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It Sure Can't Hurt 
~ 

l's OlX November issue, which means that ff I 
want to get n my wish list of goodies n tine 
fOf the holidays, I better do it OON. I ooud be 

selfish and request that Audi R8 V10 I'd Ike n 
the old present pie, but I've decided I'd rather 
,;jlle to 8ll8l)'Ofl8 and make some requests 
that I woud Ike to see happen n the video 
games OOJStry. 

Frst on the list, console price cuts. Nothing 
gets more people playng console games Ike 
makng the cost of entry cheaper. Sony dropped 
the price of the PS3 to $249, which is a geat 
start, but we al know the magic runber is 
$199, so let's go Sony and Microsoft - let the 
masses get in on HD gaming. 

Next up is reN intellectual property (Of IP). 
We all 1o118 the established giant francnses that 
dominate the market, but they were al new 
IP once, and the i1dJstry can always use new 
blood and new perspectives. The big sequels 
make the wor1d go rord, but we need new 
ideas to keep our fingers busy year rord. 

I lo\/8 frst-person shooters as rruc:h as the 
next g.I'/, but I woud reat; loll8 to see some 
other gerves get a little more loll8 (and yes, I 
reaize that consuners need to do thew part and 
be more adventerous to make this happen). 
Elder Scrols is one of the few RPGs tMttng it 
out of the park these days on consoles, and 
its success shows that people are ~ to 
pay fOf great expei iel IC8S n different gerves. 
Al you have to do is be c:orrmtted to makng 
great product. 

And finally, one selfish request: I want my 2D 
Metroid in HD and Half-Ute 3. The wait fOf these 
two games is Idling me. 

Er-.oy the insane amomt of games that are out 
this month, and the issue. 

>> 56 
Transformers: Fall of Cybertron 
This successor to War for Cybertron refines the 
single-player experience, giving each robotic change
ling unique abilities like Optimus Prime's devastat-
ing airstrike. A wealth of new characters join the 
robotic war, including the return of Grimlock and his 
mighty Dinobots. 
by Matt Miller 



regulars 

8 Feedback 
We question the importance 
of backward compatibility, 
laugh at how terrible the 
Super Mario Bros. movie 
was, and learn a thing or 
two about My Little Pony: 
Friendship is M_agic. 

16 Connect 
The growing presence of 
mobtle games is undeniable, 
and this month we share our 
top 20. We also celebrate 
some significant video game 
anniversaries and explore the 
best beat 'em ups to bloody 
your knuckles. 

74 Prnlews 
We check back in on 
Ezio's most recent high-
flying exploits in Assassin's 
Creed Revelations, commit 
vehicular homicide in Twisted 
Metal, and control hellish 
minions on the Vita's /l.rrrr'f 
Corps of Hell. 

96 Rnlews 
Expectations for Batman: 
M<ham City are sky-high. 
But are they high enough? 
by Andrew Reiner 

116 Game Over 
Don't know your Matrix 
from your Energon? Get 
up to speed with our 
Transformers Primer. 
by .Matt .Miller 
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The Things We Do For Love 
It has been a long time since this 41-year-old 
man jumped up and down with excitement in the 
middle of the street, but that is exactly what I did 
when I pulled the newest issue of Game Informer 
out of the mailbox and saw the dead psycho on 
the oover. I didn't have to open the magazine 
to knolN what was inside, and your coverage of 
Border1ands 2 did not disappoint. Thanks for a 
great magazine and helping this old fart retain 
some of his youth. 

Richard K. Smith 
Starke, FL 

When I saw the familiar cartoon-like art of 
Border1ands on your oover, I was ecstatic. I 
grabbed it from my mail stack as fast as I could 
and flew upstairs to read it. I was getting to 
the best part of the article on Borderlands 2 
when my brother saw me with the magazine. 
My brother is sort of a weirdo and since he 
paid for the subscription he would only let me 
read it under one condition: I had to let him sit 
on me for an hour. Like I said, he's weird, but I 
just want you to knolN how dedicated I am to 
Game Informer. 

Shealtiel Mulder 
via email 

We've heard from some dedicated read
ers over the years, but the kind of punish
ment you're willing to endure to read our 
magazine has left us both Impressed and 
disturbed.Congratulations? 

If It Ain't Broke 
After reading the oover story on Border1ands 2, I was extremely distressed when I read that 
Gearbox is "fixing" the cumbersome split-saeen support. If I am reading the article correctty, 
they are removing split-screen to be just like all the other games that sacrifice fun for particle 
effects and shiny lighting. Are they really removing one of the things that made Border1ands 
so awesome? 

Jeff Warf 
via email 

We received a few letters from worried couch co-op fans regarding Gearbox's plans 
to fix spllt-scrMO support. Rest assured the studio Isn't scrapping local two-player 
co-op altogether, but merely improving UI and performance issues present in the first 
game. The fixes won't stop your friend from hogging all the loot, mind you, but that's 
what arm punches are fori 





,... •• ,.Cid: 
Many readers wrote In to ask 
why our Know Your Clds quiz 
from Issue 221 was missing 

Cid Kramer from FF XIII. Those 
readers passed the test. 

lllad ....... 
tole■dllltl' ...... 

Qll1llhlw 
'Do you know what games 

are for the Vrta?' 

Yes. 

'Do I have to play the other 
Elder Scroll games to play 

Skyrim?' 

Nope. 

·tt I give you a lifellme supply 
of roast beef and horseradish 
sandwiches, can I have a free 

subscription for a year?' 

Yes, actually. 

'How to get games on the 
computer to play. • 

(Letti The OuakeCon 2011 
Skyrim demo was so good that 

it caused Stevl Robbins to go 
Into labor - though she and 

her fiance Chaz Tlne refused to 
leave until It was over. Behold, 

the newest gamer In the family: 
Atari. (Centerl Adam, Bryan, 
Jeff Cork, and Phil enjoy some 

fine German beverages at a 
famous Cologne brewery with 
90 percent of the Joe Danger 
development team. (Rightl 

Tlm met an unexpected 
celebrity during his trip to 

Japan - KFC's Colonel Sanders. 
We didn't have the heart to tell 

him it was just a statue. 
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PorchStation 3 
My parents force me to keep my PlayStation 3 
outside on our porch because the only other 
1V Is In their bedroom and they don't want me 
and my friends In there. This porch has extreme 
glare, is ridiculously hot (I live In california), and 
is too far from our router. Also, I have allergies, 
and playing in the hot sun and the Santa Ana 
wind has made me sick twice but my parents 
don't seem to care. Apparently me buying a 1V 
and putting it in my room would 'lower my IQ," 
studies say. This is total S.S., right? Should I be 
taking this? 

Harry Kidd 
via email 

The degree of how much B.S. you should be 
taking from your parents Is directly propor• 
tlonal to your age and how dependent you 
are on their resources. Our guess Is yes, 
you should be taking It . 

Nobody's Perfect 
I just wanted to say how much I agree with the 
Opinion article that games should have more 
consequences for failing objectives (Managing 
Your Mistakes, issue 221). It's been my opinion 
for years that games need to create repercus
sions for a player's mistakes instead of telling 
them to do it again until they're perfect. Like the 
author writes, how many protagonists in other 
forms of media are perfect? Failures should 
not rewind the world but shape it. Mistakes 
should not lead to repeating a choice, but create 
new choices. That would allow players to feel 
attached to the world by understanding that 
what they do matters. 

Jordan Stone 
via email 

Thanks a lot for the article Managing Your 
Mistakes. However, the biggest flaw of the article 
is also its biggest strength: It was written from 
the viewpoint of someone who values story in 
a video game. Compared to things like graph-
ics and gameplay, both developers and players 
don't always necessarily view a good story as 
being all that important. So ~ the author truly 
wants more garneplay possibilities like those 
found in L.A. Noire and Heavy Rain, we must 
show with our pocketbooks that these are 
the kind of stories we want to see in games in 
the future. 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

Christian Sharp 
via email 

oontinoed oo page 12 
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anrued kom page 10 

(Left) Dan's Inability 
to speak Japanese 
got him into a few 

predicaments during 
this year's Tokyo Game 
Show. (Right) Based 

on this Japanese 
girl's reaction, we're 

guessing a broken 
heart symbol means 

the opposite of what it 
does In America. 

COl11iooed on page 14 
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Let It Go 
What is the deal with companies removing 
backwards compatibility to save cost? Rrst, 
Sony removed PS2 compatibility from the 
PS3, and oow Nintendo is sayng there will be 
no GameCube compatibility for the Wri U. Am 
I wrong in my understanding that it's all the 
same hardware and all game companies need 
to do is include a few lines of code to have the 
backwards compatibility? It seems like a mini
mal cost for something that would significantly 
boost sales . 

Gabriel Babbitt 
Orlando, FL 

Yes, Gabriel, you're very wrong. Supporting 
a previous console's entire library of games 
is a massive undertaking, requiring extra 
hardware (as in the case of PS2 games on 
the PS3) or software (as in the case of the 
Xbox 360) to emulate the functions of the 
older system. Expecting the Wii U to sup
port GameCube games is like expecting 
your MP3 player to support 8-track tapes; 
when two products are so drastically dlf• 
ferent, you can't expect an old piece of 
technology to be supported indefinitely . 
Hopefully you'll be too busy with games for 
the new hardware to revisit a previous gen
eration's titles, but If you really want to play 
your old games, hold onto the system they 
were made for . 

-





"Bacon has run its course 
as 'the best thing ever." 

"You should hire ninja 
assassins for your writers.' 

Who says we don't already? 

How do you plan Oil paying 
for this seasoo's flood of high 

profile games? 

conlnJed from page 12 

(Leftl We have no idea what Ben 
is doing in this picture, or why his 

pants are wet. (Center) Luck
ily, Ben composed himsett before 

meeting BioShock lnfintte voice 
actors Troy Baker and Courtnee 

Draper, along with Irrational Games' 
Ken Levine. (Right) Here's hoping 

the ending of Gears of War 3 lives 
up to GI reader Steve Loose's 

expectations, because lasering 
off that tattoo would be mighty 

painful (Far Right) Ever wonder 
what happens when Ben Reeves 

and Ben Hanson are left alone 
together? Night seesaw riding, 

that's what.. 
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Power-Ups To The People 
In issue 221, we asked gamers to name 
their favorite video game power-ups. 
Marlo's invincibility star was the most 
common reply, but readers had plenty 
of responses highlighting other games 
and abilities. 

My favorite is Dog Mode from the 1995 game 
Rise of the Triad: Dari< Wars. It was a unique 
take on God Mode, where you were invincible 
and killed with one htt, but you had the first-per
son view of a dog's snout and his paw slashed 
out when attacking. 

Stephen Williamson 

My answer has to be Quake Ill: Arena's Quad 
Damage. There's just something about hearing 
"Quad Damage" and knowing you're about to 
waste a few people - or you're going to end up 
splattered against the wall ~ you come around 
the wrong corner. 

David Strate 

In Half Life 2, when the game gives your gravity 
gun a super strength upgrade, tt becomes the 
most destructive and fun weapon in video game 
history. Who doesn't want to throw electrocuted 
alien soldiers at other not-yet-electrocuted 
alien soldiers? 

Alex Rubin 

I would say the classic star from Mario. Why? 
Not because tt grants invincibilfy, but because 
tt makes you flash like colorful rave lights and 
music starts playing off your freaking bodyl 

Brady Smith 
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Into the 
Great Unknown 

Questions Surround Nintendo As It Enters A Critical Phase 

N 
intendo held a 3DS press conference 

before the Tokyo Game Show to try to 
boost the handheld's outlook. but it 
wasn't until afterward that the com

pany unveiled the Expansion Slide Pad. Although 
the peripheral. which adds a second analog stick 
to the handheld, wasn't the focus of the compa

ny's presentation. it has arguably created more 
of a stir than anything at the press conference -
and not in a good way. Was this an attempt 

to redeem a handheld whose main draw -
glasses-free 3D - hadn't driven big sales? Are 

the rumors that Nintendo will release another 
version of the 3DS with the second analog 
stick included true? 

Consumers· confusion over the periph
eral only exacerbated the feeling that even 
after Nintendo's price cut of the system. an 

attractive slate of upcoming games. and 
now expanded functionality due to the 

possibility of a second analog stick, the 
handheld remains on uncertain ground. 

But the questions surrounding Nintendo 
don't just stem from the introduction of 
a new peripheral. Since the tremen

dous success of the Wii, Nintendo has 
entered an unpredictable time in its 
history. After amassing a larger num-
ber of fans through both the Wii and 
its handhelds, the company faces a 
challenge in carrying them forward 
with the Wii U, 3DS. and beyond. 



Price Cuts & Peripherals 

On July 28, Nintendo announced it was cutting the price of the 3DS from its launch price 
of $249.99 to $169.99 - just frve months after the handheld was released in the U.S. The 
move sparked a drop in the company's stock price, a pay cut for Nintendo president and 
CEO Satoru Iwata and other executives, and the creation of the 3DS Ambassador program 
(which gives out free downloadable games to ear1y adopters) in order to try to recoup 
goodwill from those who'd already bought the system. 

Nintendo's move could have been spurred by a study in Japan by Goo Research 
that showed the unit's price was consumers' number one barrier to entry. While sales 
numbers have increased after the price drop, the Expansion peripheral could suggest 
larger concerns regarding the system. 3D functionality was ostensibly the raison d' ~tre 
of the system, and the ear1y sales struggle of the 3DS and the confession of the need 
for more functionality from the system points to 3D not being as big a draw as Nintendo 
expected. This kind of Identity crisis can't help with consumers who are already unsure 
about what the handheld has to offer. 

French website 01 net.com - which correctly called information about the 3DS Slide 
Peripheral and Wii U before they were officially announced - has reported that Nintendo 
also plans to release a newly configured 3DS that permanently includes the second analog. 

Hopefully this new version of the 3DS sells for the current $169.99 price, or consumers' 
price concerns may return. H OW0\18(, Nintendo is already losing money on each handheld 
sold, and adding a second analog stick likely won't help the situation. 

"It's ugly and it's just not an elegant solution." says Billy Pidgeon, senior analyst at 
M2 Research, of the peripheral. •11 is problematic if you're going to add another analog 
stick to the basic configuration. It's quite likely they'll have to drop the price again on the 
current configuration because, when you see an upgraded version coming out, it does 
tend to soften the market for the previous version." 

Until then, Nintendo is pleased with the effects of the price drop. According to the 
company using NPD sales data, 185,000 units were sold in a 19-day period after the 
price drop offlCially went into effect - a 260 percent increase from a similar period in 
July. This sounds impressive. However, if Nintendo's own figures regarding the number 
of units it's shipped is any indication of demand for the 3DS, even if you double the 
number of handhelds shipped out in April through June of this year to accommodate 
for the price cut, it still wouldn't equal the number of DS Lites being shipped out to 
stores In America. Only time will tell if the 3DS sustains this pace and saves it from 
being a failure. 

connect 17 
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"The Wii U Is Not Going 
To Sell Like The Wii'' 

Whether the 30S can retain its new customers 
remains to be seen. Nintendo will experience 
a similar transition when the Wii U comes out 
sometime in 2012. The Wii has sold phenom
enally, but hardware and software numbers have 
trailed off from their peak a f&N years ago while 
competitors Microsoft and Sony got stronger. 
Bringing over the Wii crowd to the new system 
could be a challenge, as the Wii hasn't done a 
great job in retaining its audience through qual
ity software. "They failed to exploit that larger 
market by training those new gamers in the 
value of new software and getting them to buy 
more regularly," explains senior analyst Pidgeon . 
'They didn't stick with it." 

