character [rom the past
decade is Ratchet from the Ratchet & Clank
serles, I've devoted mar W hours 1o these games
over the years due 1o ther compeling stories and
i ive gameplay. Ratchet is such a unique
and makes you wonder: Wiy did
Insomniac make him a 3-172 foot tal cat with big
ears? His cute, lLzzy appearance is in such stark
conirast with his personality; he's cocky, has an
atfitude, and isn't afraid to blow apart anyone or
anything that gets in his way. Even more unfor-
gettable s his matamorphesis into a loyal, com-
passionate hero in Ratchet & Clank.

Philip Ehlke

hy favorite character from the last decade is one
thal not many will suggest: Godot from Phoenix
Wright: Tridks and Tribulalions. Despile e fact
thal he was on your Best Villan 2007 ist, he
aways siruck me as a tragic figure occupying
the gray area of moraity, He played a role simiar
ta The Boss in the bMetal Gear Solid frarchiss:
the mentor whose ideals influenced the bero, but
whao tumed into a tragic vilain. His final confron-
tation wilh Phoenix helped transtorm Wright nto
the confident veteran found n Apolio Justice.
The phenamenal character design, thema song,
and writing helped establish a character who |
wil ot soon forget.

Robert H.

Wy pick is CJ from GTA: San Andreas. Though
the game showeased many stereotypaes, | think
thal CJ's actions paved the way for a complex
characler like Niko Bellic. Faced with the chal-
lenge of tndng to avoid a gang life, GJ went
through great lengths 1o leave his past behind,
only 10 see how his previous actions continued
wd gried lor him and his lamily,
5 with rival gangs, crocked
officars, and family members made CJ a cru-
dler gangster than Tommy Vercatl, and a more
haunted vigilante than Niko Bellic.

Terry Marshal




[Left]) Tim docsn't ook oo sune
aboul the mo-cap sult e ied
on whie see ik Hilk: Devn-
pour at Vatra Games [Center)
The tens lon beteeen Obsid

an's Greg Lutton and Adam Is
palpable (Right) Dan, Ben,

and Ava Schrenk hang
oult filem director Tommy
before a midnight screening of
The: Foaen
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A look at racial diversity in video games by Matthew Kat

ters,” says M
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“If Master
Chief took off
his helmet

for the first
time and was
a Chinese
American,
would the
world turn
away from
Halo, leaving
nothing but
empty servers
and the sound
of lonely wart-
hog's engine
idling? I

doubt it.”

Morgan Gray,
development direc
tor, 2K Marin

Developing diversity

O path towards getting more racial diversity
N our video game characlers is on the ground
floor with the developers thamselves. Similar to
The quesiion ol whether some games can be
reafistic if everyone is white comes The protiem
of whather a predominately white game studio
can create stones of different backgrounds
wilhout varging into the dangerous lemitory of
slereotyping. Gray doesn't balieve thisis an
insurmountaiole problem. "Il we lock oul 1o tha
broad entartainment workd we can have bune
dreds of examples of pecple oreating characters
very much diffarent than hemsebves. In fact,

The ability 1o create a broad range of characters
s somathing al tdented creators do all the

time, b it creating a character of different race,
of gender, or social slature, ele. The issue of
whather or not the characters created in this way
end up being a stereclype or carcature is chielly
rofated (o the crealors skill level or ntent.”

Hiring a diverse group of developars also
has its benefits. Jason Della Rocca, former
axacUlivie direclor of the Inlernalional Game
Developers Assoclation ((GDA) and senior con-
sultant at mdustry group Perimeler Pariners,
says thal homogeneity of your stall can lead
1o a cyde of similar games being made, “The
slereotypical teenage boys who grow up playing
Halo and Call of Duty that then get a job in the
inchustry and then try and make the next Halo
and Call of Duty. How di ol nsert something
aise n thera?"

In his experienca, Della Rocca siill seas alack
of diversity in stuckos, but the developers we
lalked o befieved thal an indvicual’s skil was
the golden kay into the industry, “From a designe
ar's perspective, | want a locused, intelligent,
and hardcore gamirn™ says David Robinson,
producer on Nameo Bandai's Alro Samural,
“They coukd have purple stripes for all | care,
Just please don't suck. Be hard working and
have a greal atlilude, becausa the b is lough
enough already.”

A menitocratic emdronment is the ideal situa-
lion for ary workplace, but as is often the case,
fircling hal talent in the first place may require
help. Morgan Gray believes people nterested n
becoming game develepers often simply don't
know how, “Companies are: looking lor talent.

I think when it comes to getiing diversity — and
let's lace I, racial diversity is less of an issue than
gender diversity In this industiry - it's about letling
pecpie know about the opportunities. For the
micst part, ask anyona under the age of 25 how
1o get in the game industry and most respon-
dents will say, ‘| don't know.""

Al the and of Ihe day, hing practices and the
work devalopers are doing 10 diversity video
game characters wil be wasted if gamers aren't
interested. Thera 1 No definitive answer on this
point, but its likety that al amqone wanls s a
qreat experance, perfod. Although some think
That games have 1o stick 1o what they do best -
“eave e social studies o parants and public
broadcasting,” says Robinson - others think that
video games, like other madiums, can't halp bt
address i

"Games are artistic expression,” believes
Gorcon Bellamy, chaimman of the IGDA, “Some
of it is super fun, some of it is serious. As leaders
in enfertainment, | think wea're aiso leaders in cul-
ture, There's certainly a responsibdity that game
developers share, They are halpng shape our
culture. It's not pure tdly, this s art, this is how
peopla ara leaming about a lot of toples, . .and
they are super fun,”

Sean Ramjagsingh, producer of EA Sports’
MHL series, thinks that regardiess of publisher or
even publc trepidation, if we want 1o see more
racial dversity in video games and the topic
of race handed effectively through our unique
medium, It's up lo developers, Al the end of the
day corsumers want a great experience, and
he balieves that this is something characters
with different backgrounds can bring. 1 think
it's on the developers,” he says. "If devdopers
fed that they want 1o have racial diversity in
ther games, and they can provide a compel-
ling experience around that and 1ell compelling
slories based on those charactars they' ve ae-
ated, no matter what race they are, that's whal
COnsUmers want.”

Mo one solution 1o bring more racial dversity
1o viddeo game characlors makes sense [or overy
game. Characler creators are a great oplion,
but even they aren't without their problems,
‘Whille they dlow a cosmelic expression of race,
A person's background - and how race influ-
ences hat = can't be 1old by lexires atone, i
the Indusiny is truly going 1o oller dillerant axpar-
ences o players, developers must lake chancas
and be creative and skilful enough to cralt a
game thal has a story and characlers hal can
confer understanding of different races, genders,
sexual ofientations, rdigions, ate. o all players,
no matter who ihey are. This needs 10 be dong
in a way that is as true o the people it is rep-
resenting as it is smply a great game that is so
good people can't ignore it

Gamers and sales numbers will uitimataly
judge whatever ideas developers put forth, but
first publishers: have 1o green light projects. Della
Rocea balisves thal the riskler the game, the
hardler time it might have getting mack in the
lirst place. 1 can only specuata, but a ot of cor-
porale decsions are made bassd on historical
sales data, If I've got this greal idea for Cows in
Spaca, and hen They lool al the data and say,
‘Jeer, there's no other Cows in Space games.
There's na history, there's no compeltifion, there's
no past examples, here's just No data o sup-
port us giving you $20 milllon 1o make your crazy
Cows in Space idea." And s0 the same sort of
applies Lo the diversity guestion, IS very much a
chickon and agg problem.”

Tha path towards a more diversa industry is
not dear, but il we do not make an atfempt, we'l
get he same game axperiences over and over
again and not even understand what we'ne rmiss-
g, Vidkeo games thrive on new ideas, and this
is exactly whal's at slake. 1 hirk it's great that
our indusiry inds ways 1o celebrata diversity, the
Same way wa continua 10 celebrate new ideas,”
Bedlarmy says. “Because that's what propels
gaming lorward. Therein lies some of the power
of dversity, Its ability - st as it does nall areas
of eultune = o BNG in new ideas, but @so com-
bine influences. It's like Dead Rising 2 - the joy of
combination is what it's all about!” &

We asked developers if there were any
moments in their past that first made them
aware of characters' race in video games.

Gordon Bellamy (GDA chairman)
“Black Guile [Super

eet Fighter il: The
New Challengers gave
you the opfion to play

th an African-

American skin = ed.].
Black Guile was the
most incredible me-
ment, and here's why.
There was Balrog, but Black Guite - in 2 game
that we all loved - reaily spoke to, racially, ethini-
cally, we can all be Guile. There's a sonic boom
in all of st It was really empowering in having
thiat chal

David Robinson (producer, Afro Samursi)
“Growing up black in the '70-"80s, there wasn'ta
ot that the media gave us (minorities) something
to be proud of or to feel as if we belonged and
were loved in this soclety. But seeing Magnum
Pl.'s best friend, a black heficopter pilot, changed
my life completely. | stil remember the day my
friend Joe Siva told me cn the playground in 6th
grade about this show where there was a
black guy who was a helicopter pilot' Back then
if you saw something on TV as , that meant

it was achievable, real, something that had to be

That spr of 'yiou can do that
me into college and flight school. My
ts covered in helicopters as | speak to you
o because of T.C. from Magnum P




If reviewers
want to give
us a hard time
about it because
they're misun-
derstanding the
game we made,
it’s not for me
to tell them that
they're wrong,
absolutely not.
But I wish peo-
ple would get it
out of their head
that we made a
Mario competi-
tor, because
we didn't.

Epic Mickey's
Warren Spector
defends the
game's poor
camera and tries
to insulate the
title from gamers’
expectations
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We take a Journey with
thatgamecompany into its
highly anticipated next game

by Matt Miller




t the: tall end of last year's E3

Sorry quiclly announced the latest

project from thatgamecomparny.

Belore nall gathering of jour-

nalisls, the developrment leam

showed off Journey, the unusual
and exciting new project rom the wis that
broughl us FRow and Rower. Allerwards, the
tearm hinkerod down and went back 1o work,
and thera's baan litthe word on the project sinca,
Sowhal hava they been up 107

“Sinca E3 we have been working hard to
flesh ol the later levals of 1he experience,” leacl
designes Mick Clark tells us. “The laler porlions:
of the game infroduce environments and inter-
aclions that are significantly different from the
deser] levels we have revealed thus lar. We're
excited ahout the scope and breadth of the
areas you'll ravel through in Jourmey.”

Joumey casts players in the role of a haunt-
ing hurman-like figure that wanders a vast land
of dunes and sand. A distant mountain ahways
beckons in the distance, and strange nuins and
obefisks dot the word, “The world is covered
in sard, but the open desert is onty one stop
in the whole jJourmey." creative director Jenova
Chen says. “There are various lemrain types and
emircnmeants in this game. However, Jourmey
18 not an open world game where you can walk
towvancks amy direclion nfinilety. IU's more of a path
where you are ding o an end point, where
the mountain is.”

Jourmney is something of a depariure for that-
:_]i-l'l'k!(:f}ﬂl[.};:ifl\'_ m I('P\fl?(_| S’y’ from
directions apparent in their earier games In
of a mor wshve naralive. “Flower’s nama-
five is very loose, but the theme is very sfrong
between each level,” Chen explains. “it's tough
o call Flower a story becausa IU's 80 absiract,
That's why we think a poam is the more proper
desoription. Joum arrative element is
fighter, and the char w is more lke a human.
Therelore, the game progression can be consid-
ered as a story, a parable.”

The world's vast sense of scale communi-
wates isolation and loneliness. “We
wanted to evoke a sense of ‘small’ In compari-
s0n 1o the of the world around you, as well
as 4 sensa of awe, in addition 1o the das
concept of a hero's journey,” Chen says. The
Twist is that you'ra not slona on his trelk. As
you move through this strange and rmysten-
ous landscape, you'll occasionally encounter
another player who is also war rJr«:m thrawgh

the ¢ rl, “We hope the char

ness will bring players together and rwp foster
interesting rdationships batween them as
make ther way through the word of Journey,

ackds lead artist Malt Nava. “The grand scae of
the environments someathing we wanted to
use 1o pla i
communicate it to the audien

Aol of mystery sl surmounds Joumey, but
I'm content with that. This game will be bes
undersiood with a contrdler in your hands.
Thatgamecompany's pravious ellons leave me
conficent that Journey will be one of the halimark
downloadable games to watch in 2011, Tha
germni 1 lar larger N scope than tha devaloper's
other lilles, and the Biliguing iIntegralion of a
second, unknown player is fascinating. 1 really
hope that we can continue to suprise our
players with whal we have in store lor hem,”
Chen says. No matter how it turrs out, I'm
balling Journey v hat goal at the
very least

This month | played the early lavels of a great
new PSN and XBLA litle, Swarm plays like a
strange crossbreed between Pikamin, World of
Goo, and Lemmings. Players control a te
lite horde of alien swamilings. Tha lithe o
tures and ther “mother” crash onto a hostile
alien planat, and the gathered herd miust move
across the planet 1o grow and evolve. The hook
lies I the capability to contra your entire swanm
at once = tha swarn L
bt @ach individual s about inde-
pendenthy. Absurd lavals jer awal the
Swarm, assuring that many of your grolp won't
make the pas:

are simple, wi
ona button huddling your swarm together into
a light ball and anciher spreading them apart,
Thay can scramble wildly atop each other in a
cheerleader-style pyramid 1o reach high places,

1o play more of whe £
The seque to 2009' oniging &\t'tkﬂ B
wouldn't have registered on my radar if it weren't
for the number of ways that [kwrw;m TimeGale
s aiming to mprove the axpe 2. Section
8: Prejudice fealires a full five n-.'su campaign,
3-player online muliplanyer, and four Player
co-op all wrapped nlo a first-person sci I|pdik
age. Theow in a $15 pric
attention. Prejsdics b
to boast. The Batlleficld-lke n
equip players with powerful mr‘rlwm‘(l combat
suils that enable everything rom super-speed
speint capabiity 1o jet packs. Customizable load-
oults let players vie of character they
want 1o play, and dynamic combatl moments
introduce rancdom objectives during he rmidde
h, ke protecting a VIP for big pont
bonuses. Conquest mode | for control of ter-
ritory, while Swarm mode plays similarly 1o Gears
of War's Horde; four playvers group together fo
hold off increasingty dangerous attack wave
not sure # Preudice has the chops lo comg
with the big boys, but the lower price tag and
extensive gameplay options have me excited.
Prejudics led o redaasa n the partof
thiss year.
An IGF ¢

nominated indie game by
Brightsick 165 is making ils way 1o Xbox Live
Arcade thanks to a publishing deal with Ubisoft.
Zealt? prosonts soverdl twists on the horizontal
shooler genre, The coolast of thass additions s
afime tra echanic that lets players complete
short bursts of action while cooperating with their
own ship from several seconds eardier. The game
features six unique game medes, including a
basic Arcade playthrough, a Score Attack mode,
and Survival. Weapon upgrades beef up your
ship's attack capabiliies, which comes in handy
when taking on the eight boss fights. | love the
fluorescent presentation of ships and weapon
effects, and the time travel slements really chal-
lenged me to approach levels In a new way. Zeit®
should be out on Xbox Live Arcade by the time
you read this. &

warc
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Assassin’s Creed:

Brotherhood

Accomplishments
A5 of press lime, Josss

s number ona on the
all-time kills leackyboard
on PlaySiation 3. He's in
second place for al-lime
soore, has the thrd best
SESSION SCore aver, and s
sacord in al-fime siuns. His
total score of 5,368,855 5
enough B hil the keved 50
cap eight fimes ovear.

Origin of Skills

He's never played the first
Assassn's Creed, but
got hooked on AG Il and

ive or PlayStation Network, please don't delete it. ¥

Game Informer scours the leaderboards in search of the best of the best to uncover
person behind the handle and learn his or her strategies. If you get a pesky

fou could be

our next featured gamer.

Brotherhood., “[Brothedhood]
15 just fun and addicting,”
Jesse says. “Besldes that,
tree only multiplayver game |
played was Damon's Souls.”

Time Investment
5o far, Jesse has nvest
ad over six days inlo
Brotherhood's multiplayer
mode. He says ha's bean
playing a lew hours every
day since the game came
oul.

The Key To Victory
“For Wanted [mode] whal |

do is Lsually jest use poison
and charge. Thal way you
«can rack up points realy
last. Charge is a skil where
you can charge direclly
into the enemy and just

Kill hamn right there. OF youl
<an charge nto o person
that's chasing you 1o stun
thern. Smoke bomis are
Iher bast at lower levels
You get smoke bombs
pretty much at level stc.and
thry'rer theer st Thing 1o
use. AS 800N as you drop
One you can probably Stur
of kill someons.”

Jesse *
Handle
This s lesze
Age

21

Hometown
Houston, Texas
Favorite Map
Siena

Favorite Persona
The Thief

Defense

“Firy 1056 i amyons is
Tollowig me. Yol can't
st always look forward
bacase thera ano dways
people behind you."

Major Points

“Try 1o hide, poison, and
focus at the same lime.
Thatll give you big points...
around 1,000. Just follow
your target. They're usuigly
hiddan in a crowd S0 you
blend in and that's how you
get a hidden borus. You
have to wail frree seconds
for the focus and then you
poson them.”

Life Outside of
Assassin’s Creed
Jossi is majoring in
accounting al ihe Linversity
of Houston.

Other Favorite
Games

Demon's Souts, Final
Fantasy X, God of Wer Il
Matal Gear Solid 4; Guns of
the Palrols.

What Should Be
Improved?

Jessa wants online lobbles
while players wail lor match
05 10 start. Ciher than that,
he's generaly pleased with
Brotharhood's miltiplayer, ¢




Guillermo del Toro Dives
Into Game Development

per [or [n

cclaimed director, producer, screenwriter, novelist, and designer Guillermo

del Toro can now add “video game creator” to his already impressive

resume. Del Toro and THQ recently announced a partnership to create the

Lovecraftian horror title Insane, an idea he's been kicking around for four
years. lllinois-based Volition will join creative forces with the Pan's Labrynth director
for the trilogy, with the first installment dropping in 2013, We spoke with del Toro
about his lifelong relationship to video games and his plans for Insane.

On getting into game development:
I've been trying to develop games for the last four or five years, but the schedule and gecgraphical location were never
conduive 1o it 've been a gamer al my life; I'm 46, 've been playing vided games since they were essentially made
avaiable to the public. 've seen the form evalve from (ota reflex coordination gaming into a frue namative powerhouss,
It's a truly strong narative fom. | befieve video games are going 1o be the comersione of namaltive in the next decade.
As a storyleller it ks my duty 1o get going on leaming the language not as a gamer, but as a storylelier

| raally have to admit that the life and caroer | dreamt of as a young fimmaker in Maxdco was a very different path.
I"'m estlrernely happy with the path 've been taking, 1 think that game storylalling is teaching me a lof, and | st say
15 proving o be a very ruitful expediment, but | never planned it

On his gaming roots:

| played everything Irom Galaga, Pac-Man, the early siull ke Asteroid, evarything that was molor, hand-eye coording:
fion....\What really captuned nvy imagination as a storytaller were the CD-ROM games ke Bungle's Marathon and Myth.
| lower the way the form has evolved,

On what he’s playing now:

The one that really has my attention right now s Red Dead Redemption. | wrote a Western about 13 years ago. andin
thi mavie busingss all you hear B nobody wanls 1o see a Wastarn, | love [hae fact thal they wara e to Eing a really
hardeore modem sersibility 1o i, but stil fedls very classically roolad.

On choosing THQ:

| have mat everyone inthe past. |have mel Ubisolt, EA, Rockstar, but for this game we were going 1o go out in the
world and 1alk to different people. The first stop was THQ, | hit it off so fantastically with Danny [Bison, EVP Core
Games| and Paul [DeMeo, director of fiction development]; we were all on the same page rom the moment we

started talking that | checided not 1o seak any lurer,
| thaught, “This is i This is whare | pitch my tenl.”

On teaming up with Volition:

Their gamees are popular and roaly well constructed,
and | admire all of that. What | was really impressed
with was where they wanied to go. There was a
Fuage drive, creativily, and ambition in the conversa-
tion we wera having that really won me over.

On participating in the process:
What | want to do is gat mwvolved In 1. | want to
get mmersed in it | don't want 1o be st casually
invalved because otherwise | wouldn't be doing it
The: fime it takes and the effort it takes s only worth
it il ' lear ning the narrative and it 1o leaming this
fomm of storyteling. That's the purpose for me. I'm
not mterested n it f I'm not mmersad

The intent for the game is made very dear by the
fact thal wa are not imesting a few months and slap
ping my name on it. Ve are taking years, I Danny
Bison tells me “We need you for two weeks now,
for three weeks more inamonth,” in any threshold
that Danny demands on me, | will comply.

| will o writing, but | don't think | will be writing
the technical screenplay becausa I've never written
it. s a different form than screenplay wiiling, but |
will be Fvolved In every single creative decision of
this game. By this | mean every turm the screenplay
tekes, every piece of dialogue, every prompl, ren-
dering, every decision will go through me.

On the VGA debut:

We had not done enough 1o show gameplay and
we didn't feal we wanted to generate artificlally a
teaser that we would contradict four monthes from
now, 50 we decided upon crealting a mood piece,
a teaser, to show how creepy and unsetfiing it can
ba, the type of atmosphere

On the Insane concept:
| liked the kiea of a garme where you slart playing
n a head space and you end up aimost firnding
yourself remterpreting the whole game towards the
end, where things are revedled to you. The title is
Insane for a reason. Let me put it that way. | was
wery attracted to the idea of insanity n-game. That's
the origin

We're going fo Iy some new stull that has never
bean done before, and wa are frying to give you
& very intense and very narralive experience. We
dor't want to do survival homor, we want to do
homor that has a scope and a siory that s very
strong andd within the mits of what we noed, We
want o keep it as much diven by gameplay as possible. [t fals
squardy into the HE. Lovecralt hormor universe. We are talking
aboul very nasty tenlade things. | want 1o make it emotionally
very strong, and play with moraly dificut choices for the player,

What | really hope and long for and sirive for in this game is to
create a mylhology thal people ae nlerested in, thal lhex 5lory of
the cenfral character s compelling.

On more del Toro games in the future:

This ks not a once-In-a-liletime thing. For me, this Is the beginning
of anew path, Bayond that, it's not that I'm going 1o just dabble
invideo games. | think video games ane going 1o complately take
over storyteliing in our sociaty, and | firmiy befieva, If Fmilucky and
blassed encugh, and If | prove adept at this, 'l be evolving with
the Forrm inte storyteling of his kind, Video games ane not a lad,
Thay ara absoiutely a namative lomn and a madium that is dready
enolving and recognized as a naralive form, so the answer Isa
rasouncing "Oh, yesl” &
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The Cataclysm strikes
World of Warcraft A("

)
witl

Blizzard plays to its strengths in WoW's third expansio: \

outstanding questing and dungeons

can't imagine an expansion design more suited to the casual types who make up a large portion of World

of Warcraft's audience. Leveling is revamped again, and exploring the old world by it on

a fresh character or blazing around on your high-level epic flying mount is amazing. eology, the new

profession available to every character, is an enjoyable treadmill that pays off with bits of lore and plenty
of vanity rewards like pets, titles, and achievements. Rolling through the new zones from levels 80 to 85 is a
delightful roller-coaster ride through both dramatic storylines, like the Earthmother’s reclamation of her realm,
and tongue-in-cheek pop culture odes to Hogan's Heroes and Indiana Jones.