Pidgeon also feels that some of the low-quality 
software on the Wii created comparisons with 
much lower-priced mobile and free-to-play 
experiences. Nintendo's Iwata has dismissed the 
possibility of the company dMng into the mobile 
gaming or freemium markets, but he's also put 
forth the challenge that Nintendo has to create 
content that is worth paying for. 

Nintendo has started down this path with the 
Wii U through the promise of better third-party 
support and involvement of Western develop
ers from the get-go. The Wii U's feature-packed 
controller, HD graphics, and interoperability 
between the controller's screen and the TV 
certainly give developers lots of possibilities. 
Iwata and Nintendo are also pledging an 
up-to-date online structure for the platform. 

All this costs money. Nintendo hasn't revealed 
how much the Wii U will cost, and that is an 
important detail. The Wii was helped by the fact 
that it was cheaper than the Xbox 360 and PS3, 
but it's very possible the Wii U will be closer to 
or even higher than the current prices of those 
systems. Although the techno~ packed into 

the Wil U may well warrant the platform's price, 
It could be too much for Wii fans who liked the 
system because it hit that sweet spot of acces
sibility In price and functionality. Despite the simi
larity of the two console's names, the high-tech 
dual screen interoperability of the Wii U's control
ler (and the fact that currently you can only use 
one of those controllers with the console at a 
time) is a far cry from the simplicity of Wii Sports, 
for example. Nintendo must also adequately dif
ferentiate the system from the PlayStation 3 and 
Xbox 360 In ways that consumers find exciting, 
as well as future-proof it from those systems' 
inevitable successors in the next few years. 

Whether it's the Wii U or the next systems 
from Microsoft and Sony, Pidgeon believes that 
none of the new platforms will sell as fast as the 
previous consoles because the environment is 
different than it was five years ago, emphasizing 
the fact that people are buying fewer games but 
enjoying them longer. "The Wii U Is not going to 
sell like the Wil," he says. Even though Pidgeon 
thinks console sales will be slower going for 
everybody, Nintendo lsn 't helping Itself by wast
Ing Its Wii audience, as he previously explained. 

If Pidgeon 's prediction that the Wii U won't 
sell as fast as the Wii comes true, what will 
Nintendo's reaction be? Will the company 
drop the price of it as fast as it did with the 
30S? Nintendo's Iwata fears that consumers 
might have that perception and that it may pre
vent people from buying the Wii U. But whose 
fault is that? Although the 30S price cut has 
spurred sales, Nintendo has started down a 
path that there is no going back from. With a 
reactionary 30S price cut and a home console 
that's arguably coming out too early, Nintendo 
is betting that a lot goes right so that it all 
doesn't go wrong. ♦ 



A nother month brings more studio 
closures. This Ume Codemasters' 
Bodycount studio (game shown) has 

been shut down, as well as EA's Visceral 
satellite in Melbourne, Australia. Elsewhere 
In Australia, LA Noire developer Team Bondi 
has entered administration, which means its 
assets are being sold off and they are look
ing for a buyer. 



-~L ongtime readers of this magazine have probably sensed a 

~ running theme around this time each fall - the Tokyo Game 

,, Show is quickly losing relevance. Once a massive convention 

~ on the level of E3, each year seems to bring fewer major announce-

1/✓ ments or new content for upcoming titles. If you're just looking at the 

~ 20 

~ 

numbers, the show is as big (if not bigger) than ever; a TGS press 

release states that this year set a new attendance record of 222,668 

visitors. Despite the impressive numbers, gaming journalists on the 

show floor expressed a unanimous sense of disappointment over the 

games on display. 



A TTENOEES LINED UP at kiosks for big-name titles like 
Skyrim, Uncharted 3, Rage, and Battlefield 3, but discovered 
old GamesCom and PAX builds once they reached the front 
of the line. Big names like Microsoft had table scraps when 
it came to new content, limited to a new Dance Central 2 
song and another (very rough) Kinect Star Wars demo. 

The theme of old demos was one that ran throughout the 
show floor, especially for games popular with western audi
ences. At E3, American gamers and media are used to tons 
of floor space dedicated to shooters like Battlefield, Call 
of Duty, and BioShock Infinite. These games were either 
absent from TGS or occupied very little space, while dis
plays for Japan-friendly titles like Monster Hunter and Final 
Fantasy Theatrhythm took up significant real estate. 

Even with an air of disappointment hovering over the 
show, some titles managed to Impress. Our hands-on time 
with Soulcalibur V left us thinking it might be the best entr) 
since the Dreamcast original (read the preview on page 78). 
and the PlayStation Vita continued to make a positive 
Impression. Regarding the latter, Sony announced that the 
portable will hit Japanese shelves on December 17 of this 
year. Alongside the system at launch will be 26 games, 
Including the highly anticipated Uncharted: Golden Abyss 

Members of the American press may have wished for 
more Western titles on the floor, but the Japanese public 
didn't seem to mind when they arrived en masse on the 

public days. Gamers cosplayed as their favorite Monster 
Hunter, Final Fantasy, and anime characters as they posed 
in the concourse between the main halls. Lines on the show 
floor were long, but the public seemed eager to get an early 
hands-on experience with the various titles. 

From a news perspective, Tokyo Game Show 2011 had 
little impact on the titles American gamers look fOIWard to. 
However, it seemed like a success when you look at the 
attendance and the enthusiasm displayed by the public. 
While members of the media nnay not have many block
buster announcements to write about, Japanese gamers 
surely seemed to enjoy themselves while getting a rare 
chance to experience the convention atmosphere. 

If the show hopes to remain relevant outside of Japan, 
however, it could benefit by following the lead of conven
tions like E3 and GamesCom and embracing titles devel
oped outside of their country. Western audiences nnay not 
go crazy over IPs like Yakuza and Monster Hunter, but 
non-Japanese shows still manage to squeeze in news 
about them. It's obvious that Western publishers have 
little faith in the Japanese market's interest In their games, 
considering most of these titles were In small booths in 
low-traffic areas of the show floor. Japan's lack of interest in 
Western games is having a huge effect on the TGS experi
ence, and if things continue in this fashion, the show is at 
risk of becoming an Insular event. ♦ 

More Notes 
From The Show 

News out of the show may have 
been sparse. but that doesn't 
mean press conferences were 
completely barren. Here are a 
few of the noteworthy items 
corrung out of TGS: 

+ Final Fantasy X will be 
the next title to get a 
tugh-defimuon makeover. 
While no release date was 
announced, development of 
Fmal Fantasy X HD is said to 
be ·well under way." 

+ Despite the lack of a 
Nintendo booth on the show 
Door. the already-notorious 
cucle pad attachment was 
shown at lhe Capcom 

+ 

+ 

+ 

booth. The bulky add-on 
1s compatible with Monster 
Hunter and Metal Gear Solid: 
Snake Eater 3D (among oth
ers). and will release for ap
proXIITiately $20 USD. No U S. 
release date has been set. 

Metal Gear Sohd: HD 
Collection will see a 
Vita release. and Konami's 
·uansfamng· feature is 
likely to be included. 

Surpnsing those who 
expected a holiday 2012 
release or later. Soulcal!bur V 
(above) was announced as 
a QI 2012 title. It will also 
include a special guest char-
acter that wlll be unveiled 
at an upcoming event. 

New colors were unveiled 
for PS3 and PSP. The former 
will be released m Japan 
in red and blue, while the 
latter will have a new black/ 
red combination. A U.S. 
release was not announced. 
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PLUG IN ANY REAL GUITAR*ANO THI!: CJAMEPLAY WILL ADAPT TD YOUR SKILL LEVEL, WHETHl!:R YOU'RE AN EXPERIENCEO 
MUSICIAN, OR HAVE Nlf:VER PLAYED A GUITAR IN YOUR LIF"I!:, CHOOSE F"ROM OVER 50 BONGS IN OIF"F'ERENT STYLES, MASTER NEW 
TALENTS WITH F'UN MINl•BAMES, DEVELOP REAL ■KILLII WHILE PLAYING REAL MUSIC, ALL WITH AN HONEIIT•TO•GOODNESS GUITAR, 

Lynes 
Mild Cartoon Violence ~XBOX360. XBOX 

LIVE. SEE IT IN ACTION AT R□CKSMITH,C□M 



C 
rysls is a perfect example of a 
title looking for a second chance 
on the downloadable cin:uit. Since 
its release in 2007, I've always felt 
bad that more people didn't get a 
chance to uy rt. Here is one of the 

most innovative and beautiful first-person shoot-
ers in years, and only dedicated PC players with 
powerful machines got to see it. At long last, and 
afte,, a sequel has already released in the series, 
the acclaimed first game is finally making its ~ 
to consoles as a downloadable title for XBLA 
and PSN. Developer Crytek is retouching the 
original single-player game with n&N lighting and 
other visual effects before releasing the port for 
$20 on October 4. Beyond cosmetic features, 
the developer is also tweaking combat balance 
and controls for your state-of-the-art Nanosuit. 
For players who never had a PC beefy enough 
to handle the game, Qysis tels the story of a 
group of soldiers sent to investigate a strange 

island in the South China Sea. What begins as 
a conflict against North Korean military forces 
u,folds into a greate,, danger - an alien force 
that is slowly transforming the island. Crysis' 
original release was accompanied by near
universal critical acclaim, hailing its tight gunplay, 
open approach to encounters, and breathtaking 
visuals. If you never got a chance to play it, you 
should undoubtedly consider this n&N port. 

Few games so consistently have GI editors 
coming back to play month afte,, month like 
Pinball FX 2. The excellent pinball simulator 
has already seen a wealth of DLC in the form 
of n&N tables, and that precedent is continu
ing through the rest of this year. While Zen 
clued us in about several oool n&N levels on 
the~. we're most excited by Epic Quest, 
a brand n&N table that dramatically changes 
the styte of play. Specifically, Epic Quest is a 
role-playing game wrapped into the traditional 
pinball gameplay. Players control Max, a gallant 

knight out to kill monsters, score some loot, and 
rescue princesses. /ls you play, Max will run into 
encounters - usually monsters that he'll have 
to fight with a combination of shields, swords, 
axes, and spells that are cast by hitting desig
nated targets on the table. Win the fight, and 
you'll gain XP towards your next level. The really 
oool bit? Your gear and level carry over afte,, a 
Game O,,,er. Start a n&N game and you can pick 
up where you left off in Max's race to get ever 
stronger. Loot has three categories (yellow, blue, 
and purple epics, naturally), and your level will 
determine your rank from Minor Knight all the 
way up to Epic Hero. Leveling maxes out at 100, 
so it sounds like Zen is aiming for a lot of replay 
value. /ls if Pinball FX 2 wasn't already enough 
of a time sink, Epic Quest has me scared about 
my time management skills, especially since it 
releases in the middle of the busy November 
game season. 



I've been keeping my eye on Monaco for 
some time now. The game's been busy gather
ing up awards for over a year, including the 
coveted Seumus McNally Grand Prize at 201 O's 
Independent Games Festival. The game is finally 
inching a little closer to an actual release on PC 
and at least one undisclosed console sometime 
in 2012, and I'm extremely excited to play the 
final product. Monaco plays as a heist game 
in the style of Ocean 's 11 . Each of up to four 
cooperative players picks between eight classes, 
and your task in the heist is tied to your unique 
abilities. The Hacker can deal with computers, 
but the Gentleman can disguise himself and 
others on the team. The Redhead distracts and 
seduces guards as the Locksmith gets past that 
well-protected door. The seemingly primitive 
pixelated graphics hide a brilliant and suspense
ful design that has players attempting to skulk 
through dimly lit hallways, divert guards, and 
infiltrate heavily protected facilities. Randomly 
generated features change levels upon repeated 
plays, so you never know what might go wrong 
in your quest to steal the loot and get out with
out being discovered. Plus, the game includes 
everything from a single-player campaign to 
co-op available online or on the same screen. 
There's even a level editor. Monaco doesn't 
have a release date yet, but it's definitely one to 
keep an eye on during the post-holiday lull in a 
few months. 

I don't know what to make of PlxelJunk 
4am.The project, previously titled PixelJunk 

Lifelike, appears to be less a game and more of 
an interactive musical experience. The name is 
drawn from the dance club scene, in which the 
late night hours tends to scale back from wild 
energy to mesmerizing trance beats. 4am takes 
that unique style of music, and gives players 
the ability to create and manipulate the sound 
using the PlayStation Move controller. Flip in 
one direction, and a synth track starts up. Tap a 
but1on to hear a low frequency filter kick in. It's 
questionable how much utility the game will have 
for regular players, but the innovative title could 
be a hit at parties. The combination of dance-like 
moves and music creation won't be for every
one, but I'm intrigued enough to want to try out 
more of the game myself. 

I was a big fan of DrinkBox Studios' first 
game, Tales From Space: About A Blob. 
The PlayStation 3 exdusive was a chann-
ing puzzle/platfonner about an alien blob that 
slowly grows in size from a lab experiment to 
an international threat. The same team is now 
hard at work on a new downloadable game, 
one of the first announced for PlayStation Vrta. 
Tales from Space: Mutant Blobs Attack iterates 
on the platforming action of its predecessor, but 
adds a number of new elements into the mix. 
This time, you play a grumpy and ill-tempered 
blob that is out to eat everything in its path, from 
the environs of a frat house to a sprawling city. 
In additional to traditional thumb-stick controls, 
the team at DrinkBox is integrating touchscreen 
options to enact powers during gameplay. I've 

seen some early glimpses of the game in action, 
and the puzzles seem to have the same unique 
physics dynamic that made the first game so 
fun, albeit in brand new levels. It's good to know 
that Vrta is already getting some strong indle
pendent developers behind it. Trtles like Mutant 
Blobs Attack are just the sort of thing the system 
will need to draw in dedicated gamers. 

I think it's awesome that we're about to receive 
an HD remake of Oddwortd: Stranger's 
Wrath HD. I loved the Oddwor1d games without 
exception, so I'm stoked about seeing one of 
the games running at 60 frames per second. For 
those who never played the original, Stranger's 
Wrath is an action game that combines third
person navigation with first-person shooting. You 
play Stranger, a bounty hunter with a big secret 
who spends much of the game rounding up 
outlaws. He uses a variety of weird "live ammuni
tion" in the form of insects and other creatures 
that can be shot from his crossbow. After a 
long wait, it looks like the gorgeous remake is 
on track for release this fall on PSN. Developer 
Just Acid Water claims to have visually updlated 
all 80-plus characters in the game, and much of 
the environmental textures and geometry. The 
team has also moclernized the user interface 
and added in a number of easter eggs and 
unlockable extras. I can't wait to replay this 
great game, even if it is one of the lesser-known 
installments in the Oddworld universe. ♦ 

l.ookng for mae info a1 tkJwnloadabl8 and iltJependent games? Head Ol9" ID ~co,nli7'Jl)lse 
for JJIIM8WS, /B\Oiews, and mae about Ille best;, Ille~ game sarie. F« mae ~ 
game good)ess in this issue, you can mad <H fBIOiews of fies/dent Evl: Code ltwooica X and fies/dent El'il 4 
a1 p, 103, Renegade ~ a1 p, 105, and &.moul Crash alp, 106, ,-,s check out <H scae for Rock of 
lv}es alp, 112. 
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Ken, during the 
panel, you talked 
about how you 
wenm't pres-
ent during the 
recording ses
sions for the first 
BloShock. How 
was your experi
ence dlffenmt this 
time around? 
LEVINE: For 
BioShock, I was on 
a phone conference 
call to the recording booth in New 
York, so I was never physically 
present with the actors, but I did 
direct them. This time around, 
the three of us were in a hot little 
closet-sized room together. We 
might try something different, fail, 
talk about it, then I'd go off and 
write a few lines before coming 
back to try it again. Being able to 
do all that in real time was very 
powerful, and it allowed me to 
collaborate in a way that I couldn't 
physically collaborate with my 
actors before. 

What drew you to these two 
actors In particular? 
LEVI E· You know, it's weird, but 
you already hear the character's 
voice in your head, so actors have 
to inhabit a character that you've 
already written. With Troy I was 
very drawn to what I first heard. I 
thought that it was a voice that I 
could sit and listen to for 10 hours. 
That's a very basic thing for a 
game. You can't really hire Gilbert 
Gottfried to be your main voice 

actor. There is a tenor 
and a tone and a qual
ity of the voice that's 
important, but it's also 
important how an actor 
inhabits the dialogue 
and how they inhabit 
the character. I think 
that Courtnee has a 
tiny bit of roughness to 
her voice, and I really 
liked that. It's not just 
a sing-songy voice. It 
seemed like her emo

tions were very accessible to her, 
which was very important. 

Courtnee, during the panel, 
you mentioned that you were 
Just about to give up voice 
acting and go Into law school 
when you got offered the part 
for BloShock Infinite. 
DRAPER: Yeah, I'm in law school 
right now. I just started 
like a week ago. That's 
what I was doing all 
day yesterday, because 
I knew I wouldn't be 
able to do much study
ing at the convention. I 
woke up at 6:00 AM. 
this morning so I could 
do some criminal law 
before PAX. 

LEVIN[ She was 
actually being accused. 
She was standing trial. 

DR PER: [Laughs] Actually 
when I got offered this job, I had 
already taken the LSAT and I had 

already applied to school, but then 
I booked this and Ken and the 
producers and I had some discus
sion about what that meant. "What 
was going to be my focus?" But 
this project had quickly become 
near and dear to my 
heart, and I was so 
excited about it, and 
excited to be a part 
of something that 
was groundbreaking. 
I didn't want to lose 
that opportunity. But 
that means that right 
now I'm straddling 
both worlds. 

Troy, since play
ers will be looking 
through Booker's eyes the 
whole time, It seems like you 
might be at a disadvantage 
trying to convey emotion 

without the benefit 
of facial animation 
or gestures. What 
did you do to help 
players associate 
with Booker and 
understand his 
thought process? 
BAKER: One of the 
phrases that Ken has 
kind of drilled into 
me was "drain the 
swamp." Whatever it 
is that you think you're 

doing that's interesting you need to 
pull that out. And that's really hard, 
because a lot of the time you want 
to put something interesting in, but 
oftentimes a scene is more inter-

esting when you boil it down to its 
essence. It's interesting, but almost 
across the board, my first take is 
my best. If it's flawed, it doesn't 
matter. Even ff I stumble, my first 
take is usually my best, because I 
haven't had time to think about it. 

Did you guys ever go Into a 
scene thinking one thing, and 
then record It and end up 
somewhere else? 
.EVINf· When you write a char

acter like Andrew Ryan you're 
always writing a speech, because 
Andrew Ryan always speaks like 

he's gMng a speech. 
Certain characters are 
like that, but Booker 
and Elizabeth are a lot 
more honest and true 
to the moment. Players 
need to feel like they 
are a character mixed 
up in all this, so I had 
to write much more 
concisely. The whole 
horse exchange [from 
the E3 demo] - we 
had to get that whole 
scene across in like 12 

seconds of dialogue. 

BAKER: We rewrote that scene 
like six times. 

LEVINE: I just kept writing differ
ent things, because I didn't know 
which one was going to sound 
right, so I think I actually wrote like 
fifteen different versions of that. 
Sometimes we'd record it angry, 
but then we'd take it into the 
game, and I'd be, "Oh my gosh, 
Booker just sounds like an a------." 
We did a second round with that 
scene, because we had to find the 
right tone where he was upset and 
scared and freaked out. Iteration is 
what the whole recording process 
is about. ♦ 
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343 Industries talks building a top-class team to take up 

the mantle on on_e of gaming's most treasured franchises 

On October 1, 2007, word began to leak that the developer synonymous with Halo, Bungie Studios, split off from Microsoft. A 

few days later, the two companies confirmed the news, with Bungie gaining its independence back and Microsoft retaining 

the rights to Halo. Quelling fans' immediate fears, a major condition of the deal incfuded Bungie creating two more Halo titles, 

which eventually became Halo 3: ODST and Halo: Reach. Meanwhile, Microsoft announced the creation of a new division. 343 

Industries would handle all things Halo: licensing, publishing, and most importantly, incfude an Internal development studio. 

Since then, 343 has released Halo waypoint, which ties together the community site with an Xbox Live app, and overseen the 

creation of animated collection Halo Legends. The fruits of its gaming labor weren't clear until this year's E3: a remake of Halo 1 

from third-party developers and the long-awaited Halo 4, created solely by the new Internal team at 343. Now that 343 can finally 

talk about what it's working on, we spoke to key members of the team about building a studio from scratch, creating Halo 4, 

why they decided to make Halo: Combat Evolved Anniversary, and what it's Uke to take on Halo and all the fan expectations that 

come with it. by Bryan Vore 
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What's ,our approach to the 
story In Halo 4T 
@1•f.ililjtjjW!.-j !studio creative direc
tor, creative director of Halo 4): 
We approach the story in layers 
or channels in terms of, "What is 
the most critical path thing that 
everybody needs to understand?• 
Then underneath that starting to 
layer additional infoonation on the 
narrative side to really support the 
experience and give those players 
who care deeply about the story 
the ability to explore further and 
learn more. 

And for Chief specifically it's been 
a really interesting exploration for us 
because we know that we want to 
bring forward more of a sense of, 
"Who is this character?· in a way 
that you have never really seen in a 
game specificaJ1y. I think there's a lot 
more development of Chief or John 
within the books and the comics. It 
was really interesting to think about 
how we can start to surface more 
of that in the game, but at the same 
time maintain that really precious 
balance between that and, ·rm the 
player. I need to have a sense of 
ownership over what I'm doing." 

Do you find any dlfflcul-
tles creating drama or ten
sion when Master Chief 
has nea~pennan levels 
of lnvulnerabillty'P 

ll!imlD I think it's interesting to 
think about what would it mean 
for Chief to experience failure. 
It's something that he's definitely 
had to deal with in his past, but 
it's never really come forth within 
the games. It is a challenge when 
you're dealing with a character 
who is so perfect in so many ways, 
but then beneath every surface of 
perfection there's got to be idiosyn
crasies and the things that make 
each of us tick, and those are the 
things that I think are so interesting 
to me personally. 

i31341Mi#31!1 /executive producer, 
Halo 4): I think that's the hard bal
ance: How do we give him some 
extra layers of interest without 
making the player feel Ike he's 
been diminished in any way? 

ll!imlD A lot of that comes from 
putting him in situations where 
he needs to make tough choices 
where the solution isn't always 
obvious. That really helps express 
more about who the character 
is depending on the choice that 
he makes. 

Is the Halo 4 engine based 
on elllstlng Halo tech or Is It 
all-7 
ma It's different from 
Anniversaly. We ... I almost revealed 
the codename for a second .... 
[laughs] This is an engine based 

on some of the past Halo tech for 
sure. But it's also something this 
team has been working on to sort 
of optimize it for what we're doing. 
It's a completely internal piece of 
technology, but it Is based on a lot 
of the Halo foundational tech. 

WIii classic musical themes 
from Marty O'Donnell's score 
return, or will audio direc
tor Sotaro "TaJeen" ToJlma 
(Metal Gear Solid 4) take the 
music In n-directions? 
c:Iil!m'lll I think there's a really 
important legacy there in Halo with 
the music. There are a lot of clas
sic themes that fans have come 
to know and love and expect from 
Halo. At the same time we're really 
embarking on a new journey and 
we're exploring new places that 
you've never seen in Halo before. 
For that reason there are going to 
be new themes that are established 
that really tie into that experience. 

ma Tajeen has a huge 
amount of respect for Marty and his 
music, so I don't think there's any 
desire on his part to say, •0ti, that's 
done. Now we move forward.• He 
definitely cares very much about 
bringing some of that forward. 

Are there any tradltlonal 
Halo elements you'd like 
to tweak? 
ll!imlD It's been this really great 
kind of exploration for us where 
we've wrestled with, "What are the 
things that we carry forward? What 
are the things that we maintain to 
keep that amazing Halo feel while 
at the same time exploring [some
thing] new?" But there was always 
amongst our team a real desire to 
stay true to what the core of Halo 

gameplay is so that when you pick 
up the controller when you play the 
game for the first time there's no 
doubt in your mind that. yes, this 
is absolutely Halo. It feels like Halo. 
It plays like Halo. It's different. It's 
new. It's fresh. But it has that famil
iarity that I think people will expect 
from a Halo game. 

A lot of people Imagine this 
huge rivalry between 343 
and Bungle. What's that rela· 
tlonshlp like In real life? 
ma We're all part of the 
Seattle game development com
munity. There are good friends in 
both studios and I think that will 
always be there. I think there will 
always be, because we're game 
studios, healthy competition 
between studios. But that's good, 
right? We look at it as it helps 
make us better - and it allows 
mutual friends at the bar to snipe 
at each other. 

Ciil!m'lll We've partnered together 
for such a long time that it has 
made the whole process easier. 
But it's always hard for someone 
when you're - I'm looking at it from 
Bungie's perspective - for 1 O years 
they built this incredible universe 
and this incredible experience and 
for them moving on to their next 
great thing is always going to be a 
little bit bittersweet. It's natural for 
people to try to read something 
into that, but we've always found 
common ground around our love 
for the universe and our respect 
and devotion to the fans. So many 
of us came here to work on Halo 
based on a love for that universe so 
we have a tremendous amount of 
respect for Bungie. 





High Profile 
Departure 

Shortly after we vIs1ted 

343 Industries. gam111g 

site Kotaku ran a story 

detailing the departure 

of Ryan Payton, narrative 

designer of Halo 4. Payton. 

who rose to prormnence at 

Kojima Productions before 

working on Halo 4 for over 

a year. said lie "wasn·t 

creatively excited about 

the project anymore." He 

said he e111oyecl his tune 

at 343, IJut, '·Tile Halo 

I wanted to bu1lcl was 

fundamentally ditterent 

and I don't think I had 

built enough cred1b1ilty 

to see such a crazy en-

deavor through." Microsoft 

released a statement 

saying, "Ryan has been a 

great friend and colleague 

during his tenure at 343 

Industries and we apprecI-

ate his contributions to 

the team. We wish Ryan 

the best 111 his new game 

development venture." 

Microsoft also added that 

Payton's slot had been 

filled by Armando Troisi. 

lead cinematic designer 

on Mass Ettect 2. 

{continued from page 31) 

At Halo Fest you revealed 
that the - Reclaimer 
Trilogy will shed llght on the 
Fontn1nners. How did you 
decide to explore this? 
l!iililH I always thought about 
the Forerunners as a combination 
between ancient Egypt and Easter 
Island, where it's this enigma. If 
you think about Egypt in particular, 
there was a point in human history 
that isn't so long ago, I mean, the 
end of the 19th century/beginning 
of the 20th century, where we liter
ally had no idea who or what the 
ancient Egyptians were. In fact, 
until they found the Rosetta Stone, 
all of the hieroglyphs were com
pletely ambiguous. Now they can 
be read fairly trivially. It's not like the 
ancient Egyptian culttxe became 
less interesting once we found out 
what was going on, What it did 
was open up a whole nf1N universe 
of mysteries about their culture. 

[With the Forerunners] it was this 
huge untapped well of fiction for us 
where we had the unusual step of 
having to go very far back in time, 
roughly 100,000 years for canonical 
purposes, but make very human 
connections. We worked with Greg 
Bear to start that process [with The 
Forerunner Saga] and his second 
book [Halo: Primordium] is due on 
my desk at the end of the week. 

How did you decide to 
remake Halo 1? 
ll1!m That was a really hard deci
sion. When we started the studio, 
that was one of the number one 
fan requests. I initially said no 
because I thought that was almost 
sacrilegious to touch the quintes
sential, best game of the franchise 
so far. Then we started thinking 
about what we were going to do 
for the 10-year celebration. We 
decided to move forward, but the 
entire studio was really apprehen
sive about us messing it up, like 
that's not the right first thing for 343 
to do. We have a green light pro
cess for things moving from proto
type, and at that time [we saw] the 
button to switch between old and 
nf1N [graphics]. When we saw it we 
were like, "Okay, this is oool." 

O'CONNOR: Weirdly the only thng 
we didn't have to worry about n 
the entire process was, Will the 
campaign be fun?• So then the 
challenge became one of "What do 
we do to add to this experience?" 
We had to do something that cel
ebrated what people liked about 
it and what people wanted added 
to it. There are things like achieve
ments and skulls and all those 
kinds of things, but I think the hard
est part of the process was figuring 
out what to do with multiplayer. 

Yeah, there are a lot of 
people calling for the ortgl
nal multiplayer engine. 

l!iililH The origna1 Halo CE 
multiplayer engne is awesome. 
We get it. We wish we coud 
have done that, too, but it's very 
antiquated tech IOlogicaly. It was 
kind of a freebee spinoff of the 
campaign effort n the frst place. 11 
only WOl1<ed on the system link and 
cfidn't have a netwooo,g model as 
a result. To recreate that experi
ence accurately would have been 
a tremendous amouit of effort, 
two or three years of graftng on 
a modern networkng model. We 
had to make a decision to get it 
done in a timely fashion. And also 
fundamentally we didn't want to 
say to the Reach fans "Oh, we're 
going to interrupt your experience 
and decimate your popuation and 
ecosystem because we have a 
r,fN,/ but old thing .• 

So we 8118f1tualy made the deci
sion to make the multiplayer 1U1 n 
the Reach engi1e and have them 
talk to each other pretty rruch 
seamlessly, but also knowng that 
there was going to be a lot of fuss 
about us not using the origna1 
Halo CE engne and there's a lot 
of demand for that. We made a 
decision that we could build a title 
update for the Reach oode that 
would be able to add a lot of the 
classic behaviors and gameplay 
features, ncluding the Halo pistol, 
and sort of give us the ability to, 
through matchmaki1g, create very 
pure classic experiences than can 
live side by side with the conven
tional Reach gameplay. People at 
Halo Fest tried the title update, tried 
the new maps, and seemed to be 
really happy with where it's headed. 