Mot a minute of it has any challenge to speak
of, but Blizzard has only gotten better at crafting
a journey that impresses with everything from
epic |ore-driven battles to amusing one-offs.
Mearly every rough spot has been ground away,
quest hubs fall into place one after another, flight
paths connect points of any note whatsoever,
and backiracking is kept to a minimum. Above
all, the inescapable sense of progress keeps
driving you forward, For a good long time, dis-
covering what's around the next corner is more
than enough.

Once you reach the level cap, though, players
tend to fall into one or more of a few categories.
First, you've got your players who hit the cap, pat

themsetves on the back, and roll a new character
’w do it all over again. These folks are set with
ﬂcmclysm. With how much refurbished content

J

there is now, you could raise at least four char-
. acters to level B0 without repeating much. Going
~from 80 to 85 will get old faster since those zones
unchanged, but it's tough to ask for much
than you got with Cataclysm.
* Another group wants to get in and start pound-
ing on the hardest content in the game, whether
for the challenge, sense of accomplishment,
or the draw of shiny purples. Indications so far
are extremely positive for these players. Don't
let the super-hardcore guilds' early congquests
faze you. Heroic five-mans and raids are as dif-
ficult and rewarding as any content Blizzard has
ever done, with the exception of super-bosses
like Algalon. Many of the mechanics are fresh,
~ learning the fights is a fun challenge, and the
game balance feels as good as it ever has at the
start of a tier of raiding. Some healers disagree
with mg, but | love the new interplay betwesn
tanking, crowd control, damage avoidance, and
ng. The WoW design team spoke publicly
about how they intendsd to bring chal-
k to every role in dungeons, and they

Shockingly, Blizzard finally got the PvE gear pro-
’Q'Elas_ion right as well. Picking up a set of heroic-

leyel gear is relatively simple between building
~feputation (accomplished in normal and heroic
level B5 dungeons), trading in Justice Paoints
(acquired in heroic five-mans), and the dungeon
drops themselves. Moving beyond that into epic
gEar requires conguering epic content, as only a
slow daily trickle of Valor Points can be obtained
via heroic dungeons. The conseguence of all this
is that you have no reason to grind heroics over
and over after you've soundly beaten them, so
you can bend your efforts to overcoming greater
challenges rather than wallowing in trivial content
for so-called weifare epics.

A third set of players turn to PVP for their dlder
game thrills. Unfortunately, these folks have gotten the short
end of the stick this time arcund. The new baltleground-esque
zone, Tol Barad, is an odd mix of asymmetrical objectives that
seem to heavily favor the defenders. It's cbvicusly supposed
to ba a more casual-friencly PvP environment than arenas of
battlegrounds, but you'll get your teeth kicked in just as badly
by a gear differential there as in any other PvP situation. That
said, if Arena and Battieground balance comes out ahead of
the questionable situation that existed during Wrath of the Lich
King, PvPers might not be too upset after all
| don't know yet if Cataclysm is going 1o be my faverite of
the four WoVW iterations we've played so far. Some things per-
sistently annoy me, like server identities being badly fractured
by the dungeon finder. Other frustrations are transient, like the
i god-awful cutscene bloat in Ulkdum and buggy quest soript-

ing in Twilight Highlands. Much of Cataclysm's lasting appeal,

17, however, is dependant on Blizzard's release schedule moving

forward. The developers need to avoid the glacial pacing of

Wrath of the Lich King's second year, no matter how much |
like the first round of content, ©
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Hardcores

‘Wha are you? If vou're not ina top-
three guild on your server, you're prob
ably applying to themn. For that matter,
you've probably aready ranstered
servers chasing the most-progressed
group that will have you. Crushing
every challenge the designars throw
al youl, o matter the tima investmaent,
s your raison o elre,

What do you think about DCU?
Deep =kl rees are worth explorng,
and thorough study should yield the
right combinations: to handle the most
overpowered villains (of heroes) of the
DG Universe, The queue system looks
promisng, as it gves you an easy n
fo the conlent you need fo upgrade
your gear and skills at &l hours of the
clay. It's like WoWW's dungeon finder, but
for evenything from co-op nstances 1o
more tradifional dungeons to Pvi® bat-
Hegrounds and raids. The lack of hard
info on endgame raiding s roubling.
On the other hand, Sory Onine has
slated that it wants 1o ship the gama
with approsdimately a A0-hour time 10
leved cap and fully hall of the content
intended for endgame characlers. The
biggest question, though, is whather
fhe underhing tech can handie &l of the
orazy physics-enabled powers in eight
player raids without breaking down,

The verdict: Maybe. Tha chances of
endgame being as deep as a game
like: VWl look slim, but this might be
worth & look as a lighter, less serious
allernative.

Who Should
Care About

DC Universe Onlin

them into several broad categories. You probably already know where you fit along the
exploration, social interaction, and challenge axes. Given that, is Sony Online’s upcoming DC
Universe Online worth your ime? Our time with the beta reveals some of the answers.

by Adam Biessener

Who are you? You know that half-
finishwacl zone that you can only access
by standing on lop of his one maibox
in the light of the: full moon and furning
wickdershins thrice before straling lefl
and jumping north while holding your
breath? It's only the codest place in
the entire gamea. If you didn't put up
the onginal YouTube video, you sub-
soribe to The author's stream. No game
worldl's secrels are safe from you.

What do you think about DCU?
Some games are nice encugh o give
youl your frst mount al the early level
of 20. DCU has you choose whether
1o navigate the world via flight, acro
balics, o super-speed al dharacler
creation. There are achievements for
everything from visiting the Wayne
famiy memorial in Gotham to view-
ing Metropdlis’ skyfine from the tallest
skyscrapers i town. Some special
secrels are only accessible during
boss fighls by poking around every
corner of the abandoned hospital or
underground stience lab that serves
as your batllefiekd.

The verdict: Yes! Il you're a DG
Comics fan and an explorer, good
luck fighting this compulsion. Even
someone like myself, whose MMO
lastes tend to run elsewhere and is
only peripherally aware of DG lore,
can gel lost for hours digging around
the world.

MMO players are a
diverse lot, but it's not

that difficult to sort

Who are you? Your guidics ask you
wherne obsoure objeclives are rather
Thean all-labbing Lo a guide site. You've
been through every zone at least once
on one or another of your ammy of als,
If theve's & deeper seaet hinted &t in
vaious unconnected bits of lore, you
collected 1 into a wiki.

What do you think about DCU?
Solo story-based instances are just
aboul the best dea ever, Having conic
characters like Batman, Joker, or
Wonder Woman walking you through
your Guestings via voice GomimLInica-
for =t far behind. It would be nice if
her bk of the quests had a bit mone
variety to themn; so far in bela you're
either hunting for hard-fo-find targels
of fighting an endess wave of nstantly
respawning enaemies. Al least the bad
guys are doing things and engag-
ng in combal when you'ra not there
nstead of standing around waiting 1o
be killed.

The verdict: Probably, Polish s an
issue, but even a moderate Improve-
ment over beta wil make this one
of the batler sole, alt-friendy games
aroundd, Breadih of content may not
be there either, with the 40-hour |av
aling curve, but what does exist is
entertaining.

PvPers

Who are you? Leveling, crafting,
and dungeorns are nothing maone than
means o an end. Usually the olher
quy's end, since you're running 1he
new hwbic build that the latest patch
bulfed lo obscenily. The only thing
you despise more than so-called
carebears is 1he nevitable nevfs that
slop you from twio-sholling anylhing
bt & tark.

What do you think about DCU?
Cueues for PvP instances, and mis-
sions that lead players there, are great.
Legends PP, where you lake on the
role of iconic heroes and vilans, is
awesome = when you're in the mood
for a fair fighl, since youwr gear and
skills are pre-selecled. Being on the
wrong side of this month's balance
5 going to be rough, though, with so
much of the game's PvE balance buil
around incapacitating moves, from
siuns 10 jggles o knockdowns and
mind control. You're going to have
to upgrade your connection now,
because the aclion-packed combal
heavily pendizes any latency whatso-
aver, especilly in Py

The verdict: Doubtful. Wrecking
newbs is going to be awesome with
DCUs explosive combal, bul Sory
Online has a lot lo prove when il
comes 10 balancing game mechanics,
technology, and Py progression. &
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Toshiba

5 X505

Anyone who has dreams of carting Toshiba’s new Qosmio |
X505 around town in a messenger bagis fooling themselves.

This fancy piece of hardware may be labeled a laptop, but The X505 isn't the fast-
it's clearly intended to push your old desktop to the side and ~ ©5t hot rod on the lot, but

f 1 1 on
set up shop in your gaming den. Fortunately, the X505 has g:l.ﬁﬁicéf;ﬂb%fm”
| more than enough brawn to bully a few desktops around. graphics card and an Intel

Core 17 CPU, the X505 ran

both Crysis: Warhead and Call of Duty:
Black Ops at high settings without any
hiccups. It also won't take long for
you to hop into the action. Thanks to
its second solid-state hard dnve, the
X505 took less than a minute to boot
and a mere eight seconds to come out
of sleep.

While the Qosmio was designed
primarily for games, its Blu-ray dnve,
18-inch 1080p display, and HDMI
output make it a solid media system
as well. Those who like to crank up
the tunes will appreciate the built-in
Harman Kardon speakers and Dolby
Home Theater technology.

Considering this is such a massive
desktop replacement, we wele sur-
prised the X505's keyboard feels a
little choked, and the keys themselves
are so glossy that your fingers always
feel ready to slide off. The touchpad
also has the occasional spasm, but
you'll want a mouse for gaming ses-
slons anyway. Running at top speed,
you can squeeze a little less than three
hours out of the batteries, so you'll
want to keep this behemoth close to
an outlet,

The X505 is a nive piece of hard-
ware, but it's more expensive than
some desktops, and not as easy to
upgrade. Still, if you find yourself in
need of a hefty portable machine that
can handle high-end PC gaming, the
X505 might be right for you.

WENT G000

Z1eg WEIN ' Senesy ueg Aq

(1

§1,999.99
us.toshiba.com

THE X505 AT A GLANCE
atng Systermn Windows 7 Home Premium (64-bit) | Processor 1.73GHz Intel Core i7 T400M 1 Graphics NVIDIA GeForce GTX 460M with 1.5G8 GDDRS
0 18 17.4 % 11.5 % 1.8 inches | Screen sze 18.4 inches | Weight 10.4 pouncs

20 Memory 668, 1066MHz DOR3 | Hard crive 320GB 7,200rpm and 64GB SSO | Dim




1| Niken D7000

The Nkon DF000 is a great oplion o enthusiast
photographers looking for a more poveerfil camera
to grawe info. This durable, Tghbeeioht SUR fealres
lightning ferst six frames-per-second confnuous
shoating, 4 ogf-resohion thiee- inch LCD paned, and
 Fpoint aulolocus system that keops your images
razan sharp. The 16.2-megapixel shots roduce

wivid defalks even in low Fghling condtions. A lull
cormplement of scene modes gives point and click
Fanes aptions for vy shooting scenarto, and serios
phobographers will appreciale e bvo customizabie
save selbings. The D000 also gives you the abily o
shoot 24 frames:- per- second, 10800 HD video on the
Ty = not bad for 3 non-camdoonder,

TP L]

$1,499 (with lens bundie)
nikon.com

2| Sony PS3 Bluetooth Headset
This Is vt & Bluciooth headset should vork The:

nevest version of Sony's sel iImmediately sncs

1o your P53 upon plug i s Fghbwerght enough to
leavie your ears cramge-free alter bours of use, and
produces litthe to no edhd, The microphone may
e toa strong Sonce it caphures a small amout of
amiyent houschold nase, but at least you don't
have to sceam o your teammales can hear you
You can expect about s hours of tak ime, and he
't doubles as a PG micropheone while changng.
Wil Just sl he ear hoop dide'l leed so cheap,
and that people would stop using these Bings In
the grecery store checkeut. Too bad Somy can't fix
human nabwe.

. a T
$49.99
sonystyle.com

| silent Hill Statues

Ewen your bookshelf isn't safe bom The bomors of
Konami's beisted survival series. These Trims Japan
y be unafficial, bt they ook ke the: real

el 1o us, and they're linally getting Imgsorted to the
LS. this Janwary. Boli the Pyramid Head and Vislticl
slanes are mack: from high qualty resin, measug
at 116 scale, and welgh aound 11 pounds, so
they're aboul the < si2e & @ demon'c nfant,

$579.99 (Pyramid Head), $539.99 (Valtiel)
bigbadtoystore.com

+| Rock Band Ottomans

Dhos your apeartment look Fke il gol hit by & Tomeado
of rock? Maybe I's Eme to get organtred. Level Up's
Rk Branid branded oltomans provide plenty of room
fohold an entire Feing room concert. Mea:
18 35 1 B8 inches, this soldly constiucted wood
frame comes s quitar loops, Mted dam
slick loops, ide accessory pockeds, gamecontrolles
Rrays, andd & microphone packel

WER G000 1

$199.99
levelupgear.com/rockband

| MEDIA SHELF

Wil R T

Creaved by a five-vear-old and
ilustated by his 26-year-old
brother, Axe Cop capiured

the woild's altennon with s
manity. How the web oomi's
enume angnal nn s collected mn
trads forn

TEVED IS Up.

S14.20
darkhorse.com

connact 23



24 connect

Epic Mickey

What aspect of Epic Mickey
turned out just the way you had
hopad or batter than you hoped?
Ara thera elements of the game
you wish you could have made

more changes to?
Wed, dearty the
bettar than | i
reglly happ ,rnh(lll thal, The story
heas the kind of emolional resonance
[ 5 haped 1t would, and the
game really doesn't led - 1o r
least - ke any olher game. Its tone
and pacing and s fesd 30" Bl olfwr
games. That's one of th* IS0
the ¢ is
Gabey are HJIH.I'(F'(JI’ mae to hear.
veren'l irying Lo make a Maro
Zekda game, of 3 Deus
Ex - we were Inying to mak
theat bormowec) Som
of them 1o acieve 5
ik wi i that. Are there el
5 ould b rhoad
o more’ S never workied
on a game | was otedy satisfied
with and hope | never do. gy
top of the st would be our use of
the: paind anel thinner mechanic, We
cfidd sorme inlenesting sl it but
it s fhe frst time we, or anyone
e ever bri ¥ ] ke that and |
kemowy e can do more inthe future,

What prompted the decision to
not include spoken voice for most
of the characters in the game?

I thosaghit it waoulch b bt Lo Borrow
an approach Valt used n the earli
ickioy cartoores whene be didn'l

: el words, but communicated
mosthy by making noises. | also had

it 'nomy head that Oswald, as a shent

cartoon character, couldn’t Talk and
ag b ol v

law = i | car v
Then there e localization

and disk space ssues. Pul "em
al togather and sficking with the

Disney's Epic Mickey released on November 25 to mixed reviews.

Japaness RPG and console standard
af "hark phes text” ust made sense,

The camera system became a
problem for some players. Are
there changes that could have
been made to make the camera
more cooperative?

I suppose 50, bult to be honest there
wiag only one thing we might have
chone thal we 't and looking back
onil, | wish we had done. T W
sihuations n the game where we look
contral of the camera, which was
nocissry, but we decided not to lat
players override our decison. In other
wiords, there are times when the
manual camena controls smply don'l
wOrk, Now, | Ehink that may not hane
been our best decision. Bul olher

p s werstand
5 W e bang com

: pretty amazing

" sngle-focus
W) the prime:
atlonm
CJETHE nents
than an action/adventure game, and
we were Irying 1o merge dements

of both. That meant our camera

had to be the best blend we could
come up with of piatform and action/
adveriure camerna techniques. | sl
Tl woidl = ghven the o
e N comibining the:
g Jamie and g
Il we wenee I the sty 10 s
walls and floors and calings and
parts of them...| mean, we by ofid
takio a wary hard problom and make
it much, miuch harder. Oh, and one
more: thing - we've bien knocked by
some fokes for not Induding a lock-on
CATIEN e, which would have
ok

that 2l the gam
paned to - and

meghil Fle 1, folks!

The paint and thinner mechanic
seems like it must have made
lavel design pretty challanging,
since you can't ever count on a
player having all the parts of the
level visible or accessible. Was
the paint and thinner concept
more trouble than it was worth,
or did it pay off in the end?

I'd never sy 1 wag mora oy
Ihan it was V\()!”I nat Il lau o

A
something you've
hing No one's ever don Wy
TR Yo work on, Even i I"s first
teration you can see the potental of
L. There's sometiing reslly specal

L o, aboul being A
W] restone Things in @ game
never get amything «

Fer, thare's no guestion wae can make
better use of this dea. | absoiutely
bove the paind and thinmer mechanic.

Epic Mickay includes mora
cholce-driven gameplay than
most character-driven action/
platformers, Why?

| don't really have a good answer

for that other than that | have nega
e mlerest in warlking on any game
that doesn't offer players choices
with consequences. IF it aver comes
to pass that | can't r
ke that — na one wil fund them,
Plerers vole with lheir dollars and
tell me they don't want games ke
That, whatever — Il stop making
rprmes. End of story. Games can do
only two things that | can think of
That no oher medium o
s
fum' he olher 1s ¢
opporiunity o lel iher own ucwr o
it |east tell a story in colaboration
with olhers. | think 1's ridiculous not
1o lake advantage of the things your
medum does that others can't do.

sty

Bud, at the end of the day, it's just a
personal thing — a personsl oo
tien, na more, no kess.

Epic Mickey retums players

to the same locations several
times for different missions. Is
there more backtracking than
there should have baen, or are
these familiar locations a part of
how you wanted the game to be
axperienced?

| woukdn't say the
Iracking than there
been, but the coupke of
things I'd do diferentty if | had it to
do over agan. First, I'd ofler more
variely inhe 20 seclions than

wa did. | thought 40-sh 2D maps
fd be enough, but I'd Tike more.
i), |'d hawe made the hubs
(o lent - 1 they preserved s
ahatie yioun ledt rhurl i, | think retuen

THOrE: DAk
wadd have

wih the |1.Dh
made for a richer expe

The game includes the return of
gaveral Dizney characters that
are virtually unknown to many

in tha modarn gaming audiance,
‘Which characters were you most
excited to reintroduce? Which
one of these revived characters
u.lmod out lhe best?

1rwilescd that
el the
ILM\-, Rabbx Grembng
lhose are some terrlic characters.

I"d love to see Disney go back 1o the
storvboards we saw T the Archin
and actualy make the movie Yalt
ity anvd Roald Dbl rever gal to
A wiould Dt be?
vanted 1o produce
miaybe Disney willlet me

i
s il

Given the new motion control
devices from Microsoft and Sony,
is there any chance we'll see Epic
Mickey on any other platforms?

the same

AN winy we
Mickey on
T et

woorkirg on it at ths: tim

Would Junction Point like to do
more with classic Disney charac-
ters? What new ideas might you
be intarezted in axploring in &
second Epic Mickey game?

"wer aciually atways armisioned
Junction Point - weld, once we
became a part of Disney - as the
who that draws inspiration from
Ilw Archiv e been prefty up
Tront about lewer of the Ducks. I'd

ook make a areal leading
abbit. As far as a second
] |-'_r;a=|1|oq(]r-; Hhweae

Ir1 1ac kh
gamepkay that cxuﬂcl k
world of stuff we can
dlo with paint and thinnar thal we
couldn't even have thought of the
firgt time around. Or we coud do
f completely different and

iy RS.IJn\'H? There's o
deas! &
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Mass Effect 2

After an explosive opening sequence that
tears Shepard and his team apart, the second
installment of BioWare's epic space trilogy
doesn't take its hand off the hyperdrive. With
the shady lllusive Man behind the scenes,
Shepard fraverses the far reaches of the
galaxy to recruit an elite team for o svicide
miission. Using the choices you made in the
first game, BioWare fulfills its promise of
creating a consistent and immersive
universe. With its re-engineered

combat, the action in Mass Effect

2 fieels just'us polished as the

brilliant visvals and conversa-

tion system. Given the more

responsive controls, dont think

twice about putting your allies’

lives on the line by jumping

through the Omega 4 relay. It's

worth the risk.
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Heavy Rain
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¢/ Rain has been on our minds ¢
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Final Fantasy XIII
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TOP

HEROES

1 JOHMN MARSTON -
Marston's list of past tran

protago but once he was re ible for a wife and
child, this reformed outiaw did his best to become an honest
farmer. Ultimately his past caught up with him, but evenin the
face o elming odds, Marston defends his family with
URwavering resolve.

2 EZIO AUDITORE — ASSASSIN'S (

Ezio’s fransformation from a hotheaded lothario to a master
assassin was rocted in a thirst for revenge, but after unraveling
the rysteries behind his personal loss, he devoted his life to
the greater good. Granted, his method for fighting evil usually
involves jabbing a metal blade into people's

to make an omelet. .,

3 ETHAM MARS - HEAYY RAIN

How far would you go to save someone you love? It's not an easy
question to answer, but when Heavy Rain's nefarious mastermind
puts Ethan Mars through a series of diabolical tests to save his
son, this ordinary father displays uncommon determination.

4 COMMANDER SHEPARD - MAS!

Most heroes would be content with sacrificing their lives to save
the galaxy, but in Mass Effect 2, Shepard comes back to life to
save it a second time. While the Citadel's alien races are busy
squabbling with each other over power and position, Shepard
amasses a raglag crew of suicidal allies to save the day.

5 JASON HUDSOM - ( TY: BLACK OPS
Huglson is more than just Alex Mason's handler; he's the guy that
will do anything to keep the United States safe from the Soviet
threat. Tasked with the kind of difficult decisions that would
make Jack Baver lose sleep at night, Hudson's unflappable
demeanor eamed him the nickname “lce Cube.”

& NOBLE SIX - HALD: REA

Garmers knew from the beginning of Halo: Reach that the
Spartans of Noble Team would not meet a happy ending. When
it comes time for someone to stay behind and protect the ship
camying M Chief, Noble Six doesn't hesitate to sacrifice
himself for the mission, paving the way for all of Master Chief's
future adventures.

7 MICHAEL JORDAN il

Forget the eternal struggle bel good versus evil, This year
players stepped into the sneakers of a real hero = the greatest
basketball player of al time. In an era where most of the current
NBA greats are self-absorbed showboats, playing through
Jordan's llustrious career reminds us why everyone in the ‘80s
and "90s wanted to be like Mike.

8 LIGHTMING - FINAL FANTASY XII

Amongst Final Fantasy XliI's cast of lackluster protagonists,
Lightning is the enly character who seems capable of taking
on the cormupt government of Cocoon. Lightning's no-nonsense
approach to her mission makes her the game's standout hero,

9 WAR — DARKSIDERS

Most people wouldn't consider one of the four horsemen of the
apocalypse to be a hero, but ultimately good and evil are two
sides of the same coin. Bound by his code of honor, War batties
against both Heaven and Hell to restore order to the universe;

10 SUPER MEAT BOY -  AEAT

Ower the course of his journey to save his girfriend, Super
Meat Boy will die Iterally thousands of times. As he tudges on
toward his goal, not even Hell, the end of the world, or a fecal
doppelganger can stand in his way.




Red Dead Redemption

Tasked with bringing the lust living members of his former gang fo justice,
John Marstons mission is larger than the expansive world Rodkstar hos
aeated. Six-shooter in hand, Marston sets out to explore Rockstar's
beautifully realized version of the Wild West. With a world inhabited by
some of the most memorable characters and dangerous animals we've seen
this console generation, fine-tuned gameplay mechanics borrowed from the
blockbuster Grand Theft Auto series, scores of Oblivion-ike side quests,
and o safisfying multiplayer experience, Rodkstar succeeds in keeping us
wrangled in from beginning to end and earns our Game of the Year award.
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1 SAMUS ARAM — JETROID: OTHER
This is why Metroid games are usually about exploration instead

ory. Other M fling iconic bounty hunter to rock bottom,
painting Samus as a petulant brat instead of an awesome
warrior. The ham-fisted delivery of her lame backstory doesn't
help matters, Thumbs down!