When you look at the Halo 
.....__ schedule, by 2012 
there will have been at least 
a game a year for four solid 
Y9■f'S. Is Halo becoming a 
yea,ty franchlN? 
ll1!m It wasn't set up to be an 
amual cadence. Sometimes prod
ucts slip. Halo Wars and Reach 
weren't exactly timed at where they 
originally started out, 

~ Those are actually pretty 
happy experiences. I think that was 
a good cadence for those products 
and they all were pretty successful. 
You have to have something every 
yeer, whether it's a map pack or a 
game or an experience because 
there's demand for it. We aren't 
deliberately settng up to create an 
amual factory. It's just going to be 
a case of "What are our production 
schedules ike? What is demand 
ike? And what are the things that 
we're naturally fitting into that?" 

We've got Halo Annlvenay 
this ,..., Halo 4 In 2012. It 
- llke a posslblllty that 
a Halo 2 l'9lllake would flt In 
the following rear and then 
Halo a. 
liiililH Sure, it's a possibility 
but right now there are no plans 
to remake Halo 2, for example, so 
it would fall down there already. 
But coming out of Halo Fest 
and coming out of Anniversary 
people are like, "When am I get
ting Halo 2?" We have to take that 
seriously as a company so we' re 
looking at it. We just don't know if 
it makes sense. Halo Anniversary 

was celebrating ten years and It 
was a really specif JC beat. Halo 2, 
sure, there's demand for it, but we 
have to figure out if it's natural. You 
know, there's a Halo 2 map in Halo 
Anniversary. The maps were picked 
based on whether they'd been on 
the 360, whether they worked with 
Reach, We didn't sort of monolithi
cally take bad maps from Halo 1 
and put them in there just for the 
sake of It. There was a very careful 
selection process. 

You spoke In a Halo Feat 
panel about canning certain 
cool features becaun they 
didn't flt with Halo. H- do 
you make the call on n
addltlons to Halo gameplay? 
l!iililH Sometimes things like 
that are really cool unto them
selves, but they don't feel exactly 
like a part of the flow of a tradi
tional Halo game. But the balance 
point there is what do you do to 
add to that? What do you do to 
evolve and layer on new features 
so that the game is going forward, 
not just resting on its laurels? We 
have done some new stuff and 
there will be some things that will 
even be controversial because 
everything you do in Halo is con
troversial. But we feel that they're 
definitely natural fits, and as we go 
through playtesting people can't 
live without some of the things that 
we have added.~ 





Double Dragon Scott Pilgrim vs. the Wor1d 

Anal Fight 
This 1989 
arcade game 
from Capcom 
is a stone cold 
masterpiece. 
Final Fight's 
gorgeous 
sprites seemed 
enormous at the 
time. So much 
in this genre is about character and this had it in spades: pro 
wrestler-turned-shirtless mayor Mike Haggar, crooked cop 
Edi. E, and the whole freaking Andore family. Tight mechanics 
and sweet moves like the pile driver sealed the deal. 

Teenage 
Mutant Ninja 
Turtles 
Is it possible 
that any fran
chise Is more 
perfectly suited 
to this genre? 
All four turtles 
can be played 
at once, they 
all have unique weapons, and an army of palette-swapped 
robotic foot soldiers Is built Into the fiction along with sweet 
bosses like Shredder and Krang. Plus, who could forget slicing 
open a hydrant to blast away fools? 

Golden Axe 
Technos Japan followed its own urban brawler, Renegade, with 
the groundbreaking ballad of Billy and Jimmy Lee in 1987. So 
many staples started here: co-op, full scrolling levels, taking 
weapons from beaten enemies. It also has one of the most 
memorable openings (Marian's gut punch) and endings (the 
brothers' tum on each other) in gaming history. 

Whoever arranged the deal for this video game-Infused indie 
comic to become a brawler is a genius. Scott Pilgrim and 
three pals take on waves of thugs on their way to defeat 
Ramona's seven evil exes, who are perfectly suited as boss 
characters. Rising star artist and animator Paul Anderson took 
the River City Ransom inspiration [see entry 7 on this list] and 
blew it out to a staggering degree. 

Yet another classic brawler released In 1989, Golden Axe 
yanked the genre out of grimy city streets and into an imagi
native fantasy setting. A dwarf, amazon, and barbarian named 
Ax Battler (who defied his parents' wishes and chose a sword 
instead) each had their own powerful magic and could fight 
from the back of a dragon. 

River City Ransom 
This Technos Japan gem has the distinction of 
being created specifically for the NES rather 
than the arcade. Gamers loved the distinct 
squat characters and exaggerated expres
sions, the wacky shops where you could buy 
all kinds of crazy food upgrades, and the run
ning dialogue from enemy characters along 
the bottom of the screen. Barf! 
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Guardian Heroes 
Treasure's phenomenal brawler only released 
on Sega 's ailing Saturn console when it 
landed in 1996 and for this reason has 
remained a cult game while others on this 
list have moved on to fame and glory. That 
all changes this fall when Guardian Heroes 
receives an XBLA re-release. Now everyone 
can enjoy the vastly branching paths and 
creative three-plane battlefields. 

The Simpsons Arcade Game 
Licensing issues will probably block this from 
ever getting a proper re-release (who knows; 
X-Men finally made It), but the Simpson 
family's romp through Springfield just plain 
ruled. Konami perfectly captured the cartoon 
art style, sprinkled in recognizable landmarks 
and cameos from minor characters, and 
integrated team-up attacks. 

Batman Returns 
Do not get the excellent SNES version of 
Batman Returns confused with the 50 other 
crappy versions for other consoles. This was 
the best Batman game until Arkham Asylum 
came around, featuring a killer Danny Ellman 
soundtrack, a great combat system (you 
could smash two guys' faces together!), and 
exquisitely gothic backgrounds. 
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Sucker Punch Joins 
the Sony Family 
After having success with both the Sly Cooper and Infamous franchises, Sucker Punch Productions has grown 

into one of the PlayStation's most important developers. Appropriately, the studio recently announced that it had 

been acquired by Sony, becoming a part of the company's impressive stable of developers. We recently spoke to 
Sucker Punch co-founder Brian Fleming about the studio's past, present, and future. 

interview by Matt Helgeson 

How did you come up with the concept of 
Sly Cooper? The idea of adding the jewel 
heist and light stealth to a 3D platformer 
was pretty unique. 
We talked about the different ways we could 
imagine a 3D platformer working. A lot of times 
they got pretty wacky - "Our main character is 
an armadillo and he's collecting jello blobs.' We 
wanted to have something that made sense 
at a core level. So we thought about the main 
character being a thief, which motivated the 
traversal, traps, and collection aspects. We 
wondered why no one had done it before. We 
were trying to design the character and we'd 
had a raccoon as a villain in [Sucker Punch's 
previous game - Ed.] Rocket: Robot on 
Wheels. I remember our art director at the time 
having this vision of a raccoon putting on a thief 
mask - that joke of a masked animal putting on 
a mask was the idea. 

Back on the PS2, Sony had Sucker Punch, 
Naughty Dog, and Insomniac all working 
on big triple-A platformers. Now, you've all 
moved on to more adult-oriented franchis
es. Do you think that era of the platformer 
Is over and does that bother you? 
I think there are a lot of games that are like 
that, they Just aren't on console - they're on 
your phone. But as far as console games, this 
business is an evoMng business and things 
constantly change. If you want to rest on your 
laurels, It's horrible. But if that's what you love 
about this business like we do, it's the best 
thing ever. Each generation brings rtf1,/Y oppor
tunities and challenges and brings things in a 
new direction. Input devices have been revolu
tionary as of late - whether that's Guitar Hero 
or motion control or balance boards, there's all 
kinds of innovation going on. To me, every time 
the market leaps forward it disrupts everything. 
I think that's one of the great things about 
this business. 

Sly Is coming back in Thieves in nme, and 
you're handing It off to Sanzaru, which did 
the Sly Collection. Was that your decision 
or Sony's? 
We're excited, but we're at arm's length with 
that title. Those guys are making great prog
ress and we're happy that they love that IP as 
much as we do. Sony could not have found a 
better team to go tackle that. But the realities 

of being a one-game studio, which we take a 
great deal of pride in because it allows us to 
focus, means that we're going to have to have 
those moments where we let someone else 
take over something that we worked on. You 
have to be all right with that. Every decision has 
a consequence, and that happens to be a con
sequence of this. 

Was it hard on an emotional level to let go 
of your baby? 
I think it's the opposite. You're optimistic that 
someone else is going to keep the flame burn
ing. My children are now old enough that I can 
play the Sly Collection with them, and we're 
anticipating the next game. We get to be fans 
for a little while, and that's fun too. 

More recently, you've been focused on 
Infamous. I'm curious about the origin of 
that project. It's essentially a supertlero 
tale, but one that exists outside of any 
comic book universe or IP. Not many peo
ple attempt that. 
The truth is that most all video games are about 
superheroes. Crash and Sly are superheroes in 
a weird way. But we explicitly wanted to try to 
see ~ we could make a better superhero game 
starting as a video game than you could make 
if you took a comic superhero and ported it to 
a video game. The thing that resonated with 
us was that the powers given to Aquaman or 
whoever were designed with a narrative and an 
ensemble cast In mind. We're making a video 
game, so we care a lot about how the powers 
play and feel and how movement works. It was 
a neat opportunity for us to define a power-set 
and a universe that was a video game first. ... 
Without being a jerk about it, the iconically 
bad series of Superman games - the problem 
wasn't that the people who worked on them 
were bad, it was that the IP didn't work well as 
a video game. The way to fix it isn't to make a 
better Superman game, it's to design an IP that 
works well as a superhero game. 

Moving towards the development of 
Infamous 2, what were some of the biggest 
changes you wanted to make or biggest 
improvements you wanted to make? 
The thing that was the most pressing for us 
was to take a game, which we thought was 
pretty good mechanically, and do a better job 
of presenting it. It was our storytelling, our visu
als, and the emotional experience the player 
goes through - how do we improve those 
aspects of the game? How do we reach the 

presentation quality and the epic feel and the 
scale of the bosses - the things you see in a 
modem superhero movie. We felt we fell short 
of that in the first game and we wanted to 
reach for it in the second. 

One of the big surprises with Infamous 2 
was the user-created content feature you 
added to the game. Not many third-person 
action games have done that. Had you 
been paying attention to what had been 
going on with UttleBigPlanet? 
Certainly the proxlmity to the UttleBigPlanet 
guys and ModNation at Sony madle it some
thing we would consider. But I think what made 
the decision for us was exactly what you said -
nobody had done this. It seemed ~ke it was 
doable, and tt madle a lot of sense. We make 
missions and stick them in the city, why can't 
customers do tt? For us, it made sense. We 
madle a little lV commercial for how we would 
imagine the user-generated content feature 
would be [marketed]. We made a pretend Kevin 
Butler ad, actually. We showed it to the product 
development guys at Sony, and !her reaction -
especialy from Shoei Yoshida, the president of 
worldwide studios - was "You guys are crar; ~ 
you don't do this, it's a good idea." So it helped 
to have his 110te of confidence. I think it worked 
out really well. we·n be at 100.000 missions 
fairty soon. 

You've now been officially acquired by 
Sony, and are a part of their worldwide stu
dios. How long was that In the works? 
Things like that don't happen overnight, but 
it's not 6ke it's been in the works for five years. 
I'd say we've worked hard over the past five 
months, trying to see ~ everyone thought it was 
the right thing to do, and doing al the work that 
led to it. We've probably been seriously talking 
for about a year. 

Was this your Idea or Sony's idea? 
It was a little bit of both. Af various times, either 
side was the one that was canying the ball on 
it. From both of our standpoints, we wanted to 
continue to work together. This was a way to 
give everyone confidence that that was going 
to happen for a long time. It makes it easier 
for us to make bigger, riskier investments. It 
makes it easy for them to have confidence that 
we're working hard and our interests are fully 
aligned - there's nothing that separates us. We 
like that. It's been that way for almost two full 
generations, and I think we felt like it was worth 
putting a ring on tt. [1..aug1s]. 

11,■11ii 
1980 
PAPERIIONEY 
Usmg money from tus 
paper route. Fleming buys 
an Apple II computer and 
begins teaching himself 
to program 

1985 
CAIJFORNIA LOVE 
In the summer following 
high school. Fleming 
gets his first gig in video 
games. programming the 
Apple O verSJOn of Epyx's 
Ca!Ilomia Games 

1985 
IIUDDCWB 
Fleming begins llis higher 
educauon at Harvey Mudd 
College. purswng a degree 
In pl1ys1cs 

1989 
THE GREAT 
NORTHWEST 
Fleming relocates to the 
Seattle area and takes 
a job at Microsoft as a 
program manager 

1995 
TIME WITH A GENIUS 
Flernmg spends 15 
months as Bill Gates' 
personal teclullcal advisor. 
conducung researth and 
anending meetings and 
bramstomung sessions 
with the legendary founder 
of Microsoft 

1997 
ANEW START 
Along with some colleagues 
from Microsoft. Flernmg 
leaves to stan Sucker Punch 
Producuons. a new video 
game studio 

1999 
ROCKET 
Sucker Puncll releases 
Rocket: Robot on Wheels. 
a well-done platforrner for 
the N64 

2002 
THE THIEF 
Sucker Puncll releases Sly 
Cooper and the Thl8V1US 

Ractoonus. an engaging 
platformer. The game 
spawns two successful 
sequels on PlayStauon 2 

2009 
DARKER WATERS 
Abandoning Sly. Sucker 
Puncll releases Infamous. 
a dark and amazmg 
superhero tale for the 
PlayStatlon 3 

2011 
STELLAR SEQUEL 
Infamous 2 is released. 
earning praise for its 
garneplay. story. and 
content creatfon toots 
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beer in one hand 
and shouting at the 
1V, I finally under· 
stand football,· 
declaresStalCraft 
II design director 

Dustin Brol.vder. The "Barcraft" 
phenomenon Brol.vder is gushing 
about, where gamers take over 
a sports bar and put Sta/Craft II 
streams on the estabishment's 
high-def cfisplays, has aocelerated 
ns spread across the United States 
since being oovered in The wa, 
Street Jouma/. valve gave a~ a 
million dollars to a Octa 2 team for 
winning a tournament of a game 
that isn't even out yet. Riot Games 

announced a five million dollar total 
purse for the second season of 
Laague of Legends. Professional 
gaming is no longer some weird 
Korean activity, incomprehensible 
to Western audiences. The Mure 
of pro-level competitive gaming has 
finally arrived. 

Professional gaming has been 
around for years, but the last 
12 months have seen explosive 
growth for a-sports worldwide. 
-We've seen this really good year 
where things have dicked and the 
global audience has responded 
to those efforts." says Major 
league Gaming CEO Sundance 
DiGiovanni. StarCrafl II and League 

of Legends have come 
on to complement 
the strong first-person 
shooter stable that has 
formed the traditional 
backbone of Western 
a-sports. Social media 
has ceased being a 
buzzword and become 

part of everyday lffe on the Web. 
The journey Is finally paying off. 

It seems obvious f')(Y,N, but 
stepping out of the shadow of 
broadcast 1V for the wide-open 
world of the Internet was a major 
win for a-sports. "The numbers 
that we produce onllne, any tradi
tional media person, anybody who 
breaks down the demographics 
we're trying to reach ... when they 
see what our viewership patterns 
are on the Internet, any feelings of 
inadequacy immediately go out the 
window." DiGiovanni says. 