2 MICHAEL THORMTOM — ALPHA

Alpha Protocol was supposed to be an espi

to Michael Thorton, 1t is more of a d-bag simul ator. Whather he's
siriking out in romantic dialogue or getting knifed by addicts,
Thorton fails to fulfil the spy fantasy. If you dream of being a
loser, though, he's your man.

3 HOPE - FINAL FANTASY X111
A boomerang?! Of all the cool weapons in Final Fantasy

boomerang? Because he's an idiot, that's why. You can't expect
much more from a twerp whose only forms of self-expression
are whining and crying.

4 SALEM & RIOS - ARMY OF TW0: THE 40TH DAY

How to be like Salem and Ri ang your head repeatedly
against any hard surface. When you regain consciousness, your
pre-linguistic grunts will sound just [ike the “banter” between
these meatheads. Congratulations, Army of Two fans: You're the
lowest common denominator.

5 SUBJECT DELTA - BIOSHO(X 2

Big Daddi : ? Not if you're Subject Delta.
Instead of effortlessly slaughtering hordes of splicers (ke every
other Big Daddy in Rapture), Delta is easily overcome by the most
half-hearted as for most of the game. No wonder the Big

ers want to kill him; Delta's a disgrace to the family.

& STARKILLER -0 bl

The words “Jedi” and “dork" rarely go together, but Starkiller is
the Chesen One to unite them. Is he a clone? Starkiller isn't smart
enough to figure that out for himself, so he spends all of his time
chasing after a woman he may have never met. Sneaking up on
strangers is guaranteed romance!

7 JOE PESCI IMPERSOMATORS — ALAN WA

The obnoxious | oudmouth routin

rezson: He's Joe Pesci. Coming from anyone else, that same
kick schiick is a catastrophic failure - but that

didn't stop Barry and Enzo from crapping all over their scenes in

Alan Wake and Bayonetta,

SHEEP MAN — IEGA MAN 10
ially not even trying. Sheep Man takes the
prize for being the worst robot master ever (somy, Clown Man),
He obviously look icul and his attacks involve turning into
clouds of wool and firing static electricity, Also, his weaknessisa
baseball. Seriously.

9 REBECCA - A EED: BROTHERHOOD

Yeah, we get it — Rebecca's totally L337 becauss she's a hacker
or something. If only she'd keep her mind on her work instead of
aggravati eryone with her insipid emails, mindless prattle,
and phony personality. If joining the Templar order means no
more Rebecca, then sign us up.

10 AGENT YORK - DEADLY PREMONITION

Unlike the other entries on this list, Agent York is the endearing
type of dork. He talks to an imaginary friend, reminisces

about old movies, and sees the future in his coffes. York 1s
simultaneously odd and charming, like that friend you're happy to
have but embarrassed to introduce to anyone.




TOP
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1 THE ILLUSIVE MAN - WA
Though he's technically one of

would trust the lllusive Man. This puppet master claims to

look after humanity's interests, but his devious methods and
xenophobic agenda make him a dangerous man to be around —
even if he says he's on your si

rrmiediataly
puzFles

2 EDGAR ROSS [ REDEMPTION

Folks are constantly manipulating, betraying, and shooting John
Marston, but no one does him wrang quite like Edgar Ross
Callously using Marston's family as leverage to further his own
ambitions, Ross is a more devious man than the cutiaws he

forces Marston to hunt. &
but B

3 THE ORIGAMI KILLER — HEAVY gk 0,
The Origami Killer's motivation, methods, and identity are best
kept under wraps, since revealing them prematurely would
spoil this groundbreaking game, Even without knowing the
details, your hunt for this terrifying figure is what drives the
intense namrative of Heavy Rain,

4 SARAH KERRIG AN - STAR(RAFT |l

The memory of a non-infested Kerrigan haunts Jim Raynor
as he laments hig failure to protect her, but she isn't just a
psychological threat. The Queen of Blades herself commands
the relentiess forces of the Zerg, and entire armies fall at her
feet when she steps onto the battlefield,

5 ZEUS -G |

Zeus may be the hmg of the gods, be he's not a benevolent

ruler, From high atop Olympus, he battles Krates and the Titans
orld s thrown into chaos around him. Zeus® power

is only exceeded by his hubris, which makes it even sweeter

when he finally gets his comeuppancs.

& THE SPIDER - LIMBO

Thiz oversized arachnid doesn't have complex motives o
nefarious endgame — it's just hungry, The lumbering predator is
terror incarnate; with its lightning-quick attacks and a fondness
for impaling, the mere sound of the spider creeping up behind
you is enough into inspire panic.
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7 NIKITA DRAGOVICH - (A
He's gota Russian accent and he hangs

there's no way Dragovich isn't evil to the core. As if more
proof were necessary, Dragovich is responsible for Alex
Mason's captivity in a Russian gulag. He also has an unhealthy
interest in American politics.
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8 JEAMNME - BAYORET

As an Umbra Witch, Jeanne is capable of the same oulandish
feats as Bayonetta, but without all of the emational baggage.
While Bayonetta tries to unravel her own past, Jeanne u:

the full extent of her supematural talents, which makes their
confrontations lopsided and awesome,

9 DEATHWING - WORLD OF WARCRAFT: CATACLYSSM

Azeroth as you knew it is gone, Foods, earthquakes, and
lava have changed the face of the land. All of the chaos and
destruction is the work of Deathwing, a cnce e black
dragon who sears through the world and periodically shy

to obliterate s ned veterans and noobs alike.

10 GIDEOM GRAVES )
Gideon Graves is e\er‘rlhung the final boss -‘Jl a bravder should
be He has unfair advantages in the form of weapons, cheap
attacks, and three forms that pay homage to classic games.

't a Scott Pilgrim fan, you'll hate Gideon for all




Valkyria Chronicles Il g Huloo Reu(h
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Reach may be a prequel, but it fies up the Halo
series like a neat bow, This disc is engorged with
content: o smartly crafted campaign boasting
impressive Al and strong padng, o multiplayer
mode that will keep players engaged for years,
an improved, fan-favorite Firefight mode, and o
host of other extras like the Forge level editor.
Bungie didn't just close the book on its
legendary run with the series; it went
out with a bang.
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MOMENTS

1 DIDN'T SEE THAT COMING -

CASTLEYAMLA: LORDS OF SHADOW

One key component of the Castievania formula is missing
throughout much of Lords of Shadow, but it eventually
appears with a bang. This double whammy wallops
players with an exciting character twist for Belmont and
follows up with the earth-shattering revelation of the
rumiored sequel’s setting.

2 RED DEAD DENOUEMENT -RIDD

As he heads home after doing the Bureau's bidding, John
Marston feels like his life is finally back on track. But as he
reconnects with his loved enes and retakes the reins of his
ranch, a sense of doom hovers over the catharsis. The events
that subsequently unfold create one of the most memorable
finales in gaming history.

3 FIGHTING CRONOS - 600 0!

God of War lll is a non-stop

but Kratos’ battle against Cronos rises

the titan's gargantuan body and carving hi

simultaneously disturbing and thrilling. He may be me more
corpse to Kratos, but we'll remember Cronos for age

4 THE.TRIALS - HEAYY RAN

When Ethan Mars is forced to go through several trials
devised by a psychopath to retrieve his lost child, you
know he isn't going to walk away without some kind of
disfigurement.

5 A NEW PERSPECTIVE = 1

Hours of drilling through hupPless =plm=

Daddy eventually leads to an experience unlike anything
we've ever seen in the BioShock universe. This string of
events provides a fresh look at the beloved world of Rapture
through a familiar set of eyes,

6 THROUGH THE OMEGA RELAY FFECT 2
You've gathered your crew. Your ship is armed to the
teeth. Now it's time to pass through the relay and face
the Collectors on their turf. The ensuing mission demands
sacrifice and keen leadership, and it's likely that everyone
isn't coming home. Maybe not even Shepard.

7 THE LAST STAND -H (AL

We find out why Halo: Reach opens wﬂh a broken Spartan
helmet when the game concludes and the Covenant overruns
the planet. With no backup, limited suppl

ending stream of enemies, Noble Six does the only thing a
Spartan can do: hold the line as long as possibie.

2 DONNING THE RAINCOAT - [

The Raincoat Killer is a local legend in Greenvale; an axe-

wielding mamac who rampaged through the town in the
egend becomes a reality during an amazing

9 THE PERFECT KILL

Whether you're watching your underling assassi

from the shadows or playing mind games with your
opponents in multiplayer, the satisfaction of a well-executed
kill never diminishes. Requiescat in pace.

TO MIMECRAFT MADNESS - WHERA

It's not even a finished game yet, bart cne-man indie project
IMinecraft tapped into a deep creative undercumrent in our
collective subconscious. Its early alpha build sold over half a
million copies this year on word of mouth alone. The planned
2011 release is going to wreck us if it adds actual gameplay
and goals,
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God of War:
Ghost of Sparta

While God of War Ill concludes Kratos’ stery, Ghost
of Sparta fills in the gups between the first ond

spoLr
) keen he
all

g second games in the series. Developer Ready at
8 Dawn once again showcases its mastery of the PSP
g hardware, pushing the system to the limit. Whether
.§ Kratos is tromping through Atlantis or tyi
' up loose familial ends, Ghost of Sparta
consistently delivers outstanding combat
and epic moments that stand side-by-
side with the series’ console iterations.
g
g
:
s
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% ACTIVISION - LAST AR §
T Though the messy divorce with the lead
talent at Infinity Ward and CEO Bobby Kotick's
_ flippant remarks painted Activision as an
Jindustry bully, the company’s 2010 was

- successful nonetheless. The giant publisher

wooed Halo developer Bungie, flexed its
-~ financial muscle with Call of Duty: Black
= Ops and made a great licensed game with
Transformers: War for Cybertron. Add the
stellar work Blizard did on World of Warcraft:
Catyclysm and StarCraft |, and it's hard to
deny Activision's publishing power.

e NINTENDO = LAST VEAR: 6

While the DS didn't get as many memorable
fitles as we've seen in previous years,
Nintendo gave Wii enthusiasts plenty of
reasons to celebrate. With near perfect tithes
suchas Super Mario Galaxy 2, Kirby's Epic
Yam, and Donkey Kong Country Retumns, this
15 the most time we've spent with the Wii
since the console first released.

4 TAKE TWO- LIST TEAR: 3

Take-Tiwo's mantra is quality over quantity.

The company delivered another acdaimed
open world tile with Rockstar's Red Dead
Reda'rpnm.rdeaeed its most successful
sputseﬂrwsl'mh NBA 2K11, dropped highly
| rated sequels for Mafia and BioShock, and gave
us the long-anticipated Civilization V.

5 SONY COMPUTER ENTERTAIN-
MEMT = LAST YEAR: 1

% = It's safe to say the PlayStation 3 has hit its

- -"Is‘hide. Sony delivered a varied and impressive
e of stellar exclusives like God of War
I, Heavy Rain, MLB 10: The Show, and a few
memorable PSN titles like Hello Games' Joe
_Danger, The company also introduced its
answer to motion controls with Move, and
Gran Turismo 5 finally hit retail.

PUBLISHERS :

1 ELECTRONIC ARTS — LAST YEAR: 2
Mass Effect 2's unforgettable sci-fi
storytelling and tightened gameplay is at
the head of the pack for EA, but thal's just
the tip of the iceberg. Call of Duty got some
stiff competition this year with Battlefield:
Bad Company 2's entertaining multiplayer,
Guitar Hero weas left in the dust by Rock
Band 3, and racing got a much needed
boost with Need for Speed Hot Pursuit.

The company also had several solid sports
titles, the Sims 3 console adaptation, and
downloadable hit DeathSpani.

& MICROSOFT GAME STUDIOS -

LAST YEAR: 7

Though the refationship between Microsoft
and Bungie has come to an end, their final
collaboration, Halo: Reach, delivered on every
front. So did Microsoft's gamble on controller-
free gaming, Kinect, and a first-party lineup
that included Fable [l and Alan Wake. Though
Ybox Live experienced a price hike, the arcade

space was bustliing with impressive exclusives :

inclusding Limbo, llomilo, and Super Meat Boy.

7 UBISOFT - LAST YEAR: 9

Ubisoft's diverse portfolio was hit or miss
this year, with a mix of mediocre titles and
shunning successes. Alongside lackluster
tithes such as Just Dance 2 and Shaun White
Skateboarding, there are hits like Assassin's
Creed: Brotherhood, Scott Filgrim vs, the
World, and Splinter Cell: Conviction.

8 CAPCOM - LASTTEAR: 10

The only real low peint for Capcorm this
year was the departure of Keiji Inafune. The
Japanese publisher released a stream of
solid sequels with Dead Rising 2, Lost Flanet
2, Mega Man 10, and Super Street Fighter
IV. The company also produced excellent
DLC in the form of Dead Rising: Case Zero
and Case West.

9 SEGA - | AST TEAR: N/A

This year marks the retum of good Senic
games with Senic 4: Episode 1 and Sonic
Colors (D). PSP owners had a reason to
retum to their handhelds with Valkyria
Chronicles |1, Plus, with the help of Platinum
Garnes, Sega introduced some impressive
new Ps like Bayonetta,

10 SQUARE EMIX - LAST TEAR: NfA

Every year Square Enix releases a new
numbered Final Fantasy title, it's undenlably
a good year. Final Fantasy Xl went
multiptatform, Lara Croft returned in Guardian
of Light, and open world title Just Cause

2 showcased the growing potential of the
Jpulisher’s acquisition of Eidos.

i this list by itself, but the studio

DEVELOPERS |

1 BLIZZARD - LAST YEAR: 4
Blizzard’s mantra is “when it's
done.” This philosophy means
gamers have to wait years,
sometimes decades between
sequels; but it pays off in a level
of quality that few can match.
StarCraft Il would put Blizzard on

LS

also released World of Warcraft:
Cataclysm and an ambitious
revamp of its Battle.net service.

2 ROCKSTAR SAN DIEGO -
LAST YEAR: N/A
Rockstar San Diego's Red Dead Redemption

i gave gamers something we'd wanted for along
i time - an open-world Westem epic. The game

is built on the Grand Theft Auto template, but
Rockstar used it to create an experience unlike
any other. Fill ed with fascinating characters,

i 4 BIOWARE - LST YEAR: N/A |

BioWare ook its considerable RPG chops to the
next level with Mass Effect 2, which provided
the year's most engrossing saga. Never before
have we felt so connected to a game, as the

{ decisions youmake as Commander Shepard

change the fate of the universe. The interactive
dialague system is the genre's most inportant
gameplay innovation this generation, and this-
sefies showsno signs of slowing down,

i 5 QUANTIC DREAM ~ LAST YEAR: N/A

Many games made an impact on us this year,
but none was more affecting than Quantic
Dream’s emotional thriller Heavy Rain. Smart,,
gripping, and often sad, the game made us

i feel areal ermnational connection to protagonist

Ethan Mars, something few games have ever

accomplished to this degree. &

6 BUNGIE - LAST YEAR: N/A
Now developing a new franchise for Activision,

¢ Bungie is leaving Halo behind. However, Halo: |
Reach was a fitting end to the saga it began on|.

the original Xbox. Full of emotion and nealy
perfect in design, Reach restored Halo toits
position atop the shooter gerdre. Wherever —

i the series goes from here, it won'tbe the.
i ‘same without the talents of ona of the most
consistant and talented studios in all of gaming,

mrrthe business side :mﬁam Jsmﬂﬂ

ﬂmc:*ux LS YR Y, By
“While things haven't been greatfor Hafrmontc

tounioad the studio), its work this year couldn't
have been better, It released Rock Band 3, its
most comprehensive and deep music title to

date, and gave us Dance Central, an addictive :
'uanmummmtmwnqamw -

grand vistas, and engaging action, itwasthe | title.  ___ — S il |
year's breakout hit. £ us’ L
- 8 RETRO STUDIOS - ’luR H..l’.l S

3 SONY SANTA MONICA - ST EAR: N/A—="Retro leftthe familar corfines of the W ot
Every God of War game raises the bar in terms smsmmmhrmbmknmendas%‘
of spectacle and brutal, Fnﬁlyhnadgam;ﬂ'_ Donkey Kong Country franchise. While the ___1
‘Sony Santa Monica delivered the reappearance of DKC was surprising b b

i in the saga this year, and it mana Mnalmly mwmmwewsmmm:a%‘m\
match, but exceed our expectations. The level game that was even better than its old-school
of graphical firepower coupled with amazing predecessors. oo . ' .
gamq:taymadsﬁud@%lll oftheyear's =~ ' = Ly f - '_h_
best gaming experiences, 9 MOJANG SPECIFICATIONS < i

LAST YEAR: M/A
Markus Persson, benerkmwnbyhlsweh 4
handle “Notch,” couldn't have known what he

wag unleashing on the world when he put out

the alpha version of Minecraft this year. An )
open-ended, construction-themed sandbox

title, Minecraft took the Intemet by storm, as
plnmusadha game’s creation tools to make — -
an insane mgr of constructs. \-. —

10 FRICTIONAL GAMES — LiST YEAR N/ -

This small independent developer from i

Sweden (the second on this list!) created one-

of the year's truly unique experiences, the

groundbreaking survival horror title Amnesia:

The Dark Descent. While it's not as polished as

t games, Amnesia is perhaps -
ever released. -

somelbig
the most
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DOWNLOADABLE CONTENT

| BORDERLANDS: THE SECRET ARMORY
OF GEMERAL KNOXX
With regular releases of high quality DLC, Gearbaox knows how

to take care of its fan base. Both of the team's DLC releases

this year made the list, but with General Knoxx DLC being its i
largest offering, it takes the top slot. An increased level cap, new \
weapons, and a confrontation with the most powerful creature in .

Need For Speed Hot Pursuit
1h /i vith t

U™

2
g
:
£
=

Pandora proves there thankfully ain't no rest for the wicked.

2 RED DEAD REDEMPTION: UNDEAD NIGHTMARE

With Undead Nightmare, Rockstar expands on our 2010 game of

the year with hours of additional gameplay. This DLC shows that

bears aren't the most terifying creatures in the Old West as you ' ’
complete a wealth of new missions and subquests while fending | -~

off hordes of z2ombies. SR

3 BATTLEFIELD: BAD COMPANY 2 = VIETMAM d.:
It took way too long for DICE to deliver new maps for Bad

Company 2, but we can't argue with the final product. Returning
to the rice paddies and dense jungles of Vietnam is a blast,

and the introduction of menacing new weapons like the flame
thrower helps differentiate the action from the original game.
Thig i one draft we don't recommend dodging.

4 BORDERLAMNDS: CLAPTRAP'S

NEW ROBOT REVOLUTION

I the fourth DLC pack released by the talented folks at Gearbox,
the beloved, chatty Claptrap finally gets some time in the - (@y
spatlight. This pack offers up plenty of loot for the taking and a = =
load of cute, but deadly Claptraps to take down.

5 BIOSHOCK 2: MINERVA'S DEN __ B
As Subject Sigma, players can deliver a world of hurt to Splicers ’ -y ]
with improved gunplay a3 you unravel a gripping tale surrounding ~—& f-" =i
The Thinker that dishes out a shocking conclusion.

& LEFT 4 DEAD 2: THE SACRIFICE / £
The Sacrifice gives fans of the Left 4 Dead franchise a chance to ;
play as the original group of survivors in a new campaign that T 4
gets your heart pumping and ultimately delivers an emotional PR e, - 4 e
farewell to a member of the crew. 1

7 ALAN WAKE: THE WRITER

Alan Wake leaves a number of unanswered questions to the . w
mysteries that unfold during the overall experience. Thankfully, y

The Writer helps clear up some of the fog. This additional content 1
takes a few steps into surrealism and offers some gameplay ’
twists to help put some of Alan Wake's plot pieces together. -~ i

8 MEGA MAN 10: BASS MODE AND SPECIAL STAGES
Mega Man 9 offered DLC in the form of a playable Proto Man,

but Mega Man 10 already comes with the Blue Bomber's bro,

s0 Capcom ups the ante by offering the oft-forgotten Bass asa
downloadable character. The brooding robot can shoot bursts of
rapid plasma fire diagonally and dash, making Mega Man look
more like a chump. Even better, three DLC stages bring back the
deadly Mega Man Killers from the Game Boy fitles.

9 HALO: REACH: NOBLE MAP PACK

T You can never have too many Halo multiplayer maps, so Bungie's | e
WORLD g addition of brand new gorgeous locations (Ancher 9, Tempest, b e 1S
WARERATT R < Breakpoint)is entirely welcome, ey i

e % 10 DRAGON AGE: ORIGINS: -
- DARKSPAWMN CHROMICLES

BioWare's additional combat-focused content for Dragon

Age: Origins finally gives players the chance to control the

Darkspawn. There is no shortage of entertainment when

playing the bad guy role as you hack, slash, and ultimately

. . : ey
terrorize the city of Denerim. A e
e
T4 Heature a7

1 X
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DISAPPOINTMENTS

1 STUDIO CLOSURES,

LAY OFFS, RESTRUCTURINGS

This year, the games industry feit the effects of

the economic downturm in a big way. Only a few
years ago, analysts and publishers laughed off
_the global financial erisis, declaring that video

'\ games were somehow recession proof. But studio
bloodletting began in 2008, and continued at a
furious pace in 2010 with a depressing number of
studios suffering layoffs, clesings, and publisher-
mandated restructurings. Victims included Red
Octane, Krome Studios, Visual Concepts, Neversoft,
Raven Software, Realtime Worlds, Budeat, Luxoflux,
Radical Entertainment, and Propaganda Games.

—

2 THE INFINITY WARD DEBACLE

After the record-breaking success of Call of Duty: Modern Warfare
2, everything locked rosy for Activision and developer Infinity Ward,
But behind the scenes the relationship between the two parties
was eroding, eventually develving into a public spat. Former [W
studio heads Vince Zampella and Jason West were fired, and

the pair subsequently sued Activision for withholding millions of
dollars in unpaid royalties. Activision countered by saying that
the two broke their contract by talking with rival publishers and
plotting against Activision. West and Zampella formed Respawn
Entertainment, and over 30 IW employees jumped ship to join the
New company.

3 METROID: OTHER M
Tearn Ninja's take on the Metroid formula promised an incredible
mioe of the exploration the series is known for and brutal, Ninja
Gaiden-style combat. Instead, we got a badly paced, poorly written,
story-heavy game that turmed Samus into an unlikable child. For
ruining the reputation of a beloved and iconic character, we give
Metroid: Other M a heartfelt thumbs down.

4 THE PATCH CRUTCH

Like it or not, the words “an update is available for this game™
have become an integral part of the console gaming experience.
Sometimes these patches come after a game's release, adding
features such as onling co-op, Other times, as in the case with
Fallowt: New Vegas, they address a variety of game-crippling bugs.
It's great that developers can address problems after launch, but
the first few weeks of a game's release are starting to feel more
and more like a beta for which you have paid full price.

5 MEDAL ©F HONOR TALIBAN FIASCO
EA's Medal of Honor took a lot of heat for the questionable decision
to allow players to play as the Taliban in multiplayer. At first, the
company defended their right as artists to create edgy content,
before quickly reversing course and renaming the Taliban as the
“opposing force” when faced with a ban of the game in stores

v on military bases. Embarrassing and gutless, this was one of the

year's worst moments.