Browder is more succinct in his 
view of pro gaming's relationship 
~h media. 'For a long time, we 
were dependent on television to get 
this stuff out. If a television station 
didn't think we were cool enough, 
they wouldn't pick us up, and then 
we were left in the dark." he says. 
'Now we've got our own 1V and 
n's called the Internet. and we can 
watch n whenever we want.' 

MLG set records this year for 

concurrent online stream view-
ers (138,000 at the Raleigh Pro 
Circun in August) and live in-person 
spectators (20,000 at the Anaheim 
Pro Circun in July). For his part, 
Browder recommends attend-
ing a pro event if you ever have 
the opportunity. 'It was abso-
lutely amazing to sit there [at the 
Anaheim event! in a crowd of thou
sands watching StarCrafl II and 
at the same time watching people 
play Halo, watching people play 
Call of Duty. Just amazing to watch 
all of these fans corning, all to stare 
at a screen, all to watch these high
caliber players throw down. It was 
a total blast," he says. 

This would all be old news 
in South Korea, of course. Pro 
StarCraft leagues have been run
ning in that country for years, and 
the 201 0 prize pool for the top 
league hn roughly $500,000 -
which doesn't include any separate 
tournaments or events that Korean 
pros compete in. Blizzard's 2007 

we've got our own TV and it 

ed the Internet, and we can w 

- StarCraft II design director Dustin Browder 



Worldwide Invitational packed two 
enormous Olympic stadiums with 
over 60,000 fans. Top players have 
a level of celebrity in their home 
country unheard of anywhere else 
in the world. 

Browder sees Korea as the tip 
of the spear, and a big reason for 
the popularity wave hitting Western 
markets now. "There was a core 
group of very passionate a-sports 
watchers here in the United States 
and Europe that I don't think 
existed [unti0 Korea exported it to 
the rest of the world," he says. "The 
minute that StarCraft II hit, these 
guys were obviously ready." 

This has been a great year for 
a-sports so far, and drawing in well 
over 100,000 viewers for a live 
stream over the Internet is a great 
acccmplishment, but it still has 
plenty of room to grow. Browder 
would like to see developers and 
publishers make more investment 
in the phenomenon. "It's very easy 
to make a game with 
very flashy graphics 
that looks really great 
in screenshots. It's 
very hard to make 
a game that looks 
good but still is clear 
enough to watch 
live," he says. "If 
I had something I 
could stand on and 
shout, I would tell 

our brothers that are making first
person shooters they need to get 
on this." 

E-sports have made huge gains 
in presentation and popularity, 
but DiGiovanni sees things just 
getting better. League of Legends 
is a massively popular competi
tive title that is still hitting its pro 
gaming stride, and "[MLG hasn't) 
really executed with Riot yet,• he 

admits. Gears of War, Battlefield, 
and Modern Warfare all have 
high-profile sequels out to keep 
a-sports riding high in the coming 
months as well. Expect to hear 
plenty more about pro gaming in 
the near future - none of these 
trends show any sign of revers
ing. "I've never seen such fertile 
ground," DiGiovanni says. ♦ 
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Over the course of the last two and a half decades, Ubisoft has grown 
from a meager distributor finding its footing in the gray market to 

of people speaking different lan
guages. I was really impressed. I 
arrived, and spoke with Christine. 
It was about 6 o'dock in the 
afternoon and the amazing thing 
was after a while she received 

a publishing powerhouse responsible for some of the most popular 
franchises in video games. 1n celebration of its 25th anniversary, we 
spoke with its key power brokers about the triumphs and challenges 
it has encountered along the way to becoming the third biggest 
interactive entertainment publisher in the world. 

a phone call from someone in 
Brittany, which is like 300 or 400 
kilometers to the west, and they 
asked me to go there. I took the 
train and arrived in the total coun
tryside with oows and farmers, 
and there was a nice taxi - a kind 

Growing up in a small village in the north
western French province of Brittany, the five 
Guillemot brothers are exposed to business 
at an early age by their parents, who own a 
farming company. Each yea,; the brothers 
are expected to pitch in with the family 
business, rotating between various jobs like 
delivery, shipping, and accounting. After 
attending university and getting the entrepre
neurial bug, the brothers decide to rejoin the 
family business and diversify its approach. 

1'YN Gallleaol: We were worl<ing with farmers 
so the margins were very tight. The business my 
parents had was actually declining and so we 
had to find new businesses, so my older brother 
Claude started with CD audio. That was a new 
revolution. Then they started to sell computers 
to farmers. After that they created a shop that 
sold all sorts of things for farmers on top of 
normal chemicals and parts. In this shop we 
started to sell video games because they were 
part of the things that could be supplied. We 
had 20 machines in stock and probably 100 
copies of software. 

When he went to the U.K., my brother Claude 
realized that he was buying from his [French] 
supplier at two times the cost it was sold in 
the U.K. to the public. So that's where he said, 
"Maybe there's a business here." It was just 
at the beginning of the Amstrad (a popular 
European gaming PC-ed.], and so in 1984 
we started a mail-order company. 

Cec:Ue Comet: I know that when they started to 
think about the business their mother was help
ing with the accounts and she said to her sons, 
"Do your business, but there is one condrtion -
dio it together and with equal shares." I think her 
advice was very important for them. 

CllrlatlM ..,._.Qaeaard: It was really the 
beginning. The qualrty of the games was so drt
ferent than what we can see now. I'm not sure 
people can imagine rt they haven't lived through 
that - what a game looked like in those days. It 
was being led by the U.K., but there were start
ing to be a few publishers in France, as well. 
That was the time of lnfogrames and a few more. 

'l'G: There was a specific business - you had to 
have the right game. As the mail ordlers started 
to grow fast, we went from mail order to selling 
to retailers that were anxious to get product at a 
reasonable price. When my brother discovered 
the difference In price, he started to import the 
games so we were selling them at 50 percent 
of the price the other suppliers were selling rt to 
customers. So that's how Ublsoft was created in 
1986. We said, "Okay, we really have to see how 

we can create those games, because we know 
how to buy them. We know what is working, as 
we love to create and play those games, so we· 
should organize ourselves to create them." 

CBQ: We had a few bunches of kids who came 
along who were working at their desk or their 
bedroom or in their garage on some game ideas. 
They came and presented the games to us, and 
we decided to take the risk and see where rt 
would lead us. 

Rather than recruit 
developers to their Paris 
office with the rest of the 
operations, the Guillemot 
brothers decided to lure 
them with the promise 
of worl(ing in a unique 
environment - a gorgeous 
chateau in Brittany. Led 
by brothers Gerard and 
Michel Guillemot, here a 
small group of developers 
started worlcing on the first 
intemal Ubisoft projects. 

CBQ: This was very much 
a marketing thing really, 
and we also thought it 
would be great to have a place where we could 
actually lock all of our developers together so 
that they could develop games and finish them. 
It was not always easy when you have a bunch 
of 18- or 19-year olds to realize that when you 
start a game and you start talking to the press 
about tt and you start investing Into it, you have 
to deliver. So the first aim was to make sure 
that everybody was under the same roof so we 
could have everybody contained in a way. 

lllc:bel Ancel: I was around 14 or 15 when I 
started to program. It was 1987 or '88, and a 
lot of people were talking about the ozone layer 
problem in the stratosphere, so I did a funny 
animation with the molecules of the ozone and 
the oxygen, and you had the bad CFC bullying 
and breaking the oxygen. It was like a short 
animated movie. I sent this project to Ubisoft 
because they were doing a contest in a maga
zine that would let you win a computer. I won 
nothing, but I got a phone call from Ubisoft. I 
was surprised because the magazine was not 
directly connected to Ubisoft. They asked me 
to come to Paris. I was quite young. I took the 
train alone from Montpellier to Paris. Their office 
was In a suburb of Paris - a lot of graffiti tag
ging and dirt - I got lost In the subway. It was 
horrible. I don't understand how my parents let 
me go alone [Laughs]. Since I was eight or nine 
my parents let me do whatever I wanted. This Is 
good and bad [Laughs]. 

I found the Ubisoft office after hours and hours 
of looking. It was a small apartment with a lot 

of limousine - waiting for me at the train station. 
It was like in a movie. Then, after an hour in the 
countryside, we arrived at a castle. I didn't really 
know what they wanted me to dio because all I 
did was send my ozone project. Here I met one 
of the Guillemot brothers - Gerard. 

While I was doing that ozone animation I was 
making games too - programming, doing 
the animation, the graphics, the music. I was 
really making games for my friends. The game 

I showed them [Brain Blaster] Is now on the 
Internet - I found tt because there are guys 
trying to preserve old games with emulators. 
So Gerard wanted me to finish that game for 
them. It took me about six months to finish the 
game, which I did at home, and they did a sur
prising thing and sent me the first Game Boy in 
Frarice. Before rt was released officially, they sent 
me the console. Because the game was a mix 
of action and puzzle genres, they wanted me to 
think about something for the Game Boy. I then 
had to figure out how the console worked, which 
was very interesting because tt was like being 
introduced to the Japanese culture of making 
games really early - 60 frames per second, look
ing at Mario, etc. But I didn't have the develop
ment kit, so I moved to Brittany with my family 
and that's when I started to work on the Game 
Boy. I did some work on the Star Wars adapta
tion. We also had the Super Nintendo develop
ment kit and tried to think about game concepts. 

It was really the beginning of Ubisoft as a 
developer. They were trying to be really close to 
Nintendo and Sega. In some ways tt was qurte 
surprising because most of the developers were 
developing for the Amiga or Apple. 

YO: We couldn't keep the castle for more 
than 18 months or two years because rt was 
too complex. It was difficult to heat during the 
winter. We had one guy whose cost to heat his 
room was $1 ,000 per month. So we said okay, 
maybe we should come back to something 
more conventional. 

Ywwwa-1 
Founder, CEO 

Clll1stlne ....... .......,. 
Executive Director 
of Worldwide Studios 

S.W-NMCNI 
Editorial Executive 
Director 

lacllelAIICel 
Creator of Rayman and 
Beyond Good & Evil 

AlalnC--
Executive Director 
of EMEA Territories 

llawlerhlx 
Managing Director 
of French Studios 

Cecllel:GrMI 
Director of International 
HR & Communications 

Yllllllllllallllt 
CEO' Ublsoft Montreal 
and Ubisoft Toronto 
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Abandoning the chateau In Brittany. Ubisoft 
concentrated its development talent back 
in the Paris metro area. Not eve,yone was 
happy with the relocation. 

lllc:bel Ancel: I was not really comfortable in 
Paris. My family was not able to move there 
because it was very expensive. I was really 
young, and I had nobody. If you move to Paris 
without money it's horrible because you are in 
a bad apartment, and you don't have money 
so you can't go to the good part of the city, so 
you're just walking. I decided to leave because 
at the same time it was really the beginning, 
and Ubisoft didn't exactly know what to do. 
It was their first experience managing a devel
oper, and for them it was quite complex to 
organize, and we were really few - we had like 
five (developers]. I went back to Montpellier 
after half of a year. 

At this point it was the beginning of 3D, so I was 
doing some 3D art and things like that, but it 
was not my real passion. I really wanted to make 
games, so I started working on Rayman in 2D 
doing animations and the character controls. 

~t~soft put a 
lot of money into 

Rayman, and it was 
the time of 30 so 

we were like, 'Okay, 
we're making a 20 
game. How are we 

going to sell it?"' 

'hN Galllemot: 
When he went 
to Montpelrler we 
said okay, ff you 
have something 
good that you 
create, come 
to us and we'U 
help you. 

IIA: The cool 
thing about 
Ubisoft is ff you 
go, you can come 
back. I've seen 
other people leav
ing and returning. 

I think it's a good part of the company culture -
the feeling that you can live your own experience 
and come back ff your ideas are still good. 

Serve ea-et: I don't have a good memo,y, 
but this I remember wen. We had a meeting 
with Gerard Guillemot, Yves Guillemot, Michel 
Guillemot, and mysett, plus Michel Ancel and 

Frederic Houde - the two who created the 
[Rayman] concept. It was a picture of a big, 
giant trombone and you had to imagine the 
player inside. It was a totally strange design, 
and I felt that it could be a cool place to play 
with the wind and all that kind of stuff. Michel 
had already worked on the animation system 
alone in his corner for six or so months, and 
the fluidity of the animation was great. Nothing 
else was close to that in the industry at that 
time. We liked it, but it was not a game yet -
it was R&D - but I liked it. I said to Yves, 
Gerard, and Michel that we have to do 
this game. 

MA: There was one very important person at 
Ubisoft - he's now the CEO of Garneloft - Michel 
Guillemot. He's an incredible guy who works 
in the shadows, and he's a visionary. He really 
understands how to make games internally and 
he created the model to get all these young 
developers on track. He understood what they 
wanted to do and helped make them more pro
fessional. When we worked on Rayman I was 
quite young, but he gave us a lot of responsibility 
to design and create. 

We were supposed to do the game on the 
Super Nintendo CD system, which never came 
out. We spent some time working on the title but 
it took so long. Then Michel [Guillemot] took the 
project and said, "If you want to do this project, 
we need to bring in a lot of people and a lot of 
money. We're going to need to organize the 
project.· That's when everything changed. 

YG: Michel, who is a very organized and 
structured guy, said okay, we are going to do 
a big part of the work in Paris. Everything that 
we can automatize will be done in Paris and 
all the artistic stuff will be done in Montpellier. 
So we had the best animators, we had lots of 
very highly talented people here taking the data 
from Michel and making sure they could fit in 
the level of quality and depth that the market 
needed at that time. 

MA: We moved to the Atari Jaguar, then we 
moved to the PlayStation, and the project 
became bigger and bigger. We went from two 
developers to over 100 people. During this 
period it was incredible to have 100 people 

working on the game. Only in Japan and the 
U.S. were there teams that big - in France it 
was not possible to imagine something like 
that. Ubisoft put a lot of money into Rayman, 
and it was the time of 3D so we were like, 
"Okay, we're making a 2D game. How are we 
going to sell it?" 

YG: We wanted to create a game that came out 
with the PSX. That was really on purpose - to 
come with a new machine - because we knew 
that to beat Japan on platforming games we 
had no chance but to come on a new machine 
quicker than them. 

Alain Corre: We were looking at all the big 
Japanese companies with big eyes. You know, 
the Gapcoms, the Namcos, the Konamis, and 
so on. We were very impressed by what they 
were doing. But we said, "With this one, maybe 
we have something. This is the first time we 
have a product that could bring us to the 
next level." 

YG: There were only nine games available on 
the PSX when we shipped Rayman in 1995, so 
customers didn't have much choice but to try 
this one. The press had to test this one, so they 
could really look at the depths of the game and 
the quality. [If we had shipped it] one year later, 
it wouldn't have been as big a success, because 
there would have been too many games. The 
sales at first were very good per country, but the 
game was expensive because we wanted to do 
better than the Japanese. It took us probably 18 
months before the game was profitable, but it 
continued, continued, continued, and became 
immensely profitable with time. 

Chrtstlne Burgeu Quemard: We all felt that 
Ubisoft became recognized when we launched 
Rayman. That was first game that really mat
tered and made us a publisher. 

In the ensuing years, Rayman, Rayman 2: 
The Great Escape, and Rayman 3: Hoodlum 
Havoc combined to sell over 20 million 
copies, making Michel Ancel's creation the 
first legitimate hit series in Ubisoft history. 
The success empowered the company to 
go public in 1996 to raise more capital for 
its internal development endeavors. 