6 FLOUNDERING JAPAMNESE GAME DEVELOPMENT
In-September, Capcom's head of RE&D and global production Keiji
Inafune told the New York Times that Japanese game development
was at least five years behind the West, A month later, he left

the company after a 23-year career. Japan, once known for its
best-in-cdlass game development, has lagged in recent years.
Square Enix president Yoichi Wada cites Japan's dosed society
and reluctance to adapt to changing tastes as reasons behind its
dedline. Regardless of the whys, it's clear that developers need to
step up their game.
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7 NPD AND THE ABSEMNCE OF REAL.SALES DATA

The gaming industry loves to invite comparisons between itself
and Hollywood, but it falls short in one major way: transparency.
You can go online andwith a few clicks of your mouse read how
much money a particular movie has grossed in 24 hours. With
game hardware and software, that simply isn't possible. The NFD
Group has compiled fragments of that data for years now, releasing
small portions of information in monthly bursts. In October, the
organization said it would no longer be releasing hardware

sales figures and that its top 10 releases would no longer have
accompanying sales numbers, In an industry filled with speculation
and blind guesswork, not having access to informeation doesn't
help anyone.

8 THE REALTIME CRACK UP
Crackdown was a surprise hit for developer Realtime Worlds —
perhaps too surprising. By the time Microsoft decided it wanted

a sequel to the sandbax gaime, the Scolland-based studio had
already committed to development on its MMQ shoater APB. The
sequel was handed to new developer Ruffian Games, made up of
many ex-Realtime Werld's Crackdown team members. Long story
short, Crackdown 2 was a disappointing retread and APB flopped,
effectively putting Realfime Worlds out of business.

9 THE CURIOUS CASE OF LUCASARTS

LucasArts has two film franchises just screaming to be triple-A
gaming blockbusters in Star Wars-and Indiana Jones, but the Force
is no longer strong with this publisher. The studio suffered layoffs
in September and the deparfure of veteran project lead Haden
Blackman. Later, it handed over Star Wars: The Oid Republic to EA.
Where's our Star Wars: Battefront update? Why hasn't Lucasiris
delivered the Indiana Jones game we deserve? Most importantly,
what’s going on over at LucasArts?

10 THE UBISCFT MONTREAL TALENT EXODUS

First Clint Hocking, an instrumental Splinter Cell and Far Cry 2
designer, left the studio. Then news broke that Assassin's Creed
creative director Patrice Desilets |eft Ubisoft Montreal as well, and
alarge group of the senior designers working on the blockbuster
franchise also followed suit. Ubisoft Montreal has always had a
deep roster of talent from which to pull, but with more and more
studios opening up in Montreal the competition for top talent is
fierce, and we can't help bt feel wary about Desilets' vision for
Assassin's Creed being lost in the shuffle.

Deadly Premonition
T ;

Unrated

Action
Action'RPG
Adventure
Compilation
Fighting
MMO
Platforming

(%]

[ I ]

S ]




& PICKS

We made our picks for the best games of the year, so now it's time to
see what the readers think. Users on gameinformer.com voted for the
best games in a variety of categories. Some of the winners line up
neatly with ours, but a few dark horses won the readers’ acclaim.
See how your favorites stack up with these complete results.

BEST DOWNLOADAELE

LIMBC

BEST CO-OP

READER PICK




_ READER
) BEST SHOOTER

_;:‘:-'.5 Call of Duty:
Black Ops

BEST RHYTHM/MUSIC READER

Vv " ' i = BEST SPORTS

e STAFF
< o ;ﬂ@ {HALO: REACH
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BEST RPG
STAFF

BEST Wii EXCLUSIVE

Donkey Kong
Country
Returns

55 EF

BEST XBOX 360 EXCLUSIVE

H.

& STAFF

READER
SUPER MARIO GALAXY 2
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Andy McNamara
1 God of War lll
2 Mass Effect 2
Lt 3 Red Dead Redemption e

4 Assassin’s Creed:
Brotherheod

5 Darksiders
— 6 Hale: Reach
7 Heavy Rain

E— 8 Werld of Wareraf:
Catacly sm ==
;F‘ ;?‘ N 9 Singularity - H |
= . 10 Picross 3D
|

. 3\

Y -

- ‘. ¥

AT

2
%

. Bryan Vore
1 Mass Effect 2

.. 2 Red Dead Redemption
3 Heavy Rain
4 God of War Il

" 5 Scott Pilgrim vs,
Lpi the World

6 Bayonetta
7 Fable Il
8 Alan Wake

9 Kingdom Hearts:
Birth by Sleep

/ 10 Professor I.aylo;n.and the -
] Unwound FuturesssSs

e

e

- Jeff Cork

g i
B

Andrew Reiner

1 Red Dead Redemption
2 God of War
8 Mass Effect 2

4 “Assassin's Creed:
Brotherhood

lﬁ Castlevania:
| Lords of Shadow

6 Halo: Reach

7 D&lkgy Kong i
Counlf

9 SupnrMﬂric:ét_:-luxy? |

10 MIB 10: The-Show___

/1 Red Dead Rademéﬁgn g
2 Dead Rising 2

3 Assassin’s Creed:
Brotherhood

4 Castlevania:
Lords of Shadow

5 Deadly Premonition
6 Mass Effect 2

7 Heavy Rain

8 God of War lll ~

9 Pinball FX 2

10 Fable IIF

——

Meagan Marie
m—

Matt Helgeson

1 Red Dend Redemplion

2 DJ Hero 2

3 Heavy Rain . ',
4 |Super Mario Galaxy 2

5 llomile

& Picross 3D

7 Pinball FX 2

8 Darksiders

9 LitleBigPlanet PSP

1 Mass Effect 2
2 Split/Second
3 Dead F'i.:?'.l'rg 2

4 Lara Croft and the

Guardian of Llight
5 Alan Wake

6 Need for Speed Hot
Pursuit

7 Cave Story
8 Dance Ceniral
9 Heavy Rain

10 Limbe

Matthew Kato

1 Heavy Rain 2 —
2 Red Dead Redemption N SN arvion
3 Gran'lurismo 5
4 Moss Effect 2

.5 Assassin's Creed:
Brotherhood B

6 Limbe = o e Sy
7 Blur

8 Pro EVOllI.lﬁ(;E_sO-CCeI' i =

01T T
o NHITI
10/ Finball FX 2

~ JeHf Marchiafava . —

1 Red Dgod Redermpion ¥\ '}
2 Maoss Effect 2 |

3 Battlefield: Bad [
Company 2~

4 Pinball FX 2

5 Super Meat Bay
6 ModNafion Racers
7 Just Coyse 2in

8 Heavy Rain ,{f.‘_' '
9 Dorksiders »
= i’
10 Hale: Reach " .
—re
EEpe—
-, W
T
! -



| _Adam Biessener

1 StarCraft li:
- Wings of Liberty

4 Amnesin: The Dark
Descent

5 Mass Effect 2 _

& The Settlers 7:
o Paths to a Kingdom

7 Picross 3D
8 Warhammer 40,000:

e

Dawn of War Il - Chaos |

Rising

: J¥9 M 10: The Show

10 RockBand 3' |

Tim Tori
1 Mass Effect 2 '

2 Castlevania:
Lords of Shadow

3 Red Dead Redemption
4 Super Meot Boy
5 Dead Rising 2
& Super Mario Galaxy 2
“ & 7 Heavy Rain
'W .:_: 8 Scolt Pilgrim vs.
S5 the World
'F‘- + 9 Denkey Keng
=y Country Returns
" =10 BioShock 2

T:‘._.‘-’

Vi

— = —2 World of Warcraft:
—: e = — Cateclysm— | |
)| 3 Civilization V

|

T 6 NHLTT

Mgy

: Matt Bertz
"7 1 Red Dead Redemption
2 Mass Effect 2

£ 3 Ballefield: Bad
| Company 2 \
4 Heavy Rain

5 Assassin's Creed:
Brotherhood

7 LimBo
=g NBA 2K11

.9 Mofio |

‘1o "i«&;}r‘g'ﬁa_als

_Annette Gonzalez __Dan Ryckert

1 Mass Effect 2
e 2-RediDead Redempfion
3 DJHero2

4 Denkey Kong
Couniry Returns

s Super Mario Galaxy 2
6 Dance Central
7 BioShock 2
T 8 Rock Band'3
9 Limbe
10 Angry Birds g

™

2 StarCraft Ii¥

_ 2 Donkey.Kong | |
Country Returns g Wings of Liberty
'v.3 ‘Super Mario Galaxy 2 3 Red Dead Redempfion
£ 4 Caslevania: 4 Amnesia: The Dark
= Lords of Shadow Descent
. 5 Godof Warlll w5 Deadly Premonitien
- & Mass Effect 2 6 Beat Hazard
7 Pinball FX 2 :_ 7 Assassin’s Creed:
8 Batilefield: Bod Brotherhood
Company 2 8 World of Warcraft:
9 StarCraht II; = Cataclysm
Wings of Liberty W7 9 Super Mario Galaxy 2

10 Heavy Rain
'

e
\

i
" A
Joe Juba Matt Miller Ben Reeves 4
1 Heavy Rain 1 Hetivy Rain 1 StarCraft II:
2 Mass Effect 2 2 Mass Effedt 2 Wings of Liberty <
. 3 Godof Warlll 3 Rack Bonuf.a . 2 Mass Effect 2 »
4 Bayonetta 4 Red Dead Redemption _ ) 3 ;s:;:::'m s Clroed:
5 Final Funtclsy Xl _ 5 Assassin’s Creed: E T T
“ & Assassin’s Creed: erhu?d Civilization ¥ t
=" Brotherhood & Cave Sh i 5 Civilization
7 llomilo ' 7 Limbo _-_t & Red Dead Redemption
| . iz
8 Valkyria Chronicles Il 8 StarCreaff II: \ 7 Spllialer Cell Conviction
9 Red Dead Redempﬁw Liberwer Marie Galaxy 2 —
10 Deadly Premonition | ~!°° Danger : 1 of War Il >
10 Transformers: =10 Halo: Reach
I3, Woar for Cybertren bk ' )
0 -
Phil Kollar Ben Hanson —— ..
~1 Red-Deod Redempion | |1 Mass Effect 2 V| | PR — —_—

2 Red Deod Redemption:
3 StorCraftll

4 YWV

5 Super Meat Boy

6 Battlefield: Bad
W Company 2

_7 Donkey Kong
Country Returns

8 Perfect Dark XBLA
9 Costume Quest
"llﬂ Infinity Blade

-_lﬂ Castlevania: LN
" Lords of Shadow e \.
—— e — s
" . ) featura dS'
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If you work in the ndustry
and would like to share your
OpIMon, CoNact senior
editor Matt Helgeson at
mati@gameiniormer.com
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The Big Tent:

The Changing Culture Of Gaming

For much of the 30-odd years that they've been a hobby, video games have
served as a way of connecting people, a secret handshake among those that
often didn't quite fit in with the crowd.

Now, |'m not so sure. A 2008 Pew Research
study found that 97 percent of children play
video games. Last year, NPD Group found that
&3 percent of all Americans had played a game
in the last six months. In contrast, only 53
percent had been 1o a movie in the same time
period. As the industry likes to trumpst, games

“gamer culture” still exists. As in every form of
mecia today, the asdience is increasingly frag-
mented. Does the person who plays Persona
3 have anything in commen with the guys who
frag on Modern Warfare 2 every night? Does
the Civilization aficionado have a bond with
someone who's hard at work on his Madden

have b anm L per-

haps even the dominant form of entertainment.
In many ways, this is great news, but it

makes me question the idea that a monalithic

franchise? P ly no more than the person
who went to sea Transformers i does with the
person who loves Frost/Nixon. Do you ever
meet someone and say, “Hey, you watch mov-

by Matt Helgeson
senior editor,
Game Informer

ies? Cool, so do || We have so
much in common!"'?

These divisions always exist-
ad to some extent, whathar it
was action games vs. RPGs or
console players va. PG play-
ars, but there was more of a
commen culture shared by
gamers. For one, there were
fewer outlets for games, As a
kid, | remember sitting around
with friencls and playing REB|
Baseball followed by the origi-
nal Metal Gear. It wouldn't be
UNSOMMon o S6e Someone
play Contra then pop in Dragon
Warrior. Even today, much of
what passes for video game
art, culture, and music is rooted
in the pixelated graphics and
primitive electronic tones of the
8- and 16-bit eras. lcons like
Pac-Man, Mario, and Link still
resonate strongly with gamers,
even ones that were too young
to have enjoyed them the first
tire arcund.

Part of their enduring appeal
i nostalgia — and the fact
that, in the cases of Mario and
Zelda, the series have contin-
ued to spawn excellent sequels
throughout the years. But |
can’t help but wender if part of
this phencmenon is a yearning
for the days when video games
were still something our par-
ents didn't understand, whan
we all still had the same defini-
tion of what games were and
what they represented, You sse
the same thing in music. While
rock, hip-hop, and dance have
cross-pollinated into a mil-
lion subgenres, icons like the
Beatles, Michael Jackson, and
Led Zeppelin retain their power
partially because they came
from a time when we all agreed on things.

When we're all gamers, being a gamer
dossn't really mean anything. We're not a tribe;
we're a huge market of millions of people fram
every race, cread, color, religion, and socio-
economic group of which you could think.
Increasingly, the games we play are as diverse
and different as we are. Smaller groups will
always band together based on mutual inter-
ests, but in many ways we're long past the
time when you can assume much about some-
one because they play games. Perhaps that's
progress, but part of ma can't help but feel a
little sad about it.

Thae views ane! opanions aaessed ot WS pRge & strcty Mioss of
I dwrthacr il o nBCossSaly 0 o G ik rmar o s sLarf
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E GATES ¢

om.mgg SI:AWED SHUT A

THE EMPIRE HAS EDED

il

TERRITORY TO ELVEN NATIONS IT ONCE RULED. ’I'HE BLADES THA'I‘S O

IS A VERY DIFFERENT [A
16' i
- PROUDLY DEFENDED THE EMPEROR ARE ALL BUT 'WIPED O'UT IN THE I
FAR NORTH, THE NORDS HAVE TURNED AGAINST ONE gOTHER AND =
CIVIL WAR SEEMS IM.M.INENT. THE WORLD EATER, THE GREAT DRAGON F
- vige %
W 1
ALDUIN, 1S COMING TO FULFILL HIS PROPHECY JUST AS_ E ELDER . =

e -
SCROLLS PREDICTED HE WOULD. TAMRIEL MAY NOT REALIZE IT YET,

\ A s ' e
5315 RARE ‘INDIVIDUALS ANOINTED BY THE GODS 10 STRIKED 5
ﬁ ; OINTED B _
‘ﬁﬂg ANCIENT THREAT. SADLY THA'I' STORIED
N e 2 e
JALL BUT _E‘ancr BUT THERE 1S ONE LOWLY PRISONER UNAWARE
T R

01: HIS DESTINY. THE ONE THE RESURGENT DRAGONS WILL COME TO

FEAR. THE ONE THOSE WINGED BEASTS WILL CURSE. fNTHEIR ALL BUT

FO RGOTTEN LANGUAGE. THEY WILL CALL HIM D OVAH KI

TN Vl

EMERGING FROM LEGEND
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YOU MOVE OUT INTO THE CRISP

MORNING AIR, AND LOOK OUT ACROSS

e THE WINDSWEPT MOUNTAINSIDE. %

LY
i

SCATTERED COPSES OF PINE DOT THE I

2
- SLOPE; THE FOLIAGE RUSTLES SOFTLY

" w4 % JN THE BRISK BREEZE. DISTANT PEAKS

g W
Ife__}." 5o GLIMMER AMID THE CLOUDS INTHE

B PN

PANORAMA SPREAD OUT IN FRONT OF
g YOU.IT'S BEEN A LONG TREK ACROSS
THE RANGE, BUT NOW YOU NEAR YOUR
DESTINATION. A LONE VILLAGE HIDDEN
AMONG THE MOUNTATNS WILL OFFER
REST. STRIDING DOWN THE CURVING
PATH, YOU PAUSE BY AN ICY COLD
RIVER WHERE IT RUSHES THROUGH THE
GORGE TO WATCH FISH LEAP AMONG
4 : THE ROCKS WHILE HE;-‘\D!NG UPSTREAM.
‘J-I A SHADOW FALLS ON THé PATH NEARBY,
AND YOUR HAND MOVES TO YOUR,
BLADE. THE SI,O\-’ED;L‘\.".‘ CHARGING
FIGURE DOESN'T SEEM AS I-NTE.RI:;‘STI:'U IN r ,

THE SCENERY AS ]:O_U
R -
£

& - g ’ Q;.r ;
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NAMES
To REMEMBER

Alduin

Also called the World Eater, this
massive dragon's return was foretold
by the prophetic Elder Scrolls.

His triumph will mean Tamiel's
destruction.

Dragonborn

Called “dovahkiin® in the language of
dragons, these rare indviduals are true
dragon huntess. As the game baging,
your hero may be the last one left.

Esbern

One of the few surviving Blades,
Esbearm is a sort of mentor 10 the
game's hero. He's been following the
prophecies, and knows that the world
of Tamviel is in serious trouble. He is
voiced by Max von Sydow (Minarity
Report, Shutter Istand).

eards
Thesa mysterious old men live atop a
high retreat called High Hrothgar, at
the top of a mountain called the Throat
of the World, They are highly versed
in the power of the dragons, and the
dragonborn hero will need to climis the
7,000 steps it takes to reach them and
be trained.

Skyrim

A rugged norther nation in the langer
continent of Tamriel. The king recently
died, setting off a potential civil war
between thosa who wish 1o secede
from the Empire, and those who want
toremain.

cower story 49
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WEAPONS OF CHOICE -

THE BANDITS CLOSE IN FROM MULTIPLE DIRECTIONS, A YOU DROP

INTO A C BAT STANCE. YOU DRAW A LONG STEEL BLADE INTO YOUR

RIGHT HAND, AND PULL THE WELL-WORN SHIELD FR YOUR BACK

ONLY MOMENTS BEFORE THE HIGHWAYMAN'S HATCHET GLANCES OFF
\7*

Ao

1]
ITS SURFACE INSTEAD OF YOUR ARM. YOU MANAGE A DEFT SWING THAT

5SOMS ACROSS

CATCHES YOUR OFPONENT OFF-GUARD, AND BLOOD BI

HIS MIDSECTION. UNDAUNTED, HE REARS BACK FOR A POWERFUL SIAM.‘

HOPING TO OVERPOW-E R 'II‘JI_JP.\ (il-i.-\RD. YOU TAKETHE N

P F-OR\’.-'.-\R’[_I WITH YOUR SHIELD, SEND IT\:'.G HIM STAGGERING.

L COMPANION 1S ALMOST UPON YOU. ABANDONING YOUR SHIELD, YOU
TURMN TOWARDS THE NEW OPPONENT AS A WHIRLING CURRENT OF ICE

NTO DU_R_FDE'.S PATH.

IGNITES WITHIN YOUR PALM. YOU FLING THE SPELL I
L . Rty

ethesdak
thing nes

it contriutes 10 your
the v iributes

skills are ImMpor
Ohbilivion, you w
woukd

o
(=}



THE FEEL OF COMBAT

“All the stuff we're doing, we want the game fo feel more
believable, not just on the serean, bul in your haneds,” Howard
says Combeat in Skyrim is still based on the familiar varktions of
melee throwdowns, careful ranged assaults, and a huge variety
of spells, but much of the moment-to-moment action feels mare
involving and brutal.

Melee is built strongly around a give and take of offense and
defense, whera staggering the enemy and walching for openings
is key to victory, “We wanted the pace of melee combat to be dif-
ferent,” Howard says. “There has to be an enengy and a joy to it
And we're also inferested in how the weapons feel i your hand.”
There are also newly added finishing moves thal are unigue 1o
both the weapon you're using and the target you're hitting, add-
ing a satishying flavor to the and of & hard fight.

Ranged combat is once again domimated by the bow and
arrow. In general, bows take longer to draw back than before, but
they are much more powerful, allowing stealthy players to take
dowm targets with one hit from a great distance.

The magic system has dozens of spells, ideal for players who
like a lot of vaniation to their comixat encounters. “There are five
schools of magic,” Howard says. “There were six in Oblivion. We
got rid of mysticism, and moved some of that stul! around. The
magical school of mysticism. lsn't thal redundant?™

Mo matter your style of combat, battles feel more mobibe, but
with fewer cheap tricks o cheat the system. For instance, the
old backpedaling approach just won't cut it, “We've really slowed
dhown how fast you move backwards," Howard says. “So a guy
who is charging you, you can't just back up from him. In Oblivion,
you ran backwards at the same speed you ran forwards. The big-
gest reason we changed that was a visual one; in third-person, it
just looked ridiculous.”

-
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RECENTLY. YOUR HOPES FOR SOME RELAXATION “

- LONG JOURNEY. LOOKS

ST, OOD COMES INTO VIEW.

% i
b Y ’\ﬂ 4
THE SMALL ‘ COMMUNITY LOOKS TO
OFFER A WELL- JéSE'RVED RESPITE AFTER THE
15 - ]

[ =

BE DECEIVING. AS

oy Ty
YOU MAKE YOUR WAY ALONGTHE VILLAGE'S

4 3 =
CENTRAL AVENUE, THE TO WNS?EOPLE ARE. <

ABUZZ WITH THE WORST SORT OFNEWS.

e

__ ADRAGON HAS PASSED THIS WAY ONLYj:.

WILL HAVE TO WAIT. REALIZING YOU'D BETTER

STOCK UP, YOU HEAD TNTO THE BIGGEST STORE

INTOWN AND HAPPEN UPON THE SHOFPKEEPER

AND HIS SISTER IN_MA' BITTER A.RGI.L\dEN]'. IT SEEMS

o

£ THE SHOP HAS BEEN EOHBEE; OF A MYSTERIOUS
B .
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BRING IT BACK MIGHT FIND ANY NUMBER OF
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THE RADIANT STORY

The Elder Scrolls W has a remarkable new approach o storytell-

ing ina rode-playing game. In Oblivion, Bethesda's Radiant

Al technology empowerad NPCs 1o enact their own daily
schedules and needs. Radiant story applies the same principle
o the much wider experience of moment-to-moment character
interactions with the: world,

Put simply, the Radiant story system is about reacting to
player actions in everything from the tinkest detail to the broad-
ast plot point. “We're still telling very specific storylines in our
main quest and our factions, and all that stuff is done by hand,”
Howard reatfioms. “But Radiant story allows us to have quasis
that are flavored dynamically for who you are and where you
are” The game itsell watches everything you do. What skills
have you improved? What places have you visited? Who have
you killed? What weapons do you own? Which figures in the
wiorld are your friends, and who are your enemies?

The answers to these questions create the backbone of your
story, If you murder the shopkeeper in Riverwood that might
give you a quest, his sister will automatically inherit the shop,
and might even offer you the same quest. However, knowing
that you killed her brother, she might do so only in anger
and frustration,

Dut on the street, your magically empawered hero may be
approached by another magic-user who wishes to duel. If you
hiad only improved your weapon skills, that character might

NEVET appear.

Wandering through town, you could enter your inventory and
decide to drop a heavy two-handed weapon rather than sell
it at a nearby shop. In some mstances, the weapon might lie
forgatten in the mud. At another time, a young boy might grab
it up and rush after you, asking if you had dropped it and might
like it back. In a third instance, two burly men might reach the

3\

-

weapon at the same time, and begin to fight over who will take
it home.

The game eventually logs a huge storehouse of knowledge
about how you've played, and subsequently tallors content
to your capabilities and experiences. Enlering a city, a young
woman might approach you and beg you to save her daughter
from kidnappers. The game will ook at the nearby dungeons
you've explored, automatically set the mission in a place you've
never visited, and designate opponents that are appropriately
malched to your strengths and weaknesses.

“To the players, they'll get a quest that we feel is appropriate
for wiho they are and what they're doing at the time,” Howard
says. In essence, your version of Skyrim will be built to your
specific playing style.

For more exdhaustive details on Radiant story and all the
technical features of Skyrim, visit gameinformer.com/skyrim.
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SIGNS OF WARMTH AND LIFE FADE INTO THE™
" F L

-4+ - RIVERWOOD IN PURSUIT OF THE MISSING
A B == 48
- ARTIFACT - A GOLDEN CLAW OF ELDRITCH = »

" ORIGIN. YOU PAUSE OUTSIDE OF TOWN TO
REAI.IIiI:L-\NGE YOUR EQUIPMENT. YOU TAKE TO
TIME CHECK YOURMAP, AND CONSIDERTHE .
QUICKEST ROUTE UP THE MOUNTAIN. SATISFIED
WITH YOUR PREPARATIONS, YOU HEAD INTO
THE WILDERNESS. AS THE PATH WINDS INTO THE
MOUNTAINS, HEAVY FOOTSTEPS ECHO OFF THE
ROCKS, AND YOU STARE UP IN ALARM AT THE

LUMBERING MASS OF FLESH AS 1T APPROACHES,

A M(;UNTAF]G GIANT STANDS TALL AND LANKY,
TO\.\"ERINC!- Ai!-‘;)\-"E YOU ASIT S..MKE'S ITS WAY
FORWARD. PREFERR!NG DISCRETION OVER VALOR,
YOU STEP INTO THE SHADOW OF A NEARBY
BOULDER AND WAIT FOR THE HULK TO PASS. YOU
BREATHE A SIGH OF RELIEF AS THE FOOTSTEPS
FADE. UNFORTUNATELY, THE FROST TROLL.
THAT WAS DOGGING THE GIANT' S TRAIL ISN'T 50
WILLING TO OVERLOOK YOUR PRESENCE, AND
YOU'RE SUDDENLY IN A FIGHT FOR YOUR LIFE.
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5 DISTANCE AS YOU HIKEUP AND AWAY FROM 55
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Enemses now each have unique behavioral

' patterns Not every monster you neet i the:
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ALGHENY 3D IS0 28 R m}:luﬁﬁm'::‘ mrn nnr.zl ECHANTING 2T SN}

3 “When you level up, you
[' spells like Fireball, IteSp]ke and llgiﬂnmg Bolt. . | PrhEmee e
3 . with Fillout 3 Howard says.
‘ s & p p i W actually did them in
Oblivion, if's just the
6K 180/180 iy HoATH 240/240 (—5 S 100/100 Cm— cmacaly 3
Yyou Taise those skills. And
e fe] 1S really fun 19 pck
thiem, I lots me dofine my
character more.”
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= THE DRAGOMN ROARS, AND DIVES TN TO ATTACK. FLAME POUR.S

' ]
. FROM ITS GAPING MAW. IT CRIES OUT A WORD OF POWER 1N} 4

"IN YOUR SEARCH FOR THE MISSING GOLDEN CLAW,

ASCENDED TO A TUMBLING RUIN OF NORD BUILD [N%&-FORAE
TIME THE SCALED MYTHICAL BEAST SEEVIED TO BLEND, STATUE-
LIKE, INTO THE STONE, BEFORE SPREADING ITS WINGS AND
CAI.[..ING OUT ITS ANGER. NOW, YOU'RE CORNERED AGAINST THE
WA[ .L WITH THE DRAGON READY TO DIVE BOMB. YOU SCRAMBLE
& - -
*‘.‘. BACK DEEPER INT(?) THE RUINS, AND BEYOND A Fﬁ.l LENPIL I:\:l
= 44/ YOU SPY YOUR BEST :—zopé‘ FOR ESCAPE. A TINY PASSAGE OPENS
© INTOTHE HILLSIDE, Eg:;_-:sq"ENpmG INTO THE DUNGEON BELOW.
EVEN AS THE DRAGON I.Afm’s AND REARS BACK TO sm_mf: You'
DIVE FOR THE OPENING aNb HURRY INTO THE DARKNESS BELOW."

W\ X
W
OUTSIDE, THE WYRM BELID“% IN FURY AS I1TS PREY SLIPS AWA‘(

| o Y

- Y
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PERHAPS YOU WOULD HAVE BEEM II-E'ITER OFF FACING THE DRAGOMN. DEEP
» - “_ e

BENEATH THE NORD RUTNS. ‘IE!U'\-’E FOUND CATACOMBS THAT STRETCH
ke,

INTO THE FRIGID DARKNESS, FILLED WITH UNSPEAKABLE DANGERS. IN

ONE ROOM COATED IN WEBBING, A BOULDER-SIZED SPIDER LOWERS
i

ITSELF INTO THE CHAMBER. CHITTERING AND CLACKING ITS MANDIBLES.
ELSEWHERE, AN ARMY OF DRAUGR UNDEAD, FALLEN NORD WARRIORS

OF A FORGOTTEN TIME, CHOKE THE CORRIDORS AHEAD. THE DARK ELF_

THAT STOLE THE GOLDEN CLAW ARTIFACT FLEES INTO THE DEPTHS, A_m 3
. — e

CHASE THAT RESULTS IN HIS DEATH. NOW YOU'RE FACED WITH A CHOICE:

e

YOU'VE RECOVERED THE REL TC AND_ ‘I'OU'I I HAVE.& HAPPY ‘ii—fOIII’KEEPLEFC

WAITING FOR YOU BACK IN RI\"ER\':OOD BUT THE DARK ELF SPOKEOFA e 4

s T m&:-
SECRET BURIED DEEPER WITHIN THE D UNCEON A MYSTERY TIED TO THE

-

STOLEN CLAW. THE LURE IS IRRESISTIBLE. YOU PUSH AHEAD.

™

DEEP BELOW, THE MYSfERY REVEA }‘S-IT‘S ELF. A FORGOTTEN HALL OF
STORIES LEFT BEHIND BY THE ANC.JENT NOPIZDS SERVES AS A hﬂAUS;(j[EI:‘;‘;d
FORTHEIR HONORED DEAD. THE GOLDEN CLAW UNLOCKS THE INNER =
SANCTUM. WITHIN, A SHIMMERING RUNIC WALL SITS, UNTOUCHED EDR
CENTURIES. THE HIEROGLYPHS SEEM FA;\:{I LIAR A \’:’ORD LEAPS OUT
FROM THE DRACONIC TEXT. YOU ARE DR.-’\(DN!SOR_;\L YOU WERE BORN TO
UNDERSTAND Ti:lhESE RUNES. THE WORD S1 P_\I'I_(ﬂS ]I!’I"Q_‘I'OURMEMORY. AS TF’_

IT HAD ALWAYS BEEN THERE,

TURNING TO LEAVE, A SARCOPHAGUS BURSTS OPEN, AND A SHIMMERING

SPECTER EMERGES, RNGEREI; BY YOUR DISRUPTION OF 1TS ETERMNAL SLEEP.
IT'S A FOE BEYOND ANY YOU'VE FACED TN THIS DARK CRYPT. THE WORD
OF POWER SPRINGS INTO YOURM]ND_ “FUS,” ‘I’OUR \.’DICE REVERBERATES
LOUDLY, “RO,” YOUR VOICE BLFII DS IN ]NTEI::IS]'IY ‘DAH!" THE UND EAD

o g ey
-~ ¥
I’RJEST GOES [éURTI ING Br\Ck\\ARD,(_}S AWALL OF SURG'INf FORCE

o

WASHES OVEI{IT. AND THE VAULT ECHOES WITH TOUR. SHOUT.
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& DRAGON LANGUAGE
¥ 1 Bethesda created a full draconic language for use in Skyrim. Complete with a 30 character written alphabet, a full gram-
- mar and syntax guide, and an extensive vocabulary of words, the draconic language and its words of power serves as

. — — . the backbone to the dragon shaout system. To leam details about Bethesda's fascinating endeavor to tackle this project
: 5‘ cn _ and o translate the draconic text on the back of this magazine, visit gameinformer.com/skyrim.
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B
A

— YOU URR‘;‘]'[—IROUGH THE DIM PASSAGE TOWARD THE G'I.L\.-‘EMEROF LIGHT
oF - wnd { '\ I
e E END; AND EMERGE INTO THE COOL SUNLIGHT NEAR THE MOUNTAIN'S

PEAK. THEREF S TIME TO CATCH YOUR. BREATH. YOUR PURSUER. HAS NOT
i £ # GIVEN UP,THE DRAGON HAS BEEN CIRCLING, AND NOW HE RENEWS HIS Y
4 o 5
 ASSAULT. A FURIOUS MELEE ENSUES. HIS CLAWS TEARAT YOU. HIS FIERY, #

J
. YOU SHOUT A WORD OF POWER, AND THE DRAGON SEE\-'[S TO 4

2 QI.%WMOMENTARII Y AS TIME SHIFTS AROUND YOU. YOU DIVET'O THE SIDE

o
:.:,.p AND STAB YOUR BLADE UP INTO THE CREATURE'S NECK. IT FLAILS WILDLY, ;‘ 4
: R AND FINALLY COLLAPSES. INSTANi'L‘!. ITS BODY BEGINS TO COMBUST, ;
“’»' BURNING ITSELF OUT FROM THE INSIDE. YOUR BLOOD QUICKENS, AND A 7
GLOW OF POWER SUFFUSES YOU, ANOTHER SOUL BRINGS YOU ONE STEP
& CLOSERTO ALDUIN.






Aftar re{elésar‘.g Uncharted 2yAmang
Thieves torave reviews and over
3.8 million units solkd worldwide,
the Naughty Dogteam took a A
much-needed extended vacation, &5
When they returned they'sought a
new technical challenge that wolld
test them as much as the snowtin
Uncharted 2 and the jungle in the first
game, if not more. The multitude et
properties present in desert safids
(blowing, pouring, displacement
uncler foot) fit the bill perfectly and
offered an intriguing backdrop for
chasir g historical 'Th_,'steﬁes
This time around, MNathan Drake
retumns to his primary ohsession:
unraveling the enigma of sup-
posed ancestor Sir Francis Drake.
According to the evente of thgfirst
game, this 16th century privateag
apparently clied on an island in the:
Pacific Ocean protecting the CL!I'Bed
statue of El Dorado, but it turfie
that this was only one of his many e
adventures. Somehow MNate d1so9?~
ers Francis' ties to a lost treasure ™"
hoard while following the trail of 20tR#
century explorer T.E. Lawrence,
better known as Lawrence of Arabia.
Before the British Amy officer
earned his reputation foFhis rolein
the Arab Revolt during World War
I, Lawrance was an archasologist
who ventured throughotit Europe™S
and the Middle East fascinated with
the Crusades and Arabian cultural
He told friends before his tragic e&irty
death in a motorcycle crash thathe
would love to mount an expedition OE
find what he called thetlantis of the S
Sands, a legendanyilost city of URtSICINEE
wealth that GodWiped out becausa +
of its people’s wicked ways, ]
Known by many.names throlighoUt™ &
history — Ubar, Wabar, Iram of the e :
Fillars - this plage is said to be huned
in the Ruly’ al-khali desert in'the 8
Arabian Peninsula. Also gelled the
EmptyiQuarter, this 250,000 square
mile wasteland is one ef the last
unexpigred places on Earth. And it
exactly where Nathan Drake mr?(

dco«{z-ed,crash lap mg'. 7 -'
A A
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MORTAL KOMBAI

Fans of the Mortal Kombat sexies are a ploodthirsty crowd. After playing through the notorious geries’ first seven
entries, gamers were trained 10 expect pothing but the most grisly. creative, and oftentimes hilarious deaths
you could imagine- That's why SO many questions went through ouY minds as soon as the first teaser image for
Mortal Kombat V. pC Universe appeared online in 2008 We looked at gub-Zero and Batman facing off, and
first imagined how insane it would be to 58€ the Lin Kuei ninja rip the caped Crusader’s head off. But wait...
there's no way DG would allow that, right? Our concerns about & r-rated Mortal Kombat game were realized in
the presemalion of its frademark fatalities. Most were tame. while others panned away before the final blow was
delivered. As We were shaking our heads at these castrated finishers, series co-creator Ed Boon already had a
plan in mind to bring the series back 10 jts roots in & big way-

Even during the pmductiﬂn of MK vs. DG, Roon and his team knew their next step- “Yhile we wWere making
it, we knew We were gonna go back to an pM-rated game. Ve were gonna go back to the 2D fighting plane and
revisit the older story. That whole plan was already in place.” Directly after the series’ largest departure and
tamest entry comes what will andoubtedly be the most yiolent in its long history-
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Mortal Kombat has aiways peen
put stringing specials

than its intricate combos,

always been a pamary strategy. S
freeze/uppercut/side sequance, an
fan liftick/fan throw combo
different direction
emonzation. Boon
difficult for the attacker
cortoh of their character.
-five system and harks back to the
wygulre making your own
em in as much,” Boon says.

opponents With her

In Martal Kombat 3, tha zeries wentin a
with rapid-fire combos that required intense
this methad made things:

recognizes that

and made the apfender compietely 1058

The new title drops the rapid
e first two games.

combo system from th

combos. We aren’t programming th
Performing well duning & mat

that can be utilized in several wWays.
the meter 10 perfomm & tweaker

e a section of

ub-Zero always

ch gradualy fills

the from Mortal Kompat: Deception. Im|
can spend individual segments of the meter on

antire meter fill up, however, you gain a
an %-Ray move. Di

tating attack. avaiiable —

in the trailers released thus far,
the camera inside yoeur opponent’
vertebrag shattening, and bones b
moments are shocking &

and they're sure to bea

wan for veterans of th
popular addition.

Defensive-minded

nown mave for its special MOVes

ef has
had the go-i2

d Kitana dispatched many

upa special meter
players can
move, similar to
patient attackers
supe'-pmwred

oves. It you're patient enough 1@ lgt your
coess to the most devas-
splayed prominenty
these Tao Feng style moves zoom
's body to show skuils cracking.
raaking. These wince-inducing

@ ultra-violent Senes,

The Devil Is In The Details

While we don't e:ﬂp(tclﬁ'i.eﬂd‘!hiﬂs or babalities 10 appéar
in the game, it wouldn't he @ Mortal Kombat title without
a treasure trove of hidden goodies. The original eniry in
fhe series featured a sagret fight with Repile, a character
that waen't selectable of even referred to at any point iD
Boon added more and more of these 10
\When Mortal Kombat Deadly Alliance
nod a Krypt with 676 unlockables,
and alternale COSTMES. The

tive standard game.
pach subseguent ttle.
released in 2002, it contal
including characters, arenas,
obably won't faature a5 many secrets

pew Mortal Komiat pri
a8 Deadly Alliance 6id,
calls a “gigantic Krypt-
NEW CUMBNCY gystem.

but it is bringing hack what Boon
ke environment” complets with a

feature &9



Refuming Veterans

Besides the Kratos Cameg, every
character fevealed thys far has
been from the gast of the first three
games. Here's the ligy of every
confirmed (konfirmed?) character ag
Of this writing:

Sub-Zerg
Scorpion
Raiden
Johnny Cage
Kung Lao
Sonya Blade
Jax Briggs
Reptile
Kitana
Mileena

iconic “Finish Hime
[aw droppac at the new Jay fatality, it's 2asy to load up
i requirad input to Gat stralght 1o

S IS O putting fatalities front ang Centar,

Boon says tha team Made a consclous effort to be more
SeN0US With this installment, ang the onily -alities you| be
sesing are fatalitles ang stage fatalities,

Showing off Your favorite fatalitins 1o friends was 5 fun,
if frustrating experience. Because of the precise position.




Every charactgr revealed thus far hag been a

retuming face, with

i
08 recently ravaalad axception. The God of War hisnself will ba
L layStation 3 Version, and we coulgn' Imagine a

Playabie in the P

Boon didn't elaborate of what thig ;t&gafamuty entalls, but it

maginations picu.rlrlg titans
Colossus Crushing

ripping kombatants lirmiby

Obviously, only P53 ownars 9t 10 wield the Blagas of Chaos.
Though an Xbhox 360-axciusive character isn't oyt of the question,
Boon says that NGNS are in the works ag of this writing,

“With downleadable Content, who knows What's gonna ba down
the ling in tams of which characters or how many characters we
do," he says, “Thats Something that welre Irying to be Very aggrag-
sive on with this game, donmbadlng Rew characters. That maans

unlikehy cfopponemg.

After eight entries of MIXiNg up numeroys Aspects of tha lagend.
ary fighting seriag, Boonis mauymmmmﬂama&ermm that
made the franchise a , on the excitement the
gamhasﬁlmndupmm&semthtﬂufmsmnmwn
willing to take that step back with him. &
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Unexpected Visitation

Murphy has done questionable things. His tainted
past landed him in prison, and uttimately on an
nmate transport bus h eading God knows whare.
His troutded history hangs over his head, like the
thick fog hovering abave the torestzipping by the
bus window. ley tendrils of anxiety ensnare his chest

road and straight into the fc;robudir-g woads,
Murphy cames to beside 1

he mangied remaing of the
bus. He calls out but is answered with sllence, Deciding

1o ook for help, Murphy enters the migty farest, Tree
canopies and dense fog blat out the sun, but Murphy

Pecking the corpse of 5 dead

@es, which opens 1o reveal the
shore of a vast lake, home to a lone boat,
Paper catches Murphy's eye. A freak sto
Paper clipping cais it, A town has recesy
rough weather. Presumably,

Mty been hit by
heading towards for help

it's the town Murphy is

“If you look at the whole serigs, and the way that wa

- - .

Bl N

i i Il as an
chose to look at th_e series - Sll%:; e
e QQMUSUQIZ?é; gr?cﬁsrhfaor Silent Hill:
g"a"nf.f’f:?zsm il e town s the str of the
sr?;uw_ In the way that Jigsaw is In vaL.m dehim.
iting force and evenls transpire aro ST
That gwhat Silent Hill is like. So we see Silen e
— consistent character across !he. whc:Ie ek .
t:.:i?:gw aboul who you plug into it. ‘rgl-:l;;;‘n.?pemn
E ' :
:eremnt ?;x:1e:::;§f$;§ I:gd:?f:rem mtahdt:fe |{;nul_li or
i " i round wi ,
e thz:; !‘:: :u:::filnrﬁu?l ?gr gllenl Hill's e\..u:s.
wmulﬂl-g is known about this man ommde“cl::hhllia :
mg;:!e with the law, and Gomez is r\.a|:>:!r;\.}.'0uITe byl
lack of connection to previaus gaddn‘fiss.couer bt
gaing to dig up Murphy's past an el
C 1, great grandson n'f_'lhe grandmas el
o g’e:‘i Silent Hill's enlgmatic cult] or somet
i QT?.hL promises. “You'll find surr_le nice .*mlle
tlilfirl\:‘:ér the fans, but Murphy's story:r Tam 5
story. It has nothing to do with Alessa,
O;ﬁ:'lmong his trek across the forest,

a startling complication rea
female police officer tel

to Murphy, Choosing life over firepower, she late the

gun fall. Her demand for Compliance tumn into a pleas

for help. Murphy lowers his hands, suddenly forced ]
choose between an easy escape and saving Anne's lifi,

Players' actions have afected the finales of every Silent

Hill game since the first title_ However, the criteria werg
usually cryotic, ranging from enemias killed to whether
arnet you examined a specific item. These hiddan
prerequisites are still in

Place, but players alsg make
mare obvious, ame-defining decisi

ons. Choices,
down to what outfit he's wearing, will affect mare than
the game's conclusion, Vatra says characters will treat
Murphy differentiy depending on Your selections. In
some cases characters' fates are set, byt his actions
still camy repercussions,

Choosing to help Anne, Murphy rushes toward
her with his hand outstretched. t's too late, She
Screams as she loses her grip on the slick stone. e
Murphy curses to himseif as he watches her disap- -
Pear into the fog. At least he fried. He'll have to
find heip elsewhers,

Eventually, Murphy's pa

cable car system that st
nearby canyon. A boa

p——r 7 T |

th leads him 1o a huge
retches far across the
rded-up souvenir shap




“Heading 1o PRson, are ya hy
s in his way. Inside the tuilding he Spots J . 004 becomes tense,
e nsao.".re-"ismg free cable car tickets to the ‘ = Just lagl
swi?er of an arcade game. He pilfers some >

Phy?” he asks, The

"9 for away out of town, ig al» Murphy
" P 3 b 3ays, remindad of hig fncnminat:'ng; ouifit,
r & register and heads for another doar. —— - g “That sp7 Afraid an the roads ane ouf — every last one
COmns near a regist i itches from a - of tham, S:mnges! thing, .~ Howarg replies,
e ) mera switchas from g
On wafc:‘; t’;ic:;u- ider perspective to s “What the,
third-person, over-the-s| ey R ado
Efackng b hy and the shop. A shadowy
a shot facing Murp|

5 it Murphy's attention diverts to 3 gis.
imself in quist lurbmg Sight in the SOUvenir shop bahing
bout it," he mutters to him: the mysterin,s shape from beforg - 5
out
no doubt al

figure fioats by a boarded window,

Howarg, ji's
“We wanted to go back to the classic shde of

small, brown,
i ithered, fa 15 iy : B8 5 Hy {F i
the playes preciation in't she?” says a voice S ﬁ:"n:nl‘;:dru‘i:}‘ﬁ et Mo
5 i mera as well as the player- EpEaeasLes 1d beast, ain™t  maliman appear: o OITE, .
Silent Hifl, with fixed car ; in Shatek “Wicked ol n aging maliman tha “Somathing wrong SOn?" Howard ealmg asks,
. oducer Devin Shatsky. ; rphy. An 29 thing wi g ‘ P ESAIL y
contralled C"'";'erf;h;awrgi[ YU can do as a from l)ch.nd‘ hj:qic \'m partial to S?Te “Did you see jt, U there in the winggy7 Murphy
Blbiscstogatl i gsrnoments. Whan [the player] from thefm’r' Bt to each his own. purphy replies. 83KS a8 he furng 1 Howard in by erment. Looking
designer to set up smre“ ‘s Hard to set up certain less ‘"."t'] -} want any trouble, nd |"|I keep right back at the window, the thing hag disappearag,
ntrol the camara, “Look, | don't wa 5 wn, and Vil Rech T Wt i | i
g, Tt o syt sy s Mehaom. ek S — ”ﬂ':.fp'ﬁé’f-?‘;?:-feﬁi| cosperare o cous
ki ary moment. We like § b S uble? I"m jue " ey o it o S oU COUl
camera you can oxp?c’r asc f? N in the game so that you on going id anything about tm.‘ aman In a too- use the old sky tram. Of coursg, it hasn't redlly been
duce the fixed camera qu'!ic e! I ' “Now who S?I‘ ful, son,” says the maima Kept up singe the accident,” Howang Says, gesturing
W ecl elplul, 50M, a ol
never really know \;‘:jﬂf ‘Tozkgr Murphy happens across a trying to b?;]:_fc-ﬁ Howard, by thl-!:‘am aives his lowards the gy Neglected cablp car fig with a sign
e of t:e SR Ehitl's seer; better days, “Flathead V8, sk I0;.1:-} l(:"‘s his own name. Ho - that reads “Dgyy S Pit Agria) Tram,”
vintage pickup tu L Murphy ot & OVEr, 9 & I
~overalls 8 one
inmate covers