BPBfJ-tlt'3 
N:R1H AIVIERICA 

The /PO raised $80 million in cash, which 
Ubisoft leveraged in expanding its worldwide 
footprint, opening up branches in China, 
Canada, Spain, Italy. and Morocco. With new 
studios up and running, the publisher needed 
new intellectual properties that appealed more 
to North American sensibilities to broaden its 
penetration in the burgeoning mari(et. 

'hell Gulllemot: We were opening all these stu
dios in Montreal and China - and one in Japan to 
make sure that we could get the dev kits at the 
same time as the Japanese because Europeans 
and Americans always had a six-month delay. 
So we had a few studios, but afterward it was 
extremely difficult to grow, because it was difficult 
to create new brands each time. When [other 
publishers] have been there for four or five years 
and they're well trained and they have brands, it's 
more difficult [to break into the market]. 

Alain Cone: We were known in France, in 
Europe, less in America, because we didn't have 
an American-centric franchise. So we had to 
find a way to get into this huge market, which is, 
today, the biggest global market. 

YG: We had a very good opportunity in '99 
when the Internet arrived in Europe. We saw the 
opportunity to take advantage of it. At the time 
we had four brothers working on the company -
Christian was in accounting, Michel was taking 
care of the studios, and Gerard was working 
with all the project managers. So we said, "Okay, 
with the Internet we should probably leave one 
person in Ubisoft on full-time, and have Gerard 
and Michel create Internet companies." At the 
end of '99 Gerard started Gameloft. That was 
the company that was supposed to do free-to
play games. The market was there, but it was 
very difficult to monetize. So it was in a way a bit 
too ear1y. In parallel, Michel started a company 
that made games for phones. Ubisoft sold the 
rights for its games [to these companies]. By 
doing that, the share price of Ubisoft multiplied 
by five. In March 2000 we said, "Okay, the value 
is high, we should make an increase in capital.' 
So we raised 170 million Euros, and quickly after 
bought Red Storm. 

AC: Tom Clancy allowed us to push ourselves 
into the U.S. market because it was a big U.S. 

brand. It definitely opened gates a lot wider. 
Yves said if we can do something with this 
franchise, it has so much potential. And for us 
at that moment, it was a lot of money based 
on our revenue. So it was a big bet. But it was 
a bet worth taking because suddenly we were 
being recognized as a company that was not 
only European centric. 

Serge Huc:oet: At that time we were very 
action-adventure oriented. We had a racing 
game called Pod and some Formula One, 
but we were not that good in other fields. 
Red Storm was a very good opportunity to 
change that. We liked a lot of stuff there; they 
had maybe the best animation system at the 
time, and it evoked a very strong feeling of 
being on a tactical team. The gameplay was 
great. So we thought it would be a great match 
to work with them to bring what we knew 
about console games with their knowledge 
of Tom Clancy, war games, PC, and online. 

Working on a shooter was a totally new experi
ence for us. Some people think it's easier to be 
first person instead of third person. In third-person 
perspective you have to take care of the camera. 
But with first-person games you have to make it 
very responsive, very accurate, and very precise. 
It takes a completely different set of skills. 

YG: The team at Red Storm was one of the best 
multiplayer creators at that time on PC, which 
was a very developed wor1d. When we saw 
Microsoft coming with their console with multi
player, we said, "We have one of the top two or 
three teams on multiplayer, we should work with 
Red Storm to do a console version." 

AC: In 2001 when the original Xbox came, 
nobody wanted to develop for it. Yves decided 
that it was important, because the technology 
was there. It was better than the previous con
sole, and he wanted to bet on this one. With 
Ghost Recon, we decided to embrace Xbox 
Live. We were the only one with Halo to be on 
Xbox Live in a big way. 

YG: What we have seen in the past in the indus
try is very often the innovations come first on 
PC, and we can bring them to consoles after 
and make them easier to access. Uke voice on 

console multiplayer - it took time to come, but 
it really became strong when you could speak 
because you had no keyboard on the console. 
A big part of the multiplayer experience was 
chatting at the same time. 

It's funny because until the end, most of the 
people were not convinced this would be 
the best multiplayer experience. Everybody 
believed Epic, who had Unreal Tournament, 
would do a lot better. But because of Red 
Storm's experience managing customers, 
managing latency, and managing servers, they 
came with a game and an experience that was 
actually very good and better than most of the 
other games. 

In successive years, a young Ubisoft Montreal 
studio collaborated with Red Storm to create 
Ghost Recon and Rainbow Six 3, two titles 
that took advantage of console connectivity 
to deliver destination mu/tip/ayer experiences 
that consistently ranked near the top of the 
charts with Halo 2. Moving from the Xbox, 
GameCube, and PlayStation 2 to the next-gen 
consoles, sales kept going strong with Ghost 
Recon Advanced Warfighter and Rainbow Six 
Vegas. To date the Rainbow Six and Ghost 
Recon franchises have sold 23 million and 
18 million units, respectively. 



While Ubisoft Montreal worked diligently 
on these shooters, a small in-house research 
team was developing a wildly different take 
on the Tom Clancy universe. 

Serge Hucoet: The game started in Paris -
it was an RTS, and finally we decided together 
it was not good. Two of the developers went 
to New York when we started a studio there, 
and the game went another direction - an 
action adventure game on a floating island. 
It was in development for one or two years 
and nothing was great except some graphics 
and animation. At the same time New York 
was too expensive so we asked people to go 
to Montreal - this was at the same time we 
bought Red Storm. 

We had a meeting with 'Ives and said, "Okay, 
this game has some Issues, what should we 
do?' We asked the team to work on a spy game 
for consoles. Some great guys joined the team 
like Antoine Dodens, who was a programmer, 
and he strongly believed that it was possible to 
do the light and shadow system. Everyone else 
was against it in the company, but he was right. 

'hN Galllemot: We were unsure about the 
potential of that product and we said, ' If we 
used the Clancy brand on this idea, it could 

really help it to perform." We said, "Okay, the 
only way to beat Metal Gear is to go on the 
console where it's not, with something a lot 
better graphically because it's not available on 
P1ayStation. • So we said, "Let's give ourselves 
some competitive advantages so that we have a 
chance to do something that will be better than 
the best of the best.• That is how we decided 
to ship on the Xbox alone. We knew that some 
aspects would be not as good as [Metal Gear), 
but using the technology of that machine we 
would be superior in terms of graphical quality. 
So that is why we said, "We know we won't 
sell that many because the machine is new and 
it's not selling huge quantities yet, but it is a 
way for us to create a brand on a machine that 
has low competition." 

Then we went to Microsoft 
and we said, "Look at what 
we're doing for you." We did 
a survey where we asked 
consumers, "Would you buy 
a machine to get this game?" 
and, "What would you think 
if you had a Metal Gear-type 
game on the Xbox?" It showed 
that game would sell machines 
like hotcakes. Microsoft has a 
good marketing team, and they 
realized quickly that this game 
could help the console. Then 
they helped us optimize it on 
the machine. 

Cec:lle Comet: I was doing 
communications at the time, 
and a few months before 
Splinter Cell came out 'Ives told 
me, "Prepare yourself, because 

it's going to be big for us." And it was. I was sur
prised how 'Ives had anticipated the success. 

Splinter Cell was an instant hit, winning a 
Game Developers Choice Award for excel
lence in writing and Interactive Achievement 
Awards for best console game and outstand
ing achievement in gameplay engineering. 
Sequels Pandora Tomom,w, Chaos Theory, 
Double Agent, and Conviction were critically 
acclaimed as well. To date the franchise has 
sold over 20 million units. 

A PRINCE 
A year after Ubisoft acquired Red Storm 
Entertainment, the publisher absorbed 
the entertainment division of The Leaming 
Company, which held licenses for several 
formerly valuable brands like Myst, 
Chessmaste,; and Prince of Persia. 

Yvn GaWemot: [The acquisition] gave us 
brands that we could put in Montreal so those 
guys wouldn't have to create a new brand each 
time they made a game. These brands that 
already existed could be strong. For Prince of 
Persia, it was after Prince of Persia 3D - I don't 
know if you remember Prince of Persia 3D, but 
it was not as good as the two first ones. 

Alain Corre: The last one was done by The 
Learning Company. It was really bad, and we 
knew It because we were distributing their 
games. So we said, "This one, I think, is buried 
for a while." The gold In The Learning Company 
at that lime was Myst, so we moved forward 
with Myst Ill: Exile and it did extremely well. 
But at one point, the Montreal studio decided 
Prince of Persia was a good brand and it 
could be revived. 

Yannlll Mallat: I was pushing my boss at the 
time, Paul Meegan, to get the license. I said, 
"Paul, I want Prince of Persia," every day. I 
played it back in the 1990s, I was interested In 
the challenge, and I knew a bunch of people 
who would be a perfect fit for the game. 
Eventually Paul came back to me and said, 
"Okay, you'll be the one producing the game, 
so gather your team and stop bitching." 

We needed to get back to what Prince of Persia 
is from a gamer's perspective - the animation, 
the level design, and the story. We all knew the 
first Prince of Persia was a one-man project, so 
we invited Jordan Mechner to the studio early 
In the process. He was working on scripts for 
movies and documentaries at the time. 

Serge Huc:oet: We sat down with Jordan, and 
we promised to give him a great team to reboot 
Prince of Persia because the brand wasn't 
doing well. We had a great team - Yannis 
Mallat, Patrice Desilets, and nearly 20 great 
people working with him in the beginning. So 
many great ideas coming from different people. 



YM: Jordan was very responsive to our 
approach right away, but then it took him a 
long time for him to fully embark on the game. 
We were already done with pre-production, 
the character design, and the main story, but 
we were struggling with the story at the time. 
We wanted to go a level deeper into how the 
gameplay is tied to the story and vice versa. 
Around then I urged him to come on board 
full time. 

SH: I had some fights with the team. I am very 
input driven - I like the game to react as soon 
as you press the button. But Prince of Persia: 
Sands of Time was animation driven. I spent 
a night with Yannis just speaking about that. It 
was nearly the only discussion we had during 
the course of its creation - and I lost (laughs). 

YM: It took us time to put the animations 
into the real-time engine, but first we had to 
produce animations as mo-caps of what the 
gameplay would be like. But until you can play 
it, you can't say if the decision is right or not. I 
think we convinced him when we were able to 
build some kind of rhythm into mastering the 
animation system. He was right - platformers 
are rhythm driven, and when you manage to 
get the game playing well then it's quite enjoy
able. The challenge was to prove to him that 
the animation system could be the maestro of 
that rhythm. 

Maybe four or five weeks before E3, I got a 
phone call from Sony Computer Entertainment 
telling me that they absolutely wanted Prince of 
Persia in the Sony booth. I managed to contain 
my enthusiasm, saying, 'That's great. Thank 
you very much," but as soon as I hung up the 
phone I literally ran into the production floor in 
the middle of the team and screamed like a 
madman. I told the team, 'We're going to be 
in the Sony booth and we're going to have five 
pods!" At the time it was huge because the 
game was still under the radar. That was a very 
intense moment that I'll always remember. 

AC: We showed it at E3 in 2003, and we didn't 
know what to expect. We knew it was very 
beautiful, but we didn't know if it would please 
a lot of people. And so then we saw the booth 
was completely crowded. Even our competitors 

were playing there. I remember even the boss 
of EA was playing there and saying, "Gosh, it's 
good." And we said, 'We have created some
thing again." 

YM: We prepared our E3 demo very well. We 
put everything we had into the seven maps 
that we had for E3 candidates. We went to 
E3, which was great, but when we went back 
to the office, I gathered the whole team and 
we played all of the maps in the game except 
the E3 maps. Suddenly E3 and all of the cel
ebrations were forgotten. We were just down 
because of course they were in a disastrous 
state. We ended up removing a good portion of 
the game that should have been the belly of the 
game. So I sat down with Patrice [Desilets, 
creative director], 
Jordan,andthe team 
and said, ·we just had 
a great E3 and people 
are expecting this game 
and we can't do it, 
so let's just focus on 
what's really important.• 
It was a very intense 
summer, but the 
engine was stable, 
and the main character 
behavior was complete, 
so it was just a 
question of rolling 
out the maps. 

But maybe a month 
before submitting the 
candidate, a tester 
found a very nasty 
pitfall in the game. If you remember, there was 
no loading in the game. It was the very first 
game to offer a seamless experience with no 
loading between maps. For that to happen we 
had dynamic loading, which is possible when 
you unload previous parts of the maps to load 
the upcoming parts. We did this in long corri
dors, and everything was running perfectly until 
Marianne LeCouffe decided to see what would 
happen when you would rewind. It was a night
mare - this was replicable everywhere in the 
game. There was no way to fix this in the code 
base so we had to redo all the geometry. This 
was extremely stressful because the marketing 

campaign had already launched and the 
[release] dates were already locked. We just 
busted our asses and shipped the game. 

AC: We were a bit afraid. But when we saw 
what they did, we knew they really revived the 
spirit of Prince of Persia. 

SH: The wow effect of the game was the 
animation. There was no competit ion at 
that level at that time. The character design 
was top notch, and the graphics were quite 
marvelous, too. It was a magical project with 
magical people. 

YM: It took time for the sales to pick up. It 
was a very busy holiday season, but at the 

end of the day I think Ubisoft is right to invest 
in quality, because an average game would just 
have collapsed at that time. If you manage to 
make a good enough game, then even if the 
first weeks are hard, the sales will pick up. That 
happened, and that was probably the best 
experience of my life. 

Prince of Persia: Sands of Time solidified 
Ubisoft Montreal's status as an elite studio, 
winning eight Interactive Achievement 
Awards. Two highly successful sequels 
followed in the subsequent two years, and the 
series has sold over 17 million units to date. 
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After finishing Rayman 2, creator Michel Ancel 
stepped away from the franchise to start a 
new labor of love, Beyond Good & Evil. The 
artistically ambitious game combined the 
cinematic storytelling of a Miyazaki film with 
gameplay that skillfully blended puzzle solving, 
exploration, and stealth. 

Michel Ancel: I really wanted to make something 
new - more major - something really different than 
what we were used to doing. This was very inter
esting because for this project, Yves Guillemot, the 
CEO, came to Montpellier and was really behind 
the project. Unfortunately, it was not so successful, 
but Yves was really behind us for the whole devel
opment, which was incredible because he spent 
time regularly with us on the project. 

It became very evident very early because we 
went to two E3s with this game, and one I 
remember there was no applause and nobody 
to talk to [after a demo]. We saw a lot of people, 
but nobody was talking about the game. We were 
like, ' Maybe something is wrong." There were so 
many big titles. People were obsessed with exist
ing franchises and technological games, which is 
not bad, but for this kind of game with a woman 
protagonist with a camera where it wasn't really 
clear what you were going to do in the game -
it was bad. So we realized that the game would 
need time to be appreciated. 

Yvn GuWemot: Peter Jackson loved it and 
Michel really showed what he could do to create 
innovative games. It's a shame that you can do 
such an innovative game and that people feel 
that because there is a pig and it's not adapted 
totally to the audience, you don't sell the 
volume you expected. 

AJa1n Cone: Progressively, people have learned 
about it and it is considered one of the best games 
ever done. We released it recently on the Xbox Live 
in HD and it did extremely well, but it's too late. 