I think i lake my chanceg ~ Murphy repli

Bs,
vell, this
ing to delivar itself, Goog luck, Murph',r.
00 you fing Whatever it ig Your're looking for~

M.-nphy finishes ay amining the huge oulley
System, uming back 1o Howard 1o ask tha name
of the place they're in, B he's gona, disappesray
into the mis.
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Spontaneous Hydrophobia

Fusther along i

n his quest, Murphy finds himself 1
a decrepit diner. The place 1s pattered and looks
ready to collapse. His search for cluss prings him
to the kitchen, whera ha smelis the sarthy scent
of sulfur.

|5 that gas?” Murphy asks nimself as he _Iocatas
tha safety vaive. He gives tne whesia crank and
steps back, expecting the gentle hiss of natural
gas to ceass. Inetead, flames erupt over the huge
flattop grifls, tiggennd amargency’ sphnklers.
gireams of water douse tha imposing

flames. But
something is wrongd. Feality goes rogue and the
cailing and walls of the diner tear away, fiying
miles above into oivion. Stretches of rusted
grating, pipeworks, and catwalks splotched
with black ragiace the intarior, Massive fan
plades rotale with & deafening, rrythrmic num
Rain pours down, raiging the water jevel 1o
Murphy's waist. He franticaily wac_les through
the worsening fiash flood, searching for
another chut-off valve. Finding it, he cranks
it and the {orment ceases. A grated stairway
is revealed. Murphy runs towrard it, past walls
that stand with the odd angles of an MG
her plece.
Eﬁ‘?’ung:ga {rom bad 1o worse at the top of the
atairs. A black foq saeps through the walhs_ -a
fioating mass of malica that pursues Mu@y
down seemingfy endiess nalfways. Ejectrichy
crackles within tha amorphous giaiker. Murphy
wanks down ghotves and arrything not nailed down
to siow the pursuer. Water fioats on the celhng
overhead ke an upside-down Mver What is hap-
paning hers

7
*Thamatically, peychologically, slory-wise, obvi-
oushy water i playing a 1d part in i,
\atra wants to break e predictabie
ﬂightmar-sh parakiel world plasemcd

" says Gomez.
mold of the
in earliar Sitent

_ zho
»

Hiil games. "Ours jgn"
i sM't nearly as
! uniform
r-:ﬁ- moresr‘.anmcenl games were,” he says, '\ﬁtio;T h
m&.‘ h ered Memories there was always a iy
01?:9 .rge the etherworld happened.” e
r Silent Hills made th :
i r & Night i
fo::rracmn_g. _ln Silent Hin: I:Iov'.}?n|':NI';.:-::.e ol b
ﬁi ;:i te-ln:mng. standalone levelg r:;!
of familiar term
Back in gl

they will play
Suddenty,

her than el
the
Murgha}r?:\.‘etz:a warld literally tums on its sice,
The By o anqa:or:ff the ground and he's sliding.
wg_rds seigmd il pmé_ Murshihtute, sending him down-
objects he was using as baricades,
 His plummet ends abruptly,
in front of a rocking chair ancli
creature nowhere in sight, M

ilts his body to dodge the
fines. Sections of a house

landing him on a pl

ush red carpet
I-‘Igrarrmph::ns. With the black :g;
ohy explores hig otherwerdly con-

: are raised by huge rusty chains, and
He's greeted with

Ise and lower the roo;
a stairwell, Li ms to create a path.
He sprints up the Lights flicker and sway overhead.

flight of stairs, but It extends lrfmteiyw:h each
A

W Sten. a7 too long he turns arour eal :

new step. After too | he tumns around, def ted. A new door

S walts at the bottom. Opening it, he finds himself back

== in the diner, with no signs of fire or waler,

> Puzzles have atways played a large part in Silent
Hill games, and the developers want to play that up

in Silent Hill: Downpour,

they will be offering easy.
medium, and hard difficulty levels for the various

head-scratchers. “They did it in the earty Sitent Hilts
as well, and | think it kind of got lost along the way,”
says Shatsky.

uj think the fans were very disap-
pointed in that, sowe wanted to bring

g that back."
Disturbing Denizens

A door in the diner leads to an attached residence.
Inside he finds crimson carpet and furnishings
matching the segmented rooms from the night-
mare world, He comes across another note, which
details a reclusive woman who won't leave tver
bedroom. He adds the serap to his journal, next to the
newspaper clipping.
in Silent Hil: Downpour, notes, hints, Meps, and
other useful information are stored in Murphy's joumial.
Ul find things on the map like little old school nota-
tians from Murphy as he notices things,” says Gomesz.
“Sg even If you know where you're going i's good to
check things back on the map and see what you've
seen.” Maps and other intel are key not anly for pro-
gressing the story, but also discovering and complet-
ing sidequests.
“you can get clus which relate to the main story
prograss, but at certain points it can be hard to decl-
pher If it's relal

ted to the sidequest or main story,”
says lead designer Marek Berka.

“It will be up to you
o choose which clues are worth following.”




Eventualty, Murphy discovers the bedroom mentioned
in the note. Within, he finds a dog lying on a bed ina
poal of blood, its insides turned out. A coffee maker
site on a windowsill, Turning it on causes steam o pour
against the window, and finger-scrawled numbers
appear on the glass.

Back on the main floor, Murphy hears the abrasive
buzz of static. Following the noiss into the basement,
he discovers the sourca is a lone TV, He cuts the harsh
fuzz and moves on to another room. Murphy enters
to find a fellow inmate savagely beating an im mobile
worman, Alarmed, Murphy pulls the rabid, cursing
attacker off the victim, When the raging convict tumns
1o tell Murphy he doesn't understand what’s happen-
ing, the distorted female shell rises behind the man
and slits his throat with razor-sharp claws.

Murphy flees through the musty basemnent, leaving
the psychotic creature behind. He spots a lift on the
opposite end. Somewhere, the beast bellows. The
scream forces Murphy to cover his ears, giving it just

enough time to catch up. He barely manages o shut
the abermination out of the elevator, affording him an
unfortunate glance at the creature’s siit maouth and
filth-matted hair.
He surfaces in a village of dilapidated shacks.
Ingide one, he finds some fresh clothes to hide
his prison garb. Outside, something moves in the
trees behind the bulldings. Claws and screams 1ip
through the air. Anocther cne of the creatures rends
his flesh, leaving a pool of blood on the back of his
new shirt, He scrambles for a chair sitting outside

a nearby house and smashes it across his foe's

face. Legs fly off the furniture in a shower of splin-

ters. Murphy chucks the remains as he frantically
searches for & new weapon,

The combat in Silent Hill: Downpour looks very
similar to the way battles played out in the clas-
sic games. Murphy is no warrior, and his swings
are inaccurate. Unlike previous games, Murphy
doesn't have a weapon Inventary. He'll find
random objects like crowbars, fire extinguishers,
and axes in the environment and carry thefm one

at a time. Weapons also have limited durabil-
ity, 50 don't expect to rely on a rusty pipe from
beginning to end like in previous games. “It's
about disempowerment,”
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TEOMEWARD BOUND
The majority of the demo we were shown
takes place on the outskirts of Silent Hill, but the
town is still the focal point of the game. Vatra gave
us a sneak peek at the infamous ;wws, and this
iteration of the creepy community is larger, more
detailed, and features more variety than any other.
\tis 50 big, in fack, that the developers must insert
huga markers for themselves so they don't get lost
while making the gama. Gonversely, players can
gain access o Silent Hill's subway system b
make transportation to the game’s plathora of
focations easier. With one exceplion; Vatra 5ays
there aren't any reused settings from past
games (e.0. hospital, school). if you decide to
diligently explore all these locations and other
sidequests that Silent Hill: Downpour has to
offer, you'll ba in for an adventure clocking in
at over 10 hours.
“If you look at the previous games, We took
the southeast comer of the map that was
never explored,” says producer Devin Shatsky.
“Tha lore behind Silent Hill is that it's a living,
breathing resort town that has a normal, day-to-
day life. It's not this town that should have been
guarantined by the govemment 20 years ago, o

whatever. It's actually a parallel-type unhverse,
o what Murphy is seeing in Silent Hill may not
necessarily be the actual town itself.”

the wmstile and rushes into the open

ticket o
g of washes over him as the

door of the cable car. Refi

to nothing.
scyearns (868 B mgﬁ Murphy descends nlo the

i 1 ive rock
Devil's Pit gorge tourist atraction, The massive
formations and tremendous waterfalls ha.okhl by the
amber dusk would be peautiiul if it weren’t for that sink-
ing feseling in fis gut. His world Is coming more and more

undone as he nears Sient Hill. &

For & seregnghat
o ever o gaﬂeinfmr.w'mﬂﬁ

gatiery and feahire about VelrEs Czech Repibiic inspiralfons, head

Valra promises that you can say goediye
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Fight Night Champion

Float like Rocky, sting like Ali in the new story mode

n 2003, ESPN debuted Playmakers. a gridiron
S0ap apera about a fistiticus professional
foctball tearn that dealt with many of the dirty
off-the-field msues commonly seen in the world
of sports. Critics and viewers alike gravitated
e the show, making it the third-mest popular
program on ESPN. Not everyone was happy
with the success. The NFL disliked the show
due ta its portrayal of professional players as
drug addicts, wife beaters, and closeted homo-
saxuals. With the renewal of the Sunday Mght

D.L. McQue

The Don King

Football contract on the horizon, ESPN caved
o pressure from the overbearing league and
cancelled the show,

Sports game developers are all too familiar
with this kind of league pressure. Many leagues
raview the content that goss inte sach game,
which might keep, for example, EA Tiburon from
adding random events like substance abuse sus-
pansians or off-field contraversies to Madden's
popular franchise mode, With no league body to
appease, the Fight Night development team at

EA is free from these types of shackles and plans
ta make use of its liberties in the new Champion
mode. As the first mature-rated title in EA Sports.
history, Fight Night Ghampion's story mode
examines the seedy underbelly of bowing. To
make sure the story meets the team’s high stan-
dards, EA hired Academy Award winning writer
Wil Rokes (Monster’s Ba'ly. Here are short bios
of the characters players encounter as the drama
unfokis, = Matt Bertz

Andre Bis




Sr. during his bosng ca-
reer. After the elder Bish-
op died in a car accident,
Carisi took it upon himsell
o raise the

boys. An ald-schoal
alicionade who fiercely
guards the integrity of
the sweel saence, Carisi
laments how promoters
hite DL MoQueen hava
ransformed the sport.

| L

QNN

AN

The reigning héavy- _ ||
weight champion of
the werld, Frost 16°8m
intimidating ferce whe
beats his foes into
submission and revels in
injuring opponents with
his devastating blows, His
dominance is so complete
that experts see him
holding the title for years
1o come,

# Platform
PlayStation 3
Xbox 360

» Style

1 -Player Sports
{2-Player Online)
# Publisher
EA Sports

¥ Dewveloper
EA Canada

" Release
March |

i
Raymond is
formidable b

dossn't have the hype”
surrounding his career
like hiz older brother
Andre. Ray makes up for
his lack of buzz with a
baisterous, narcissistic
personality not unbike
a diva wide receiver in
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Prototype 2

Murdering y

hen we first saw Prototype,
zecl enough by s pole

our maker

 Platform
PlayStation 3
Khowx 360« PC
» Style

| -Player Action
# Publisher
Activizion
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Developer
tainment

Radical

# Release
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T

3 i Prolotypea 2, acling
remir of Venom or Garnage from &
Ian comics. In one dip, back tendri
from Heller in mullipde drections, grabbing nearty
wcles and ener and pulling them together

in a brutal, blood-filed oyclone. When ha trans

Terrres 1o use daws, his new Tomm is langer
more: Mmonstrous
He'll likeby nead 1 tage to '1r{[
equally garganiuan New opponents I1141 wara

wase clale,
ul(nl\ of Ir e to work on the problems we
had with Prototype and winus over wilh the
Phil Kollar
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hen Vince Mchahon purchased WCW
and ECW in 2001, the tdevision prod
uct wasn't ihe only hing he limited lor
stiing fans. His massive takeover also drast
: hanged the video game ape for the
sports entertainment” laithiul
2 coulld choose lk'lmu:l THCY

>claim's
ral years, how
15 been the only

and the: sug
game fror
the banner
promaofion, T
ey option with the [XUI'III
fwe were 10 cor
tilles, Smackdown vs
and Al Stars \'.it:-.lt!hr‘NIv. Jam. |]|IIH no
denl, as Jam {and NFL Blitz) veleran Sal Divitais
onboard as executive producer. As he did with
the hardwood and the gridiron, Divita is E
oner-1he- 10D moves, & fdcukous
a simplified but rewarding control xthw 1o the:
SO cicle, It's not st the SvR roster with
new gameplay and a diferent look, howen
the roster fealures just as many legendary griap
plars as current superstars.
akde VWAWVE Stars cone Both |
and members of the cument roster, but Th
only revealing six so far: Andre the Glant,
oy i, Brel 1, Triphe: H, and the prev
announcaed John Cena and The Rock
the final roster i still a work in pm]mm Tk kJ
s planning on a “tream re wsisting of
sups
talent of today
weorlcn' esgpec E
Each sup fits into one of four ¢
Acrobat, Big Man, Brawler, of Grapgler,
can parform high-fying sprir
and cover dmost the enfire ring

f, 45

P

stars from your childhood and the top
that you

inCluding soma faces

altack. Even betier, they can &
turnbuckle by propeling themselves off of an
opponent. Flaying as Rey Mysterio, | sprinted up

the body of Andre the Giar
urnbusckla, and procaeded To bevel T big man
with a mis
If you fall into o
acter can charge up o
sand your opponent ying. YWhen | played as
Andre, | sant Mysteno rocketing inlo the ropes
vilh a massive punch. Once he ricochated off
the ropes, | landed another blow thal sent Hm

) man category, your char
e sirkes that can

. backlipped onlo the

carloonishly hving outsice of the ring
Brawders like Cena and The Rodk are e, |'p| sed
with unblockable charged attacks, and grappl

lie Bret Harl can Siing nUmerous grappde moves

together nio a combo. These two classe
not be fying around the fing ke the
of sending foes outsiche of i ik
are by no means sublie
11’{11 isn't st a m{)(“lmﬂm'

suparhero-like leaping ::J.'-rn that causes a shook
ve in the mat when it connects.

aas the majority of wreslling games fea
wrwlr\nlun» I!tYl'{Jldlk“l‘lr i

ru“l:j
meler \\-II fise
down. If your meter is half-full and you suddenty
findt yourself on the tal end of a severs beating

wou don' have: Lo wormy about re
SLETe One.

Onee ywou find yoursell with a full fir
WOL CEN & ale a8 finsher -.Idl‘-lrrpr(“ 2
arvd RB togethes. Inmany wresting games, this
woLId e the point wihera Your opponent woukd
cowardly run around The ring untl your finist
expred. This wor't t wormy with Al
{lke hIU\.Jilh fir MECLIFES YOUr Spponant
! dront ardd “put out” your finisher state if
hope 1o avoid it

Putting out &
wilh extresme

nishier stale s accomplished
1alire moves, On top of the

fnisher meter, each player also has an energy
meter,

This fils L as wou mice Lp your strikes and
ancd each filed segment allows you lo

parfonm an extreme sigr traclemank
attacks, such as Cena's Five Shuifie or

them back to their de
chance to continue the mak
Hes II} mieters have rarely

e nclicators, Divita and
002G aclive L
¥ game feal for All Stars, so they're
bringing back healihmeters. Smackdown vs
matches can go on for u[uvhl wth
of firma, but Al Stars diferentl f ayain by
leahuring matches that frecuently end within (e

It lsn't too dissimilar from Morta Komibal's fight

ke I'||['; rely on staming, body

Ng system. That fighter feabures standard attacks
[punches, kicks, s va), special attacks (spear,
freeze, bicycle Kick), and fataliies. All Stars fea
Iures standard strikes, extrame sgnalure allacks,
Tishers. In tandem with the: haalth meter
S rﬂw‘l--w"e'r |hh\'l l'inrm- A

I roem 1Im|cxthr.1r i, \-'-.nu'} /
do a great jobr of reaching its demographic.

Professional »'.'uﬁllur;; fans wihobe- hesr 1edly
rbrae

will even strike .h]k)(d with Hdrn’.\.’n rllul d\
kreowy “Slone Cold™ Steve Austin from Duke
Durmpster” Droe \ Jam and NFL Blitz

NE
managed 1o resonata with gamers thal never
ard THL San Diego

ancd D
plan towalk thal same path with Al-Stars.
Dan Ryckert

Old-school WWE fans will love the idea ™
of Cona tapping out ta the Sharpshooter

# Platform
FlayStation 3
Kbox 360 « Wi

» Style

1 -4 Player Fighting
{2=Flayer Onlina)

# Publisher

THQ

¥ Dawvaloper
THQ San Diego
# Ralaase
March 2011



» Platform
Wid
w Style

1 to 4-Player Sports
[4=Flayer Online|

B2 previews

¥ Publisher
Nintendo

% Developer
Square Enix
# Release
February 7

Mario Sports Mix

The Mushroom Kingdom plays host to even maore whimsical athletics

ack in tha late 1990s, Mario proved him

sall 1o be quite the Renalssance man. We

already knew he was lond of turtle stomg-
ing and go-karting, but during he Nintends 64
days he started Irying his hand at the sporting
world. He tried golf and tennis first, and then
mowved onto baseball, socoer, and basketball
i later years, Not satisfied with one sport per
game anymore, the plumber and compary
compete in four separate events in the upcom
g Mario Sports Mix,

‘When an asteroid lands in the Mushroom
Kingdom nesr Peach’s castle, Toads assembles
loinvestigate the arater. Finding crystals that
contain varous sports equipment, they decide to
hoid tournaments involving the kingdom's most
recognizable faces.

This charactesisfically ludicrous setup is as
qood an exciise as any 1o get Marko and friends
1o compete in the four sports available - baskel-
bell, dodgebal, volleyball, and hockey. Each of
these can be played 2-on-2 or 3-on-3. ina vark
aly of courts and emvironments, Luigi's Mansion
fealures ghosts that can assist you, the waves
of Koopa Troopa Beach wash ilems and coins

onto he shore, and [he dusty Western Junetion
leatures a train that rockets siraight down the
midde of the playing area. Wiy the citizens

of the Mushroom Kingdom bull a basketball
court over a set of active Irain tracks s anyone's
guess. but | stopped questioning fhe logic once
abunch of Shy Guys slarted throwing coins at
me from the top of a boxear.

Each of the four sporiing events is struciured
simiarly. Item boxes give you a varety of power
ups thal you can attach 10 your shot by holding
the B button, A green shell adds some power (o
your shots of throws T used offensively, o you
can use them to brip up opponents on delense.

As you play, a meter fils up that alows you to
urieash a richculous special attack. They're not
unblockabie, but defenders will have 1o be on
ther toes to survive them without giving up any
ponts. IF you're playing basketball as \Waluii,
he'll sprout four robol armes thal rapidly hurl balls
at the baskel. Daisy can confuse opponents in
volleyball by causing a giant field of flowers o
show up on their side, obsouring the shadow
that indicates where the ball is headed.

None of the sports are particularly comples,

wilh threa o four bullons {or a remolo shake)
handiing most of your actions. Basketball seems
enen simpler than an arcade experience like
MNEA Jam, and The action moses dong al a
slower pace. None of these games take much
strategy — most bal down to “block opponent's
shot, then Iry 1o take your shol,” However, ilems
and stage-speciiic events help keep the action
from becoming too repetitive.

What Mario Sports Mix lacks in gameplay
depih, it makes up Tor with a healthy senving of
frademark elements from the Mario franchise.
Instead of a tracitional puck, you'll be sliding a
gold coin around the rink. Il & volleyball shot is
st outside of Yoshi's reach, hefll stick out his
fongue 1o make the save. The typical Mushroom
Kingdom cast is all on hand for Sports Mix, and
you'll even see some surprise Square Enik char-
acters get in on the action.

While these aren't 1he most complex spors
games, it'sreassuring to see them offer more
{han the minigames that are 5o prevalent on the
console, With four separate sporls and online
support, it definitely offers gamers more mileage
than its peers. » Dan Ryckert




L EGO Star Wars |

This hunk of bricks has a few tricks up its sleeve

t had baen a while since I'd last seen LEGO
liI: The Clone Wars in aclion, which
s why | was surprised thal a recent demo

of ther garne started with the arena battle of
3, We'd playedd thal part of Episode |
Lucasfts' first LEGO &

ssentalive play
abundanily clear that

through the encounter, it
developer Traveller's Tales has learmed a lot about
miaking LEGD games over 1he years — thanks in
no small part to its work with 1he Indiana Jones,
Batman, and Harmy Potter franchises. That
experienca pays off in ways that even players
who aren'’l inle the Clone Wars' fimeline can
appreciate.

The Clone Wars' graphical improverms
ils predecessors are immediately noficeable
There's far more action onscreen, and back
ground delals ane rendes Vilh the allenticn
they desarve. In the fim, the arena baltle was
dense with activily as Jedi fought geonosian

1S el

fighters, battie troids, and assorted space
monsters. The LEGO Star Wars rendifion w
significantly toned down, ransforming the cha-
ofic engagement into a tame series of finding
ard destroying droics before ighting Janago Fetl,
LEGO Star Wars |lIl: The Clone Wars' version is
far more faithiul to the movie, resulting In a supe
FioF Qaming cxperience,

off with Obi-Viian Kenobi,
Padme Amidala, and Anakin Skywalker tethered
lo posls, where they're set to be gnawed onby
three tegrilying creatures, Ol Wan breaks free of

his chains and rescues his friends. Well, & 1
he rem ther chains, There are a lew things
in the ; of a complete resc wluding bun-

ckeds of droids and other enemies. And three of
the enemies - the acklay, nexu, and reek - ae
sobbering beas ady for & Jedi entrée,

Those three enemics show off the Clone Wars'
bland of regism and LEGO whimsy, For axam

phe. the spider-like acklay sports one LEGO leg
It can be broken off. gving Padme a grappling

There's far mote action in the batte sequencos now, and he
graphucs blend roalistic chamcters with famaliar LEGO elements

S "_‘.‘l -
You'll need to mount up if you hope

- The Clone Wars

pont she can use 1o climb atop the beast and
Kill it, Chbi 1 can hop oo the massive horned
reck (sitling on a block) and use the beast to kil
the feline nox.

Vihen Jango Fell anlars he arena, now pos
trvedy brimming with background characters,
it's a great time for Obd 'V to use a new light
saber throw attack, Similar 1o how balarangs
funclioned n LEGO Batrman, players paint their
targets by pressing and holding a button, then
release il to attack, Jango i srilualy bealen,
= haimet Kicked into the busting stands ke a

: is s a LEGO game, humor

trumps &l edse, and young Boba looks i
Zically al the empty helmet

Tha sequence 1s a greal representation of how
ming along. Visual a sILnner,
i likeex Kt Fissle tad whips
and larger strokes such as the ncredible amount
of potential charac W ONSCIoen,

The LEGO games have always been a go-lo
senies for family gaming, and this one seems
to be ne diferent. Having the kid-friendly Clone
Wars license attached to it makes the game
even more appealing to families with younger
players - of anyone else who's looking for a solid
SO0 § sion, Wa're de tedy excited to see
what Lucasfrts manages to do with the Clone
y story, particularly since 'S stll beng told.

¥ Platform
FlayStaton 3
Xbox 360 « PC
# Style

lor 2-Player Action
# Publisher
LucasArns

# Devaloper
Traveller's Tales
 Reloase
Febnuary 15

The scene swap feahwe lets players
see what's going on elsswhere



Entertainment

Devalope:
Ewolution

Cans aren't your only competition on the tiack.
Missila-ghootmg helicopters and gun-toting
podosnans will ako make Hings ineresting
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Shidt 2 adopts the Autobilog community
system from Heed for Speed Hot Pursmt o
ENCOUTHON COMPETnon batween romds

# Platform
PlayStati
Kbax
» Style
1 -Player Racng
{8-Flayer Online|
i Pablishar
Electronic Arts
Developer
ghtly Mad Studios

n earn Shift
Maft Bertz

A new funing system gves you more contiml
than ever over your car’s periomance:



Binary Domain

Humans vs. Robots from the

ega’s recent announcement Traller for Binary

Dornain i more like an rvilation 1o ask questions

that the compary is nol going 1o answ =1 8N
niriguing teaser. When is it going to release? Don't
know, Who are the characters? Eh, thay don't hava
names yet, What's going on'? These people are lighting
robats. Duhl

The game takes placa in Tokyo in the year 2080, wilh a
tres-person “international peace-keeping sauad” batting
an army of robots. Taking a page from 1997's The Fith
Eerment, the fighting takes place in the scummy lower
city while a fancy, fuluristic upper class exsts peacalully
above. The squad incudes a stern pistol \.wfrlnq POy
tailed lady, a big dude with a termper, and a madium-sized
quy who says things like, “Let the good times rolll” wilh
out a frace of rony.

The concept comes from Sega’s Toshihiro Nagos
who s known for Super Morkey Ball and Yakoes, “What
| wanted o areale this time was a dramalic and energetic
sci-fi shooter,” he said i a statement. “When you hear
M you may think of cold, dinical environments bt
h Binary Domain | wanted to combine this with a deep

W
human drama. The keyerord we have in mind for this
project & 'Lite." | wanlad 1o make something that will be

accepted by both the Japanese and Western manke
this funclamental theme s somelhing everyonea krw\. 5, but

which The lull extent of can be difficull 1o gr

Transdation: the gan il explore: the cpe

organic versus synthetic life. Is one mors
other? After the humans tear through legions of meche
nized foes, the fraier shows a robot with sad eye:
ing over the batilaficld of falen bretheen, Then
a woman in a white lab coal up In a lechno skyscraper
taking care of a tiny baby while watching news of the
fighting on TV, The camera pans down her body 10 reveal
that she has robotic Termnator lag:s! Oh man, wihal if
one of the sguad members tums out to be arobot but
doesn't know it? It cerlainly would force the humans to
rethink all of that robot kiling they've been doing. 'm defi
mitety lookang forward to any explanations Sega may have
in the coming vear, » Bryan Vore

" Platform
PlayStation 3
Xhox 360

» Style
1-Player Shooter
[Multiplayer TEA]
» Publizher
Sega

» Developar
Sega

 Reloase

TBA
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Radiant Historia

You can't change the past,

fyou think the Japanese RIPG market s dwinding,
you haven't been playing your DS enough. Thanks to
publishers ke Alhus, you can still find plenty of hand
hedd role-playing fun, and you're about to get evenmore
when Radiant Historla hits, With a de mlcxmn\ 1
ncluding talent from Persona 3 and Radiala Slories (plus
the: Kingdom Hearts composer), RPG fans should have
this one on their radar.

The story irvolves a steampunkslantasy world where
the two major countries are locked n a long war while
a strange disease is urning people inlo sand. Afler a
bizarre mission, an inteligence agent named Stocke inds
himself with access to the White Chronide, which alloves
i 1o ravel through time

Along with his compatriols, Stocke visits different ponis
in time and space 10 create dternate fullres and jump
batween paralle timelines 10 save the world, The cholces
wiou make insach ara will have effects across the whiola
timeline, and you can go back to previous cholces to
sea how dilferent outcomes lead to changes elsewhera
ntime.

a 33 grid, an(l some of vour abllitles move enermias o
cifferent positions. The main Benefit 1o hese maneuyers
I that your attacks hit all enamios in a squarg, S0 you can
herd them together to dish out the pain. For & i
clamage, party members can team up and combine their
altacks in a snglo assaull

From Radiant Historda's development pedigree 1o its
unicue mechanics, Allus has a good shot at roping
hardeors RPG crowd once again. Chaeck oul o re
in naxt month's issue 1o see how averything comes
logether. » Joe Juba

=]

inless you can

» Platform
Nintende DS

¥ Style
1-Player Role-Flaying

» Publishe:
Miug

# Developer
Alug

¥ Release
February 22
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» Platform
PlayStation 3

Xbox 360 - PC

» Style

1 o1 2-Flayer Action/
RPG (P23, 360},
1-Player Action/RPG
({FC) [2-Flayer Online]
# Publisher

Square Enix

» Developet
Obeidian Entertainment
# Release

Summer

Dungeon siege |l

Hands-

his might be the most packng game
litle of 2011, Dungeon Siege Il i being
developed by a diferent studio, marketed
by a new publisher, and draws litthe from the first
wo games except for backstory. Don't let that
dscourage your nlerest, though, Our hands
on time with the first two hours of the game
>l an action/RPG that plays Tk
liance with a splash of Mass |

Whichever class you choosa, you'll meet
up with the olhers in the game’s first hours
by had the opporiunity to * out the
Guardian dass, embodied by fantasy hero
archetype Lucas, Our enemies are rent asunder
by giant sweeps of Lucas’ massive two-handed
sword of dissected by the focused sirikes of
hits sword-and-board ste, depending on the
encounter — each selup shines in ceain silea
tions, and switching between the two is a shoul
der button away. Eac lagh fills our power bar,
which can be drained lo effect radical chang
on the battlefigld via mpressive powers like
path aring sword dashes that one-shol most
rark-and-lile enermies. Al the while, loot and
ExpeErience rain down upon us ke champagne
in a playolf dubhouse.

Filing the power bar by rocking fac
niormal wayl and emplying it oy wrecking hall

ffect

nthe

Piling the four oths ot you unkeash
super-powered wersions of your abilities

on with this hack n' slasher

the bad guys on screen with one atlack), and
fipping efforllessly between combal shes keeps
batlle fresh. Any time there were bad uiys N
e SOTEE e N runing 1heir

tt|u||aplm T oe |‘G)’|.’iﬂlll‘lf‘1 of koot s
15 fun here a5 It has bean in the dozens of
v o doubt played over the
YEas. (l?ul(r.-n 1has a lot of polsh work 1o do
it's not a shudio known lor smooth, Bug
bt this solid hack ' slash core is

S QEmes
ng)

To Cbsidian's credil, Dungaeon Siege [I's workd
s laid oul more ke a quest hub-focusad MMO
than a traditicnal linear dungeon crawd. The one
hiz | had The opportunity 10 visit had quests for
variows townsfol sending me off In several direc
tions, Each m {
kel thits,” bl they worked well as excuses 1o
poke around The many nooks and crannies of the

= . There will be fast fravel betwean

quest ks ki FLseway, but it
sl enabled inihe proview bBuilld | played

It may seam like I'm skipping the story, but you
can (il in the bl
Mad Lib yours
O5568
COMMING mercenaries, as chilchood home
s sho kinj;. Burnt 1o he ground in the open
. The simple townslolk ory out lor

Rank-and-flo enemics ane
mode opportundty tan throst

aior 1o defiver themn from e thal threatens
to engulf the very world itsell, Cbsidian has lold
nteresting tales in the past (Star Wars: Knights of
the Obd Republic 1, Fallout: New Viegas), though,
and the Mass Effect-lke corversation wheel
could enable interesting dialogues. The storytell
e | saw curing this pr Title Fngression
onme, good or bad.

Mo action/RPG Is complete without co-op, and
s 15 wi Dungedn Siege Il has a chance
tor shine. Drop-in, drop-out cooperative pla

valle .(Nllﬂ\l’td’ﬂnlllll] onfine of off,
miain theest of the plol wil lollow who
lead characler ks, wilh the second player aKing
le of a genaric member of one of the
i1 mw sl 50 rup;:rr*-s Iu ’ul » lhe

wr‘::r{'g
18in character
up with them mrw slonyding. W
second player isn't present, tha Al
e companion. Unfonunatedy, you can't sy
bebwean your profagonist and his of her buddies

=

Dringeon hwu(‘ Il has a great ung
design, S0 a fulure in which Obrsidian Lll"l\p
: ina row and takes tha
phot SOIH ewhere nleresting alter the intro
possible - and quite desiabile lor
gamers. » Adam Biessener

Switiching combat styles for
diffarent situations i eritical




Jurassic Park

An unlikely developer steps into the maw of a troubled license

to ever walk the planet seems like the per-

fect blueprint for a video game, but since
1993 developers have struggled to capture the
magic of Jurassic Park. Though a dozen plus.
garnes have carried the series’ iconic logo, their
uninspired designs fall n line with a prehistonc
Rambo fantasy more than the source material
found in the Jurassic Park novels and films.

Dinesaurs are the attraction, but the heart

of Jurassic Park is humankind. Cur emotions
and tendencies shape these stories. The best
and worst of humankind are almost always on
display, whether that’s scmeone being brave
encugh to put ther life en the line o ravenous
encugh to sacrifice others for their own personal
gan. These stories are built on deep character
development and the hope that viewers and
readers are emotionally invested with the human

P itting players againgt the deadliest beasts

element long before a dinosaur emerges from
the brush.

Mo Jurassic Park video game has explored
this alement. Perhaps this is why Universal
Pictures, the Jurassic Park license holder, hasn't
unleashed its dinosaurs in the video game space
since 2003's Operation Genesis. Enter Telltale
Garmes, a developrent studio with a reputation
of making character driven adventure games.
“Universal didn't want another dinosaur shooting
game," says Joel Dreskin, Telltale's directer of

rmarketing. “That's sermething from their side that
interested them in Telkals Games as a partner for
the property.”

Teltale plans to create an experience identi-
cal in tone to the films. To do this, the human
element must come through loud and clear. The
tearm has studied the films and hopes to take
pages from the Steven Spislberg playbook for
both pacing and presentation.

Executive director Kevin Boyle understands the
challenge the team has ahead. "As far as pacing
goes, there are some things that are wseful from
the heritage of Telitale, but creating a new expari-
ence that pays off on both the slower-paced
character building moments and high tension
you expeet from Jurassic Park is a new direc-
tion for Telltale,” he admits. “Story and character
are a really important part of it. You are going to
feal drama. You are going to feel tension. You'll
feel different kinds of emetions. There's humer.
Light moments. Downtime to get to like the
characters. Certainly the wonder and awe of the
igland, and then everything breaks down tothose
moments of terror.”

Telitale isn't just trying to channel the true
essence of the license; it is also responsible for
adding to the lore. This game is designed as a
direct sequel to the first movie, addressing the
plot points that weren't followed through in the
first film and never surfaced again in the sequels.
Feor instance, what ever happened to that
Barbasol can filled with embroyos that Dennis
Nedry lost in the jungle?

Some of the game takes place at the same
time as the film, but Boyle says you'll experience
these moments through the eyes of new charac-
ters. “We'll see our characters kind of cobbling
together and asking "What the hell went down
here?" Boyle says. “We're going to pursue this
MacGuffin to a new conclusion.”

Which begs the question, who are the main
characters? You won't get the chance to wear
sunglasses at night with Jeff Goldbum's char-
acter Dv. lan Malcolm, or have an unintentionally
flitatious comversation between Dr. Alan Grant




and Elle Sattler — although most of these char-
acters are referenced. One character you may
recognize is a bit player from the first film named
Gerry Harding, the chief veterinarian at Jurassic
Park. You'll also meet his daughter, as well as
vanous people interested in that can of dinesaur
embryos. The nhabitants left on Jurassic Park’s
lsla Mublar will make themselves known, and
odds are some of these people are smugglers
and mercenanies.

Applying the Jurassic Park license to the
sterytelling systems Telltale has created in past
games makes sense to a degree, but in our
conversations with the tearn they kept coming
back to Quarntic Dreams”’ Heavy Ran. "While cur
story is more linear than Heavy Ran, actions the
player takes are reflected in the way the story
is told,” Boyle says. “The choices the players
make result in changes to the details of the story.
Players will knew we are paying attention to the
decisicns they make.”

Teltale is also heavily inspred by Heavy Rain's
gameplay mechanics. The team s still figuring
out how actions are presented to the player, but
Boyle says Telltale is appreaching the task with
“more focus on cnematic presentation of your
interactions.” Expect plenty of investigating and
locking arcund in the slower-paced gameplay
sections, but when the tension escalates to life
and death scrambling. the gameplay shifts from
salecting destinations to mmeds e

It wewldn't be Jurassic Park without velocirap-
tors, and Telltale says they are huge nuisances.
The big bad rex is also on the
hunting trail. Lead designer Joe Pinney also
teases another foe. ‘There's a dinosaur beyond
the movies - a new threat.” he says with a smile.
“You'll recognize it from its glowing eyes in the
brush. It's a nocturnal dinosaur”

Like mest of Telkale's recent games, Jurassic
Park is designed as a five-part downloadable
seres. The teamn plans torelease it on PCs,
Macs, and conscles.

Telltale hopes that the direction it is taking
with this beloved license keeps players engaged
with the characters as they are dangling from
the maws of dinosaurs. The fourth Jurassic Park
film has been spinning its wheels in develop-
maent hall and if the game hits on all the right
notes, it could be the continuation fans have
been waiting for. » Andrew Reiner

\
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thast et be missed

Superh, Just shy of gaming ninc, this scors is: high
recommandition becousa ths goame reviewed i hiad-
and-shoulders dsove its compatition.

Very Gooel. Innovative, but perhaps net the nght chaoice for
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things to ba had, but arguably 5o,

Average. The game's testures may work, but sre nothing
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recaning this score, many wil be left yeaming for a more

rawanding game experience.
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94 LittleBigPlanet 2

Media Molecule's ambitious sequel combines fantastic platforming with a virtual
toybox that will keep you playing and creating levels for hours. The expanded
toolset gives users even mone options when building levels, branching out into
entirely new gameplay genres. Whether you want to cfaft your own worlds or just
enjoy the fruits of others” labor, LittleBigPlanet 2 provides a massive amount of
quality content that will only grow as the community adds their contributions.
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PS3 = 360 « PC

»
Isaac Clark is infected. and
his saruty is slowly trickling
away. His mental state
becomes the backbone of
Dead Space 2's plat and
action. Can Isaac save
mankind from the spreading
necromorph virus, orishe a
Tiew threat?
Graphics
An astounding level of detail
accompanies every object.
The level designs also give no
hint of where enemies may be
lying in wait
Sound
1 you tumn off the volume, it
syt the same game, Much of
the tension is brought to life
by excellent sound design

payalt for maost of the shats
you fire couldn’t be better.
The escalating difficulry
brings unwanted tension as
the game nears its conclusion
Entertainment

A dread-drenched experience
that finds new ways to scare
and reward Dead Space fans
Replay Value

High

92

Dead Space 2

A heart-pounding journey into the mouth of madness

/s

=

s

hen Isaac Clark boarded the derelict

mimning vessel USG [shimura, his actions

were fueled by hope. His girffriend
Nicole was stranded on this ship. He did every-
thing in his power to reach her. His search only
led to death. The Ishimura was contaminated by
a biological threat, Everyone aboard it, includ-
ing his love, was lost to the disease. Although
lsaac survived, he couldn't cutrun the conta-
gion, He was infected.

In Dead Space 2, |saac isn't a stalwart hero

spitting out one-liners. Ha's a flawed character.
His deteriorating state of mind adds tension

to an already unnerving atmosphere, He sees
ghosts, and his consciousness periodically shifts
from reality to a homifying memory.

Not being able to trust a game's protagonist
puts the player in a precarious position. | found
miyself second-guessing |saac’s actions. |z he
battling the people infected with the virus? Is his.
mind creating these apparitions? Or, worse yet,
is it tricking him into harming uninfected people?
Tha race to find a cure becomes Isaac’s priority.

The feeling of helplessness is established aarly
on, and the sequences that follow are drenched
n suspense and ambiguity. Compared tolsaac’s

4 é_ﬁ%/g{w 77 /{4/4@

time aboard the Ishimura, Dead Space 2's scares.
are bigger, the tension is greater, and the threat
created by the virus makes every shot you fire
count. This is one of the most emotionally and
physically draining games |'ve played.

Dead Space 2's new setting, the Sprawl, a
heavily populsted space station built on one
of Saturn's moons, contributes greatly to the
heightened unease. The fshimura housad only
its workforoe, whersas the Sprawl is a home for
families. This means that the infection strikes
children and even newboms. Battling a saven-
foot beast that vomits acidic bile and ries to
impale Isaac with razer-gharp appendages is
one thing, but watching a mother cradle a necro-
marph baby will haunt my nightmares until | die.

The Sprawl’s architecturs is quite different than
the Ishimura's. Well-lit shopping districts, per-
sonalized housing, and a rainbow-filled nursery
all provide a false sense of security and normaley
to scenarios that are anything but, A reom
void of danger is often accompanied by a claw
scratching a door, rattling feotsteps overhead, or
muffled screams coming from a distant area. The
sound design is pitch-perfect, and the accompa-
nying score makes the scares seem bigger than
they really are.

Although |saac still uses many of the same
tools from his previous entanglerment, the set-
ting —and new threats that lurk within it - give
Dead Space 2 a decidedly different feel.

The team at Viscearal Games has gone out of
its way to ensure that the player never feels com-
fortable during the game. Mot only does |saac
hallucinate, but creatures burst through walts
when you least expect them to,

At no pent in this game did | feel that Isaac




had the upper hand. Enemies are not only
greater in number this time around, they are
stronger and better protected. De-lmbing spe-
cific necromorph types takes an entire clip of
amma. | often found myself using Kinesis to hurl
every ocbject in aroom at a monater, praying that
one shot impales the beast or at least knocks it
back long enough for me to reload.

Wihile | appreciate the challenge the team has.
created, | have to call them cut on the design
of many of the combeat scenarios. As |saac is
engaging a threat directly in front of him, foes
will drop from vents behind him. If [saac had a
rearview mirror on his helmet, | wouldn't have a
problem with this, but too many of my deaths
came from an unregistered foe attacking me
frem behind.

Tack these unfair spawns onto a game that is
brutally difficult to begin with, and many of your
screams will come not from horror, but frustra-
tion, The balance is perfect through the first
half of the game, allowing for fluid progression
while still making you thankful for every ammo
clip an enemy drops. As the plot unravels, the
difficulty increases with each new encounter.
Unbeatable foes are thrown into both puzzle

and standard combat operations. and elevator
rides are packed with necromorphs. | found that
the nomal difficulty setting felt more ke hard or
expert in similar games.

As drained of energy as | was at the end
of battle, Dead Space 2 often rewarded my
effort with action-packed cinematics. Some of
these moments blend seamlessly with unique
gamaeplay sequences, much like Unchared 2
does. | won't spoil anything for you, but | will say
that a sequence laking place aboard a train and
ancther involving a needle are front-runners for
Game Informer's Moments of the Year for 2011,

Digorienting zero-gravity sequences (of which
there are many), and a handful of clever “how do
| open that door?” puzzles are peppered into the
action at just the right times.

The exciternent also stretches to Dead
Space 2's multiplayer component, where play-
ers get the chance to hunt mankind as the
necremaonph legion

In @ simikar vain to Valve's Left 4 Dead, all of the
matches pit a human team against necromorphs.
As the human team feverishly attempts to com-
plete objectives, the necremorphs are tasked

with slowing their progress, usually by ripping off

their heads or chopping off their legs. | enjoyed
my time playing as bath sides. Contralling the
necromorphs leads to cringe-worthy highlight
reels, but these murderous thrills are matched by
the fesling of accomplishment that comes with

a well-ciled human team that cocrdinates tactics.

The matches are quickly paced thanks to
spawn pants that allow necromorphs to crawl
out of avent just feet away from a human oppe-
nent. The action is relentless, and post-mateh
kill counts are usually through the roof. Each kill
earns you experience points that unlock higher
ranks (80 in total) and new armor as well as
weapen upgrades. In two hours of mateh time, |
reached level four, Another two hours got me to
six, It will take days to reach the cap.

Dead Space 2 is a monster of a sequel, offer-
ing bigger scares and more excitemnent than |
axpected. | enjoyed lsaac as a silkent protagonist
in the eriginal game, and | find | like him even
mere now that he's found his voice, I'm still
confused by the scientific explanations for the
contagion and how it is linked to the obelisk-like
Marker, but | like where |saac’s story is going.
The teasa for Dead Space 3 has my head spin-
ning with questions. » Andrew Reiner
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» Concept

Play, create, and share all
over again, with emphasziz on
the "create”

Graphics
The craity. do-it-yourself vibe
locks as fantastic as ever

Sound

Pappy tunes make great
background nolse, and the
addition of voice acting helps
the qutscenss

Playability

Platforming is improved, but
net perfect. Creation tools
are easy to learn. but difficult
to master

Entertainmont

[ doubt anyene is cold-
hearted o jeded enough to
dislike this adorable title

Replay
High

An Easy Transition

94 reviews

LitleBigPlanet 2

can't stop thinking about LittleBigPlanet 2.

Even alier putting down the controller, |

[ |til|ee;ﬂw,ﬁ!'(; with 1he crealion 1ools in
my head. Everyday objects send me off into
daydreams about new vehich and ideas
for bizarre plzzles speng 1o mind n mid-
cormversation. With this seque, Media Malecule
gives players a bottomless toybox, and | can't
rernermber the last time a game had such a
relantl grip on my imagination.

Calling LBP 2 ambitious ks an understalement.
Like the original, the experence is Sl IO b
parts: playing the story mode, and crealing your
own levels, This time, howeaver, the creation
made lowers over the campaign with an aray

Styls 1 to 4-Player Action/Plattorming (4-Player Online] Publisher Sony Computer Entertainment

Developer Media Molecule Rol

of options to help make your gaming dreams
areality.

You've probably heard thal you can mske
games n multiple genres now, and that Bnt st
an empty promise. | dabbled in 2D shooters,
demalition derbies, and undclassifiable mayhem,
The options can be overwhelming a first, but
once you get ahande of a few of the new tools,
things start dicking inlo place. Your'll definitely
want 1o figure out the Confrolinalor as soon as
possible, since it allows you to control things
remolely. Object madifiers are also incredibly
useful; some let you tweak specific fraits (ke
anti-gravity of friction), while ofhers set contrap-
Thors redaling of moving without 1he need for

Even with s0 much potential
i other areas, playing arourid
within the game's native
pielli(!rn'n(_ Tramework was
The most Iun for ma. §oved
craating fleels of death-dealing
vehicles, twisted puzzles, and
loaps of lailh. Sackbols (NPCs
VoL can program with different
bahaniors) add more depth to
he bevels, ke when you have
1o rescua them or oullit them
with lasars, Throwing in other
siyles of gameplay is sil lun,
bt thay work best when usad
to augment platforming rather
Than replace il

Figuring out how best to
Lise thesa neaw o) ST Lk
of easy, but it pays ofl big,

complicated pulleys and bevers.