The press widely praised Beyond Good & Evil, 
but in a jam-packed holiday season featuring 
the likes of Final Fantasy X-2, Call of Duty, 
and Ubisoft's own Prince of Persia, the game 
failed to gain traction with consumers. In 2008, 
Ubisoft announced a sequel, but the large proj
ect has taken a backseat to Rayman Origins. 



With development costs rising, in the early 
2000s many publishers started looking into 
consolidating their businesses. Squaresoft 
merged with Enix in 2003, Sega merged 
with Sammy in 2004, and in 2007 Electronic 
Arts lost its spot at the top of the publish
ing food chain when Vivendi agreed to 
purchase Activision and formed the new 
entity Activision Blizzard. Ubisoft was forced 
into the merger discussions in late 2004 
when Electronic Arts announced that it had 
purchased 20 percent of Ubisoft's shares 
unbeknownst to the company's executives. 
This was the largest block of shares outside 
of the Guillemot family, giving the company 
adequate leverage to wage a proxy battle 
and shape Ubisoft's future direction. 

'ha Glllllemot: One guy from EA called me 
on a Sunday afternoon, saying 'We just bought 
20 percent of your company, so we just wanted 
to tell you that because tt is going to be public 
tomorrow." At that time EA was trying to buy 
Activision, and they were close to a deal. They 
had discussions on the last btts and they 
called Bobby to say, •we bought 20 percent 
of Ubisoft. • What I heard was that somebody 
from the Wall Street Journal heard about that 
soon after. So EA had to announce because 
the guys at Activision were upset, saying, 'What 
do you want? Do you want to buy us or what?" 
They called me and said, 'Okay, we bought 20 
percent.· That was a big shock for us because 
at the same time they didn't know what they 
would do with it. We asked what they wanted 

to do, and they 
said, 'We don't 
know yet." So we 
had discussions 
wtth managers and 
my brothers and 
different people 
involved and so we 
decided to reject 
the potential offer. 

Alain Cone: 
Sunday at 9:30 
Yves calls. Really? 
Sunday at 9:30 
is not when Yves 
normally calls, so I 

remember it very well. I was at home upstairs 
in my office, and I said, 'Wow. That means that 
we're succeeding." It was a big shock for us, 
obviously, and tt was very bizarre because we 
didn't know what would happen. 

YG: At that time EA had the reputation of being 
very business oriented, not caring too much 
about creative, and so we said, maybe those 
guys can come with an impressive amount of 
money, but it would never work with the way 
they do with their business. Its culture would 
not frt. They changed afterward. They are 
becoming better wtth creators and so on. 
But at that time they really had a mentality 
that was very different than ours. 

CbrlatlDe Barv-Qaemant: On one hand tt 
was very flattering because, obviously, a com
pany wanting to get into your capital means 
that you're doing well. And on the other hand, 
we've always been extremely proud of our 
independence and we've always fought fiercely 
for our independence. And we were determined 
to keep on fighting. 

AC: It was so shocking - a cold shower. Ve<y, 
very quickly all the employees were vocal about 
that and said that they didn't want to lose the 
Ubisoft culture. They didn't want to lose their 
Ubisoft history and that dynamism that went 
along with tt. 

Serge a-et: It's not like buying a factory; 
it's people - creative people. When we broke 

the news the first five minutes before our 
meeting [people were saying] ·we are not 
the same as EA. If they come, I will leave," 
et cetera. 

YG: We looked at everything we could to do 
to try to show the potential resistance. So we 
went to see anybody we could see to help, 
so I just had a meeting with one (government] 
minister in France and it helped a lot. 

It really shook the company a lot , and so we 
became very focused on making no mistakes 
to make sure that they couldn't find a way to, 
you know, to get in. It changed the way we 
were conducting the business to make sure 
that everything would be profitable for sure and 
we took fewer risks. It stopped us from buying 
companies; tt didn't help us to expand the way 
we wanted at that time. 

CBQ: There was no real difference to the 
everyday life at all. It was the initial shock, and 
then the months went by, and then the years. 

AC: It pushed us into the swimming pool. We 
had to swim by ourselves to a certain extent 
and perform. And we were not thinking about 
them. They were there, but we were doing our 
thing, because we had our road map. Do better 
and perform better and create better games 
and have more consumers. That has always 
been our motto, even during that time. What 
we put in place helped us grow into the top 
three (publishers], increasing our market share 
to be close to 10 percent rcw. 

YG: At first tt was the sword of Damocles 
hanging over our head. For a while we'd have 
discussions and then no discussions. They 
were nice people, so tt was okay, but you didn't 
know what could happen. When (current EA 
CEO] John Riccttiello took over he said, "You 
know, I'm not going to go after you wtthout 
your approval. We can discuss things, but don't 
feel you will be attacked. If we do something tt 
will be done collaboratively." 

After six years of owning the stock, 
EA quietly sold its shares in 2010, 
freeing Ubisoft from the threat of 
hostile takeover. 



his game 
was only 
created 

because the 
team loved 
each other. 

Otherwise, it 
would have 

collapsed." 

Moving into the next-generation consoles, 
Ubisoft was planning on leveraging the 
new technology to deliver another Prince of 
Persia sequel. Instead, an assassin was bom. 

Serge Hascoet: Before the new consoles 
were announced, we started working on a new 
engine. It was originally for Prince of Persia, but 
at one point we saw the potential to create a 
new IP. 

Yannis Mallat: As it probably is with any 
company, when you're coming off a success-
ful inniative, n gives you the confidence to try 
something new. That's how we managed to 
convince Christine and Yves. Serge was already 
convinced because we were talking regularly. 

SB: We had some influence from a book I was 
reading called Alamut. Patrice Desilets and 
Yannis loved the book too, and Patrice had 
some sci-fi concepts he wanted to integrate as 
well. It was a merger of great ideas. 

YM: We tried to take a _snapshot of what the 
game would eventually become through a 
small pre-rendered movie that showcased the 
gameplay, the setting, and the character. We 
ended up with an assassin in a Third Crusade 
environment climbing a wall and performing 
stealth assassinations behind guards. Then we 
added a fight sequence, and had him leaving 
the city on a horse with a huge open world 
landscape before him. That was it - everyone 
was sold. We had no tech at the time but we 
knew what we were [aiming] for. 

'ha Gllillemot: The team came with a new 
set of animation and graphics that showed a 
huge potential of using new technology to create 
something outstanding. So we said, "Yeah, 
n can become an IP in and of nself. Let's work 
and put enough financial backing to that team so 
that they can build an engine and really go for n." 

YM: We worked with historians and Middle 
Eastern specialists when doing all the research. 
Patrice, wmer Ccrey May, producer Simon 
Tremblay, and art director Raphael Lacoste 
were thrilled at the prospect of visiting some
thing that actually mattered in terms of shaping 
today's world. It also happened in a very inter
esting environment, visually speaking. So it was 
easy for the team to get absorbed in the work 
up to the point where we were actually visited 
by the Aga Kahn movement. The Aga Kahn 
is the descendant of the prophet Mohammed 
and of the lsmailis - the very first assassins. 
That was quite a scary moment actually. They 
came to the studio, and they wanted to make 
sure they were being portrayed in the correct 
way. But the research was the easy part. Where 

we had our heads 
hitting the wall was 
trying to land all 
those beautiful fan
tasies into a working 
engine. That was 
not fun. 

YG: From the begin
ning it was open 
world, with all the 
problems that come 
wnh an open world. 
It took a long time 
for us to learn how 
to do it, but because 
we had the qual-
ity graphics and 
animations it quickly 
became a project 
where we chose to 
put more resources, 
more energy, and 
time. It took four 
years to do. 

YM: This game was only created because the 
team loved each other. Otherwise it would 
have collapsed. The reason this game was 
possible was because those guys had already 
gone to war together [with Prince of Persia]. 
There was a mutual respect between, for 
example, the lead engineer and the lead level 
designer that makes up for the fact that both 
guys didn't always have the answer for the 
other's question. In any other team, this would 
have turned into chaos. But because it was 
that team, it worked. 

AC: When I first saw Assassin's Creed, I thought, 
"We did it again. After Prince of Persia and 
Splinter Cell, that's another jewel." We were 
very lucky that we came at the moment when 
maybe there were not that many new franchises. 
We profited by filling that empty space. 

YM: Since Splinter Cell, Assassin's Creed was 
the first game to really rally everyone at Ubisoft 
from marketing and PR to production and edi
torial - it was a rallying event for the company 
and that felt good. Everyone was behind it and 
moving in the same direction. 



AC: Some journalists were not impressed about 
the quality of the game - they were saying that 
sometimes it moved slowly and so on. But 
I think the spirit behind it and the gameplay 
was so unique, so fresh, that a lot of consumers 
loved it. The word of mouth spread, and I think 

it gained some new categories of people that 
were not playing before. 

YII: A lot of people love it, but a lot of people 
hated it, which gave us a very precise road 
map in terms of what to do next. The fact 
that the game was generating so much noise -
positive or negative - was a tremendous help 
for us. The feedback was this extra core team 
member always with us in every meeting 
reminding us what the game was lacking, and 
how the game would be greater with this and 
that. It was helpful. 

Two years later, Ubisoft Montreal released 
Assassin's Creed II, a sequel that corrected 
many of the shortcomings the public found 
with the first title and also made the bold 
move of shelving original protagonist Altair 
in favor of Desmond's Italian ancestor Ezio. 

YM: The introduction of Ezio was a hot topic for 
quite some time. It's the kind of topic that you 
have to compartmentalize to create an argu
ment. When you decide to just talk about that 
point by removing it from the whole, then of 
course we can argue. But when you look at the 
whole series, then it's not an issue. When some 
folks got their hands on the new playable build 
with Venice and the new setting, then it was 
okay that Altair was just part of the brand and 
not the icon. 

After Assassin's Creed II, Ubisoft Montreal 
lost one of the key contributors to the 
franchise when creative director Patrice 
Desilets left the studio. 

SH: I made a mistake of not being as close to 
him as I should have been at this time. Maybe 
he had something to speak about, but now it's 
all water under the bridge. I'm sad he left, but 
it's life. You know, Spielberg and Lucas don't 
work that much together anymore, and it's 
part of life. I think it was time for him to go 
somewhere else to see ~ the grass Is greener. 

YM: Patrice's departure was a surprise. 
We're all sad, but it helped us test the fact 
that we believe in our people to take over 
new challenges. We managed to prove that 
the strength of the franchise and the team 
does not rely on one individual, as good as 
he could be. 

In just four years since its release, 
Assassin 's Creed has become the most 
popular franchise in Ubisoft history, 
racking up over 30 mill/on units sold. 
Even after Desilets' departure, the series 
has continued to court success with last 
year's Brotherhood and the promising 
2011 entry Revelations. 

In 25 years, Ubisoft has grown from a scrappy 
regional distributor to the third biggest video 
game publisher, with 26 studios worldwide. 
But with the emerging free-to-play. mobile 
gaming, social gaming, and cloud distribution 
markets challenging the traditional triple-A 
game publishing structure, the industry land
scape will look quite different in the next 
25 years. Always 
willing to explore 
new possibilities, 
Ubisoft's leadership 
group feels good 
about its future 
prospects. One thing 
that won't change as 
the industry grows is 
Ubisoft's dedication 
to its core franchises. 

Cecile Comet: 
It's interesting. The 
industry is moving -
we need to have 
both pretty big teams 
on our high production titles because it takes 
a lot of people to do them, and we also need 
smaller, agile teams on the new platforms and 
online. Those are the discussions we have on 
a daily basis. 

llffler Pola: Ubisoft is very ftexlble - I think it's 
one of our strengths. We can switch directions 
very fast - you've seen that in the past. It's one 
of the reasons we always move quickly to launch 
games on new consoles. We can expand in the 
casual market once we look internally and find the 
talent to do it and add some quality to the market. 
Now our challenge is to focus more on the online 
and to stay on this roll of very high-end, demand
ing games that we're good at with Assassin's 
and Ghost Recon. I think there will be some huge 
surprises as well with our other brands. 

Michel Ancel: I think the Ublsoft culture reflects 
the people who run the company. The fact that 
they trust so much in people Is something that 
Is still there. It could appear na'ive, sometimes, 
because so many people believe you have to 
master more, control more, to be more milita
ristic. But they still understand that something 
interesting could come from not having full 
control. You look at Just Dance for example, it's 
not something that has been done with a special 
target and a special organization for success. 
They did It because it was fun to do it. They 
really didn't expect all the success. 

Alain Corre: Our goal is to be bigger than the 
number three publisher, but I think that you don't 
need that many huge games to reach that point. 
If you consider Activision, for example, they are 
working on two legs - World of Warcraft and 
Call of Duty. Today we have an Assassin's Creed 
franchise, which we have at a certain level. Now 
if we can manage to go on creating products 
Innovative enough that can seduce the consum
ers that today we know are huge numbers, then 
everything Is possible. The Assassin's franchise 

today is at 7, 8 million and Call of Duty is 20, 
25 million, so the gap between the two is huge. 
It's three times. They didn't come to that level 
instantly, but it shows that it's possible. 

Chrllltlne ~Qaeaard: We've always 
invested heavily into our franchises, so we need 
to keep looking at all these high-end games 

because I strongly believe 
that there are still going to be 
some fans for those games. 
Making high-end games 
is still something we know 
how to do. We also made 
the move into casual games 
quite a few years ago, and 
now we're obviously looking 
at all the free-to-play games 
and online games, Facebook 
games and so on. These are 
completely new areas with 
different types of games, so 
these last couple of years 
we've really learned a lot. 
What's very new to us is 

that we used to address mainly males between 
10- and 45-years old, but now we've learned, 
with the casual market, there are also some girls 
out there waiting to play video games. And then 
we're learning that there's also female 20-45 
year olds who also like playing on Facebook. 
So we're adapting. 

YYN Galllemot: It's really part of the l~e of the 
company to learn as much from your mistakes 
as from your successes. It's because we have 
mistakes that we can continue to perform. In 
the last few years we saw that we have to focus 
more on less products because we were coming 
to the end of the console cycle. The level of qual
ity is increasing quickly so we changed the way 
we were doing things so that we could come 
faster. You know, Assassins Creed is done by 
four or five studios today, We had to change the 
organization so we could bring enough energy to 
each of the games so we could Increase speed 
of release without lowering the experience. 

When you come to the problem of being con
nected °' not connected to an experience, we 
really learned a lot in asking customers to be 
connected. What we discovered is how much 
more we could give them. Yes, we were not 
very fast at changing our approach when some 
customers complained, but we discovered that ~ 
all the customers are connected, you can totally 
change your vision of the creation of the game. 
Now we are working in lots of nf1N ways to bring a 
lot more possibilities to gamers on the multiplayer 
side, but also on the sngle player side. You don't 
want to force people to do what tt-e,, don't want 
to do, but you want to use the capacity that you 
have in being connected and so playing together 
and communicating while you play and do things 
together. I'm a big fan of meta games and the 
power of the group to achieve things and to have 
big rewards, not only to three °' four f°' five, but 
millions of people achlelling something together. 
I think we are in front of a revolution there. ♦ 
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Mobile Games 
You Should Be Playing 

Like it or not, mobile games are a growing and economically important part of the industry. 
While hardcore gamers may dismiss mobile offerings as shallow experiences designed for a 
casual crowd, open-minded players have found plenty of reasons to spend portions of their 
gaming schedule on their phones or tablets. Here is our list of twenty mobile games that are 
worth your time and money. 