January 18 ESREE

Even so, Ihe chasm between basic understand-
ing and fluency is extremely wide. Despile the
ncusion of numerous Iutoriaks, more acdvanoed
m~game nstruction would ease the leaming
curve. Flacing a few cameras isn't the same as
orchestraling an entire culscens, Bul the ulon-
als don'l help you synthesiz * SImple pleces
nto & mone compdex whole, I'm sure plenty of
level-building savants will fall right into step, but
alittle more guidance for the rest of us could
result in even an even wider pool of awesome
comminity-created levels

By locusing 5o much on the areation toals, |
con't mean to sell the story maode short, It lea-
Iures briliantly designad levals, Tour-player oo-op,
and the same sensa of style that made the
original so chamming. The pacing is betier, with
e Lnicp e segments Jike 20 shooling or lop-
down racing) breaking up the action. Platforming
rmachanics have aso been raflined sinca last
T, Bl & continuaed reliance on physics makes
for a handiul of soppy segments. Thankfully, the
frusirating parts are infrequent, and the space
batween them is lilled with sighls that are guar-
antead 1o Inspire you whaen you try your hand at
rmaking your own leviels,

The onging LitleBigPlanet was mpressive,
but LitteBigPlanet 2 camants Media Molecule's
position as masters of taciitating user-created
content. By providing an abundance of 1ools and
Inspiration, along with the platform 1o shara your
creafions, you could play LitleBigPlanat 2 every
day and experience something different and
amazing avery timea. » Joe Juba
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Style 1 or 2-Flayer Racing |1G-Flayer Onlina]
r\m Publishor Sony Computer Entertainment
& Daveloper Polyphony Digital
Eeloagse November 24 ESRE E

defivering a greal race experience pays off in Gran

Turksmio 5. U's nol the most complete racng gama
since it doesn't deliver on every front, but when you get
behind the wheel of GT 5 it is a racing experience like
no other.

A great racing tifle isn't just about going fast or having a
big selection of cars, and GT 5 succeads N capiunng that
alusive adranaline rush. The graphics are undoublodly a
big factor in this smply bacause of their high level of detail
and evocalion of reaism. Racing is &l about iving inthe
maoment, and nothing comnvays thatl more Than combini
the game’s great sense of speed with impressive graphics.
Ihighly suggest you get into a premium car and race from
e cockplt viow, whore you'll feal the sensation of avery
bump on the street and get a better idea of the rigors of
racing. Add in snow, rain, and night environment varables,
and you've gol a game thal visually lives up 1o the Fype

One of my confinuing crificismes of the seres has bean
the cut-and-dry, sterdle fecing of its career mode. Alhough
GT 5 doesn'l abandon its tradiional racing events fommal,
| appreciate how relalively easy it is to eam money and
XP 1o move Lp The ranks. You no longer have 1o grind the
Sarme racetrack to progress tharks 1o additions ke the
kart racing and rally special events. The game also alds
s progression with seemingly dsparate rewards ke paint
«chips fwhich you usae o color your cars), froe cars, pholo
travel locations, and maone.

Even with a relatively generous prograssion curve, | don't
i working iy way U he car ladden, Having 1o race &l
kinds of vehicles gives ma an appraciation of what differ-
ent cars ane good and bad at, and it helps me as a racer
N genaral. Insome ways, this is the hearl and sod of whal
Gran Turismo is al about,

Asmuch as this game nails its overall vision, the fran-
chisa could stand to stretch its horizons. Gran Tirsme 5
tries to do this by adding car damage, but 1t strangely
uniocks only laler in the game. By the time Polyphony
uniocked the feature, | was past womying aboul when it
would show up.

The: online component, with its SMooth racing exper-
ance, standard communily features, and pro-race praclice
oplions is satislying, but disappointingly lacks overall rank-
iIngs or leaderboards. | aso think Polyphony passed up a
larger chance 1o integrate the online portion back into your
main career, | wish they'd done this with online nstead of
the underwhelming B-Spec mode, which has you direct-
ing other racecar drivers while thay race for you Why
wolld you want 1o sarender the whesl 1o someone else?

Gran Turismo S s worth the wait. Every aspect of
the game didn’t blow me away, but the sheer amount
ol effort and craflsmanship that went inlo the game is
npressive, This is an expenience that racing fars should
not miss. » Matthew Kato

P otyphory Digitals singuiar vision and commiiment to

» Concept

Capture the essence of racing

and go beyond just colledting

cars and tracks

Graphics

Horzon objects occamionally
pop in. but otherwise the

game looks aweseme

Sound

A seant number of rock

songs from the likes of Them
Crooked Vultures are drowned
out by a sea of crappy
smooth jazz, | paid more
attention to the cars” vaned
enging sounds.

Playability

For those playing with
controllers, | suggest
mapping the gas/brake to the
right analeg

Entertainment

GT 5 1s a finely tuned racing
experience with a few

flaws that don't spoil the
overall picture

uck and

Style 1-Player Action (2-Player Online}
Publisher Capcom Developer Blue Castle Games
Ralease December 27 ESRE M

aad Rising 2 Case Wes! picks up seconds aller

Dead Rising 2's credits finish roling. Chuck Greens

is about to get his face bitten off when Dead
Rising's Frank West saves the day. The two men have
their own agendas, but they dign nicely. For Chuck, a
nearby Phenotrans faciity offers an opporiunity 1o clear
hits narme after the outbreaks in Las Vegas and Fortune
City. Exposing the pharmaceutica giant's lies would be a
huge break for photojournalist Frank, who has an unex-
pectedy persona stake in the slory as well,

Lhlike Casa Zero, the previous standsons download-
able adveniure, Case West s a cooperalive expenience,
Chiuck and Frank are togaether the wihole time, whelher
Frank s confrolled by the game's Al or an onfine friend
There are a few nofable differences belween how Frank
WOMKS 11 e SINGHe-Player expenancs Versus previous
NPCs. As the niroduction points oul, these arem't the first
zombies that Frank's fought. it stands to reason that play-
ers don't hava to waste much lime babysitling the charac-
ler — he's a sofid fighler, and imore mpoanth) won't die.
Players can hand the character weapons, which he'll use
unti they either break or run out of ammo.

Case West reinfroduces Frank's camera inlo the game,
which isn't as big a deal a3 it might scund. While players
ara free to snap pichures of zombies or anything eise thal
sirikes ther lancy, experienca is only eamed when shootl-
ing photos of designated targets. i's probably asking loo
much for Blue Castla to shoehom a fully reglized pholo
mode nto a downloadable sidestory, but ilts current mple-
mentation is disappointingly limited.

Players who revel in the series” arsenal of waapons my
feed equaly let down. Snoe the stondine takes place n a
phammaceutica company faciity, there just aren't as many
avdilabie weapons. It clearly wouldn't make sense to have
a spoing-goods store on a lactory floor, for example
That said, plenty of bzarre and cbsoure ilems are avalable
10 harass the undead with, nduding chemicals, Segway
knockofls, and bonesaws. Also, Some naw items can be
combinad into imentive comboe weapons,

Phenotrars has its share of secrels, and players uncover
a few of them during the course of this briel adveniure.
Your'll see a familar face or two, and get a better sense of
by the Two main games ane connected., Il you're grow-
g weary of ha seres’ “take the sunvivors back to the
safehousa™ formuda, chear up. Tha folks Ghuck and Frank
mest upR with Know the faciity well encugh 1o escape on
heir o, once they've been helped oul a bit,

Case West ks a tricky proposition. Where Casa Zero was
a nice appetizer lor players who were looking forwerd to
D Rising 2, 1'd guess that most of Gase West's plaers
hava played through the saquel by now. It's hard 1o go
back 10 a smaller venue, even in spite of the universe-
expanding stondine. For dieherd lans of the series, this
one's a must-play. For everyona else, Case Westis un,
bt harcly essential, » Jeff Cork

8///////////

W Concept

Bring here Frank West into
the world of Dead Rizing 2,
complete with his camera

Graphics

The pharmaceutical factory
=etting iz a mice change of
pace from shopping cenbers
and casinos

Sound
Zambies sound as pitifd as
ever, and the new weapons
have a nice awal comph

to them

Playability

The camera functionality
doasn’t add much to the
game, but there’s ztill enough
zombie siicng to keep
players occupied
Entertainmant

Case West does a solid job

of tying up the loose ends of
the story while leaving things
open for the inevitable sequel
Replay Value

Moderately high
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» Concept

Make a pladformer/fpuzzle
game in the vein of leo

and Limbo

Graphies

The visual hilters make it look
better than most Wii titles, but
they're somelimes overdons

Sound

Ambient noise and a few
enemy squeaks are about all
you'll hear

Playability

The shugeash controls and
frustrating combat are the
game's higgest drawback
Entertadnumant

Lost I Shadow can be
tedious, but those who stick
with it will be rewarded

Replay
Boderately Low

Lost In Shadow

Clever puzzles are undermined by poor controls

Style 1-Player Action i}

Hudson Ei

Hudson Soft Ral Janary 4 ESRE E10+

mascols, thers is no shortage of excel-

lent platformers on the Wii. With Lost In
Shadow, Hudson Entertainment aims to deliver
amore malture adventurs to gamers, trading in
ligd-friendly humaor for an introspective storine
and action-heavy platforming for challenging
puzdes. Lost In Shadow delivers on the latter,
bt even with some claver, continualy-avolving
game mechanics, the entertainment is dragged
down by panfully unresponsive controls.

Like the main protagonist, Lost In Shadow's
storing doesn’t have a 1ol of weight. You play
as the shadow of aboy that has been separated
from his body and cast off of a giant tower. In
order 1o reunite with your Body, you must rmake
your way back up the strocture one lovel al a
time, solving puezles and collecting gems lo
untock aach new floor. The orly other story ele-
ments are daliverad In he form of signposts that
contain short musings on your predicament, but
they don't really go anywhene. Instead, 1he game
focises on your long dimb back 1o the lop.

Last In Shadow starts out slow, and the lathar-
gic garmepay will likely scare off many players
bafore the game gets good. Your characler cone
trots similarty to the prince from the dd 2D Frince
of Persia tilles, with a halty delay every Time you
change drections, ump, o dimb laddors, The
combat is more aftected by these poor controls
than thie platlonming i, a5 vou move 160 sowly
1o efleclivaly dodge the altacks of your enemies,
This becomes less of a problern as your health
bar ncreases (via reacing the alorementioned
messaces), but only in ha sense that it alows
you to absorb more cheap shots. The biggest
issue, however, 15 the lack of save points. Dying
on a floor requires you to completaly rastart
it, which can easily negate 15-30 min.tes of
gameplay. You can force a save by retuming
down aleva, bul the amount of backiracking
reqpired makes it more trouble than it's worth,

Luckity, Lost In Shadow's puzaes largely
owarcome hase considerable laws. Tha game
throws a number of mechanics at you, such
as shifting fight sources, rotating viewpoints,
and moving foreground objects, all of which
transtorm the shadow landscape you tra-
verse. A new mechanic is infroduced halfway
through the game that introckuces some light

T hanks to Nintendo's stable of time-lested

Some puzzies mvolve the pliyes

IRATHEAL
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£ light soureos

Your shadow doesn't walk on chyects in the
anvironment, but t

o shadowa in the background

Ihvee-dimensional garmeplay and creales more
compaling puzzles. As | dosadin on the fina
floors of the tower, | had a hard time putting
dowin fhe controller. A late twist introduces a bit
of Lnnecessary backiracking, and some loors
Teed excessively latwrinthine, but neither of these
issues drag the overall gameplay too far down.
Uttimately | can't recommend Lost In Shadow

o everyona, The puzzes and combat ara
too difficult Tor children {oven on oasy moda),
and platforming fans will be put off by the
unresponsive controls. Lost In Shadow can't
compate with Nintendo's first-party offedngs,
but if you can aceept its Aaws, the mind-
bending puzzles will keep you enterfained to
the end. » Jeff Marchiafava




Ghos’[ Tr_iclk: Phantom Detective

thiisn't all |

Life after de

ecause they're light on raditional

j gameplay, inleractive adveniure games
" need compelling stories, characters, and
paizzies in order o work. Gelting this formula
righl is what made the Ace Altormey series
successiul, and getting it wrong is what makes
Ghost Trick a faiure.

Corsidenng thal Ghost Trick is the lalast
project from Ace Attormey creator Shu Takumi,
tha game's bizarre premise shouldn't come as a
arprise. You play as Sissel, a recently deceassd
sprrit who can manpulate nanimate cbjecls
and travel four minutes into the past. Combining
these two abiilies dlows you lo parlicipate in
Rube Goldberg selups where Sissal fips,
opens, and rotates various objects inorder 10

up to be

Styls 1 -Player Adventure Publisher Capcom Developer Capcom Release January 11 ESRET

save people from ther mminent deaths,

The concept is cool, but | was disapponted to
discover thal Ghost Trick doesn't have nearly the
same charm as the Ace Attomey senes. Sissel
falls fat as a haro, the story | corvenient
amnesia as a constant orulch, and a series of
predictable twists deflate the overall mystery. In a
game that depends on a strong narative 1o keep
players engagec, these shortoomings are difficult
1o forgive.

To make matlers worse, Ghost Trick also
shumbles inits puzda design. Instead of allow-
ing for the trial-and-arror that leads to “ah-ha”
moments of discovery, marny situations have rigid

tirming. If you miss your one chance o possess
aman rciing by on a bicycle, or hit a tennis ball
prematurely, you'l have 10 go back 1o a check-
pont. The checkpoints aren't wedl placed, either;
expact 1o re-watch scenes (though you can skip
Through didogue) and repeat actions just 1o gel
another shot at the problem areas.

Though the gama mEsses some mportant
marks, it 5’ & completely lost cause, The char-
acter animations are incredibly Auld and Impres-
sive, and several of ther corversations are good
for a chuckle. Unforlunataly, these scallered bils
of life aren’t enough to bring Skssel’s adveniure
back from the dead. » Joe Juba

Ds

» Concopt

Solve a mystery and save
people’s lives by possessing
random stuff

Graphics

The animation iz phenomensl,
and the stylized art suits the
torw well

Sound

A few cool background
s, but nothing that held
my interest

Playahility

Crummy checkpeints
disoourage you from
experimenting with

the puzzles
Entertainmont

A few bright spots arer’t
enough to make Ghost
Trick worthwhile
Replay

Moderate

7/ 6:25

1 Concept

Transform a mobile phone
game into a full-Bedged
handheld expenence
Graphics

A collection of reused and
lowr-resolution assets from
previous games

Sound

Get ready to hear the same
old Disney songs yet again
Playability

A focus on precize platforming
doesn't mix well with
Re:coded's pesiy camera

Entortainment

New mirngame types help
resusctats all too familiar
levels and gameplay
Roplay Valne

oderate

v iy Hiae
v I TIE

solutions that you must execute with precise

_Kingdom Hearts Re:coded

Style 1-Player Action/RPG Publishes Square Enix Dewsloper Square Enix/h.an.d.

Eeleaze Januaty 11 ESRE E1Q+

games have rddeased over the last lew
yaars, and by jumping all around the
tfimeline, series mastermind Tetsuya Nomura
hasn't made it easy 1o keep Irack of the events.
Re:coded is the first fitle to pick up after the end
of Kingaom Haarts || and puls you in control
of franchise hero Sora — wel, & digital replica
of him al least. The game onginally releasacd
episodically on mobie phones in Japan, bul
Saquare tweaked and beefad up the fitle for its
DS releass,
Reccoded takes its cuas rom Tron, as Disney's
;, Donald, and Gooly get sucked into a
compliter copy of overused worlds like Aladdins
Agrabah and Alica's Wonderdand, They onginally
summoned Data Sora 1o deal with the bugs in
the systam io help decode a mysterlous mes-
sa0e, bul eveniually get trapped inside and need
his halp to escape. Aside from the rehashed
areas, Sora vantures into new areas called
Systam saclons, techno nesn cods roams, 1o
fEsh bugs plaguing the worlds. Thase fuluristic
dungeons are essantially the only new areas in
the.garme, but it's not long belore layouls repeat
ardbecome as slale as tha rest.
The davs thankiully spruced up hesa maps
with newgameplay modes taken from olher

T confusing number of Kingdom Heaarls

genres, For example, rather than sening as a
battle arena, Olympus Coliseum is a refreshing
tum-basad RPG in the vein of the Mario & Luigi
senes, Other variants ncude a sicle-scrofing
plattonmer, a Space Harrier-stye shooler, and a
battlefield command siage where Sora has to
boss Al alies around rather than attack himsadf
The RPG sagment is easily the best, teasing
what aless action-focused Kingdom Hearts
experience could ba. The platformer plays like
the auto-sarolling running games that are all the

rage on smart phones, The arly problem s that it

refies on the standard moverment set of the main
game, which s way too Imprecise to meat the
needs of the ganra,

Though Reccoded sullers Irom heavily recycled
levels and encmies, at least Square Enix inno-
valed on the character growth. The new leveling
syslom replicalos a computer maotherboard
where players place microdhips 1o boost stals
and unlock new abiities, It's annoying that you
don'| know what some albiities will do until you
unlock them, but they &l ars usalul inthe end. |
especialy liked the "cheat” switches that allow
woun 1o tweak various elements of the game lora
price. You can trade off your health for more loot,
of Increase enamy strength tor more prizes. Its
urnwise 10 slice things too lar out of The ordinary,

bt it's nice 1o hava the option If your're shoot-
ing Tor somathing specilic ke more monay or
faster leveling.

Re:coded allows players to revisit previously
completed worlds for acditional leteh quests and
mora systemn sactors, but only complationists
should bother, Near the end of the game you're
Going 1o hava 10 run through all of these maps
again avway Ina lazy move by Squars 1o pad
out the quest

Despite the new gameplay ypes, Re:coded's
mostly recycled content feals 1oo stale 1o rec-
cmmend o anyone oulside of the most die-
hard fans. » Bryan Vore
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Platform P53 » 360 Releass February ESI!BT

When you're scrolling though the
DI shop, it's easy to zip right past
Hard Corps: Uprising. Do not make
that mistake. This is a brand-new
official HD entry in Konami’s Contra

series. Sure, the main characters

wear shirts and have an anime look

8.25 | Plants vs

i Ul J es

Platform DS Release January 18

ESRE E10+

There just fsn't that much
different to say about
FPlonts vs. Zombies on
DE. It works, but the
music, graphics, and

6.5 | Kung

-Fu Live

Pistform PS3 Relsase Docomber 7 ESRE T

Scanning players inta this PSN
brawler via PlayStation Eye is a neat
gimimick, but strict space and lighting

requirernents lead to inconsistent
renden‘ng and move execution in

combat. O

On the plus side, KFT's

chaopsocky, B-movie storytelling is

to them, but the moment you pick
up the controfler it feels like the plre
run and gun bliss that only Contra
gan deliver. — Bryan Vore

enlertaining, and striking poses for your
in-game appearances in comic book
panels is downright hilarious.
— Annette Gonzalez

fromerate have taken a
hit in the process.
— Adam Bigsssner

9.5 | Mass Eff

Platform PS3 Reloase January 18 ESREM

Reliving the choices of
the first Mass Effect as an
interactive coinic book palss
in comparison to importing
your own Commande,
Shepard. However, aside from
losing that consistency in the
universe, Mass Effect 2 is just
as good on PS3 as it Is on
360. — Joe Juba

5 | Splatterh

Platform F53 « 360 REelease November 23
ESREM

If vou're looking for a mindless
brawler that drenches the
scresn in blood, Splattsrhouse
delivers. If you're looking for a
game that is fun to play and
doesn’t stagnate in its combat
design in the first few minutes
of play, youll want to look
elsawhere. — Andrew Reiner

10USE e0en

g.u-_)

6| Facry: |

Platform 360 Release November 11 ESRE E10+

ds of Avalor

Faery is an ambitious RPG offering a
conversation systemn similar to Mass
Effect, wwwo:.f\.f flight reminiscent of
Drakan, and combat that harks back
to the heyday of Final Fantasy. Witk
liitle in tenms of polish and depth, not
too mention a painfully dull story,
Faery’s promise quickly ransforms into
boredom. — Andrew Reiner
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Love is in the air, and even video game
characters can feel its choking presence.
While most people are lucky to meet some-

one at a party or club, video game characters always seem to find love on the battlefield. You might think
this means we have nothing to learn from them, but video game romances seem to last longer than any of
Hollywood's affairs. Add up your score to see which video game coupling you're destined to emulate.

Aphvodite iz the beautiful Greek
goddess of love, but what is hex fate in
the God of War series?

a. Kratos runs her through with his
blades before smashing her head
against a stone pillar several imes

b. Hratos uses her to solve an elaborate
environmental puzzle then abandons
her before she meets an untimely
demise

«. Kratos finds fAiphrodite in her
chamber with her handmeidens and
unleashes his inner monster
d. In order to protect Eve, the first
Empress of Rome, Aphrodite helps
Xena: Warrior Princess sneak into

Olympus

Cupid is often portrayed as a baby
cherub who looks strikingly similar to
Pit from Nintendo’s Kid Iearus series.
The original Eid lcarus recelved a
sequel on Game Boy in 1991 What was
this title called?

a. Kid leatus: The Sacred Eggplant
b Kid [carus: Pit's Adventure

c. Kid lcarus: It's The Pits

. Kid learus: Of Myths and Monsters

. Speaking of cherubs, in 2000 Shiny
Entertainment released Messiah, a game

aliens, What was this cherub’s name?

a. Bob

b. Gabriel
©. Dusty
d. Perry

‘The Prince of Persia tiles almost
always feature a prince seeking the

a. MEM's: Candy Coating

b. MEM's: The Lost Formulas
e. M&M's: Shell Shocked

d. MEM's Beach Party

5. In Gears of War 2, Dom spent a good
pomonnlmmtmrehhghrhls
wife. What was her name?

a, Bernie
b. Maria
e. Helen
d. Mrs. Dom

. Nathan Drake and Chloe Frazer
heated up PS3s In Uncharted 2: Among
Thieves. Actors Nolan North and
Claudia Black voiced the couple, but
that game wasmn't the lest time those
two had worked on the same game.
What game haven't these two prolific
wocal talents worked on together?

a. Final Fantagy XIV
b. God of War

©. Mags Effect 2

d. Dragen Age: Ongins

It tums out that Sonic iz a bit of
a ladies” man. No one can keep this
hedgehog tied dovwn. Which character
has never had a romantic interest in
Sonbe?

a. Princess Elise
b. Frincess Sally
e, Tails

d. Amy Rose

In Final Fantasy VII things got a
little hot and heavry between Cloud
and Reris, which was a litte skeery
since Aeris had once dated Cloud’s best
friend. What was the name of Reris”

hand of a princess, but it hasn't alway
been the same princess...or the same
prince. Which one of these was not

a love intervest for one of the prince’s
Incamations?

a. Aszma
b. Elika
©. Tamina
d. Farah

‘There is an urban legend that says
if you wizh on a green MEM your true
love will come to you. Sounds great —
maybe you could wizh on one of these
MEM branded games etead, Which
ene of these games only delivers emply
promises because it's a bogus title?

first boyfriend?

a. Zack Pair

b. Zack Morris

. Zack Highwind
. Zac Efron

What is love?

a. Oh baby, don't hurt me. Don't hurt
me no more

b. A battlefield

&, All you nesd

d. I don't care, | have an Internet
connection

1-¢, 2-d, 3-a, 4-a, 5-a,
G-h, 7-d, 8-c, 9-a, 10-ask your mom

ght ower the check, or
your best frie ng o kil your lover before
she is devoured by eg. One wray or another
this i5 going o end badly.

Exther you'll get in a

It feels [ike you two were made for each other,
buit you're going 1o have to go through hell to
make it work

You feel like this is destiny, but your father
might try to keep you apart, and it wan't end
weell unbess you start 2 New Game +

Things will be a little awkward at first because
one of you doesn't know h talk to girls and
the other doesn’t like to be kissed, but i you
work through it, this could be a relationship that
withstands the test of time.

You hawe your ups and dowmns — you fight, you
laugh, you bicker, But that’s what real relation
ships are made of.

t turns out that the one you're
supposed to be with i the one who's been
there all along.
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