ContreJour 9 
Contre Jour's short levels based on environmental manipulation provide 
plenty of entertaining puzzles, but tts Limbo-esque art style and moving 
soundtrack bring a rew level of sophistication to mobile games. 
Play if you like: LocoRoco, World of Goo, Cut the Rope 

Superbrothers: Sword and Sworcery EP 

This quir1<y take on the old-school adventure genre captivates players with 
tts unique art style and moody, electronic soundtrack. Sword and Sworcery 
has a few interesting gameplay mechanics, but the main draw is exploring 
tts memorable world. 
Play if you like: The Legend of Zelda, King's Ouest 

Um-War 
UniWar may oot have the depth of a fuH-fledged tum-based strategy game, 
but with three races. 32 maps, and 8-player asynchronous multiplayer, 
there's plenty of content to enjoy. The single-player campaign does a good 
job of teaching you the unique features of each untt, but online play is 
where UniWar shines. 
Play if you like: Advance Wan., Civllization 

Pocket Academy 8 
If you enjoyed Kairosoft's cutesy management sim Game Dev Story, you'll 
koow what to expect from tts school-themed offering. Pocket Academy 
has would-be headmasters building the school of their dreams, though 
that won't get you out of trouble if your teacher catches you playing tt 
during class. 
Play if you like: Game De, S!o,y, The Sims 

Jetpack Joyride " 
Jetpack Joyride marries the challenge of a classic arcade game wtth 
a fun leveling system and plenty of unlockables to make players feel 
like they're always building towards something exciting, even when 
they crash and bum. 
Play if you like: Joe Danger, Pac-Man Championship Edi/Jon 

Tetris i t1 
There's no shortage of Tetris clones available on smart phones, but this 
official offering from EA takes the cake wtth touch-screen controls that rival 
playing with a controller. It might oot make you a Tetris Grand Master but, 
for button-less mobiles, tt doesn't get any better than this. 
Play if you like: Telris 

Blast Monkeys 
Developer Yobanja can't stop making new (and free) levels for tts addictive 
puzzle game. A steady flow of new mechanics keeps the monkey-launch
ing gameplay fresh, and if you're not inherently entertained by blasting a 
monkey out of a cannon, there's something wrong wtth you. 
Play if you like: Angry Birds, Peggie 

Hanging with Friends 
Building on the success of Words with Friends, Zynga's latest word-based 
multiplayer puzzler doesn't require you to have a bookworm's vocabulary
you just have to know what kind of words your stupid friend would spell 
from a limtted pool of letters. 
Play if you like: Words with Friends, Hangman 

Zenonia Series ff 
If you pine for the 16-bit RPGs of the SNES/Genesis era, Garnevil's 
Zenonia series is your dream come true. Each installment in the 
trilogy provides a full-scale action RPG adventure complete with 
different playable characters, unique skill trees, and myriad 
customization options. 
Play if you like: The Legend of Zelda: A Unk to /he Past, Secret of Mana 

League of Evil 8 
Fans of Super Meat Boy will dig League of Evil's 8-bit pixel art, catchy 
chiptune music, and tough-as-nails platforming. Thankfully, the on-screen 
control scheme performs surprisingly well, which is important considering 
how many sadistic levels Ravenous Games packs into the title. 
Play if you like: Super Meat Boy, N+ 



Battle heart 
Don't let its cartoony art style fool you: Battleheart's RTS-lite fights require 
some serious skill. Elegant touch-screen controls make controlling your 
party of four adventurers a breeze, while RPG elements like a leveling 
system, skill trees, and upgradeable equipment give Battleheart some 
much-needed depth. 
Play if you like: Warcraft, Castle Crashers 

Spy Mouse 
This top-down puzzler from the makers of Flight Control charms gamers 
with its Hanna Barbera-style graphics, while plenty of gameplay twists 
keep the tongue-in-cheek stealth action from getting old. 
Play ff you like: Right Control, Pac-Man 

DrawRace 2 r 11 
Redlynx knows how to come up with interesting twists on the racing 
genre, having created the punishingly difficult Trials HD and the strategy
focused DrawRace. DrawRace 2 updates its predecessor's formula with 
3D graphics, a real-time turbo button, and different racing types. 
Play if you like: Super Off Road, Une Rider 

Age of Zombies ➔ ~ ,t s 8 
This twin slick shooter from HattBrick contains everything we've come to 
expect from the studio: smooth gameplay, frantic arcade action, and a 
screwball sense of humor. Also: zombie dinosaurs. 
Play if you like: Dead Nation, Smash 1V 

Anomaly: Warzone Earth 1 t Stud, - 8 
A bizarro take on the tower defense genre, Anomaly: Warzone Earth tasks 
the player with infiltrating the defenses of an invading alien force that has 
set up camp in cities around the world. The deft balance between puzzle 
and strategy will appeal to RTS fans, while the impressive graphics ~d
constant explosions will appease action-oriented gamers. 
Play if you like: Plants vs. Zombies, Toy Soldiers 

Groove Coaster 8 
Groove Coaster takes the tap-to-the-beat formula of the rhythm genre 
and changes it up with retro visuals, an eclectic techno soundtrack, and 
a winding beat path that lives up to the game's title. Gameplay rarely 
requires more than tapping in time with the music, but as an experiment 
in synesthesia, Groove Coaster is worth checking out. 
Play if you like: Frequency. Bite Beat Agents 

Infinity neld 
This twin-stick shooter is clearly derivative of Bizarre Creations' popular 
XBLA title, but its wealth of game modes, power-ups, and a full-length 
campaign allow Infinity Field to stand on its own. An HD version is avail
able on iPad, which sports a competitive multiplayer mode. 
Play if you like: GeometJy Wars 

Shift 
Puzzle fans will enjoy Shift's simple yet mind-bending shifting mechanic, 
which has them constantly flipping between light and shadow worlds to 
make it to each level's exit. The platfonming is primitive, but the countless 
puzzles will continue to test your spatial reasoning skills. A sequel is 
currently available on iOS. 
Play if you like: Lost in Shadow, Portal 

Shadow Cities Gr "I , 

Best described as a GPS-based MMO, Shadow Cities splits players into 
riival factions to fight for control over real-world locations. You level up 
and learn new magic spells by fighting spirits in your area, and aid your 
team by capturing points of interest set up at popular locations in your city. 
Play if you like: Dungeons & Dragons, Google Maps 

Canabalt ::,ecrE 1 0 " " 
What this one-button action game lacks in depth it more than makes 
up for in style. Thanks to its pulsing soundtrack and stylish visuals, 
Canabalt feels like an 8-bit translation of a movie chase sequence -
one you can't afford to blink during. 
Play if you like: Bit. Trip Runner ♦ 

Wondenng how we could 
possibly omit your favorite 
disgruntled birds or candy
chomping monster from the 
list? Sunple: unless your 
phone is made out of wood, 
you've probably already 
played these classics, and 
don't need us to tell you 
how great they are. Here's 
a quick shout out to some 
of the most popular mobile 
games of all time. 

• Angry Buds (pictured) 
• Infinity Blade 
• Game Dev Story 
• Words With Friends 
• Cut The Rope 
• Plants VS. Zombies 
• Peggie 
• Fruit NmJa 
• Doodle Jump 
• Flight Control 

connect 51 





,I 

TURTLE BEACl-1~ 
HEAR EVERYTHING. DEFEAT EVERYONE. 
GET THE ULTIMATE CALL OF DUTY e EXPERIENCE 

LIMITED EDITION 



YOUR 
BATTLEFIELD 3 
SUPPORT SQUAD 

, the release of Origin Claronos 
Custom PC 

- ·Wlt w -••-
ttlefield 3 may be the highlight of your year. If you want to ______ , _ ___ "I . -

ve the oncoming war, then you're going to need a high , ·"' II•••••"• ·.:w ,.....-.. ----
Origin's Chronos tower stands proud and 
imposing like the monolith from Stanley 
Kubrick's 2001: A Space Odyssey Origin's 
sleek machine is powerful enough to attack 
demanding PC shooters with the force of a 

• culled the gaming market to come 
-~.1atn , ,ir.a 

• hooter set-up. 

U.S. Marines regiment. 
Our build came packed with an overclocked Intel Core i7 

2600K quad-core processor and dual 1536MB GDDRS Nvidia 
GTX 580 graphics cards. We ran both Crysis 2 and Deus Ex: 
Human Revolution at their highest settings, and like a sea
soned veteran, the Chronos never flinched. Even after putting 
the system through its paces, the machine's liquid cooling 
unit remained so quiet that the PC hummed no louder than 
a purring kitten. 

The Chronos is smartly designed. We love the system's tall 
square look, and you won't have to worry about knocking over 
all the figures on your desk trying to plug in a new keyboard 
because all of the Chronos' ports are located at the top of the 
machine. If you want something less imposing you can choose 
from a variety of case styles, and for an extra $99, have your 
own artwork (such as the Battlefield 3 image pictured) etched 
into the side of the machine. You can build a cheaper PC, but 
few have the Chronos' style . 

• 
$2,999 (Starting at $1,062} 
origfnpc.com 



1 Samsung 27" 
SyncMaster T27A950D 
This TV/monitor combo has an ultra-sleek design that 

Is almost as sexy as Battlefield's rendering engine. Movies and 
games look great on the Samsung's screen thanks to its wide 
spectrum of colors, deep blacks, and 3ms response time. The 
monitor's 30 support is middling, but the unit's built-In speakers 
produce a powerful, clear sound. Given the variety of audio and 
video ports, we were surprised that it lacks a video DVI port, so 
you may need an HOMI to OVl cable (sold separately) If you want 
to use this with your PC. The SyncMaster's built-in TV tuner, 
streaming internet, and HOM! support also make this a great 
display for consoles. 
i.~.~ •• •··••·••·_•_· .. ·•· ...... ■a; 

$799 
samsung.com 

2 Logitech Optical Gaming 
Mouse GSOO 
Logitech's G5 series of gaming mice have always felt 

comfortable in our hands, and the G500 is no exception. The 
rldlculously high 5,700 DPI optical tracking and hair trigger but
tons make this the ideal tool for PC snipers. The media buttons 
occasionally feel like they're crowding out your thumb, but the 
G500's onboard memory lets you program and store functions 
for the 1 O customizable buttons and dual-mode scroll wheel, 
helping it _c~ter __ to an,y play style. 
VUYGOOD 

$69.99 
log/tech.com 

•• 

Razer BlackWidow Ultimate 
Battlefield 3 Collector's Edition 
We love the sleek black design of Razer's BlackWidow 

keyboard, and the system's five levels of backlighting only add 
to its mystique, but its custom Battlefield 3 artwork really seals 
the deal. The mechanical keys are highly responsive, producing 
a satisfying click when punched. One of the keyboard's highlights 
is Razer's streamlined, two-button macro system, which lets you 
record a limitless number of macros on the fly without taking a 
break from the action. Razer's BlackWldow is a prlcy beast, but 
it will weather you through any gaming storm. 

·•· ... . 
IIU'PDI .•. '!.: 

$139 
store.razerzone.com 

4 Creative Sound Blaster 
Tactic3D Omega Wireless 
Creative's Tactic30 Omega shuts out the rest of the 

world and pulls you onto the battlefield. We love the cushy ear 
cups, but the tension between the cans might prove to be a 
little tight for bigger heads. We got great pickup from the unit's 
detachable noise-canceling microphone, and never heard any 
wireless feedback out of Its powerful speakers. If you want to 
switch from 64-player to 24-player battles, this wireless headset 
works great for PlayStatlon 3, but you'll need a converter cable 
(sold separately) to wire this up to your Xbox 360 via HOM!. 
Tactlc3D Omega might nuke your bank account, but you'd be 
hard pressed to find a more _fully featured headset. 
.,,. a... •• 

$199 
creative.com 

GEARS OF WAR 3 
THE SOUNDTRACK 

Epic and sweeping, Gears of War J's 
muSJcal score IS more emouonal 
than its cast. Whether you're 
mvadmg the Locust's underground 
caverrts or dnvmg to grandma's 
house, these grand orchestral 
themes will have you pumped 
for battle when you get there 
$12.95 
samt/ting.com 

MORNING GWRIES VOLUJIE 2 
by Nick Spencer & Joe Eisma 

Six bnlliant students enroll m 
Morrung Glory Academy. one of 
the nation's most prestigious prep 
schools, only to dtscover that the 
school IS ludmg deadly secrets. 
Filled with enough mystenes to 
mmgue a Los! Ian. thts senes IS 
hard to put down. 
$12.99 
imagecomlc:s.com 

NEVERWINTER CAMPAIGN 
SETl'ING:A4THEDfflON 
DUNGEONS & DRAGONS 
SUPPLEMENT 

Dig deep and explore the 
mtngue-laden Qty ol 
Neverwmter. long a site ol 
video game adventures. now 
fully reab7.ed for the tabletop 
game Discover the reborn Qty m 
the wake or a utaruc cataclysm. 
and choose a side m the broiling 
confllct for control of the region 
$39.95 
wizards.com 

THE PEOPLE VS. 
GEORGE LUCAS 

George Lucas has left an 11Dpr8SSlve 
cultural legacy. but tt's not the 
exact legacy tus rans want Ttus 
documentary explores the love
hate relauonstup between Star 
Wars' creator and tts millions or 
UDpasSJoned. demandlllg fans 
$27.98 
peoplevsgeorge.com 
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The Legend of Zelda: 

OJ New Releuea 
, Blackwater (360/ 
, Cabela's Survival: 

Shadows of Katmai (PS3, 360/ 
, Doctor Lautrec and the 

Forgotten Knights (30SJ 
, End of Nations (PC) 
, Family Game Night 4: 
The Game Show Edition (PS3, 360, Wi1) 

, Generator Rex (PS3, 360. Wil. 305, OS) 
, Get ~ and Dance (PS3, Wu) 
, GoldenEye 007: Reloaded (PS3, 360) 
, James Nair's Hollywood Climes (3l)S/ 
, LEGO Hany Potter: Years 5-7 

(PS3, 360, Wii. PSP. 305, OS, PC} 
, The Lord of the Rings: War in the Nor1h 

(PS3. 360, PC} 
, Monopoly Collection /WiO 
• NASCAR Unleashed 

(PS3, 360, Wil, 3DS) 
• NCIS (PS3. 360, Wi1) 
• Oregon Trail {Wil. 3DS) 
• Pac-Man Party (3l)SJ 
• Puss In Boals (PS3, 360, Wil, OS) 
• Raving Rabblds: Alive & Kicking (360) 
, Santa Claus Is Comln' to Town {Wil, OS) 
, Sonic Generations {PS3, 360/ 
, Uncharted 3: Drake's Deception (PS3/ 
• Zhu Zhu Babies (OS) 

03 11le Game~ Show 
Every Thursday, Matt Helgeson and the Game 
Informer crew break down the most Important 
news and hOttest games In our weekly pod
cast. This month the Game lnforme, Show 

Skyward Sword 

is bringing special edition podcasts for 
The Elder ScrollS V: Skyrim, Call of Duty: 
Modem Wartare 3, and Uncharted 3: 
Drake's Deception. 

04 Hollywood's 
Lump of Coal 
Eve,y year, Hollywood brings us a new 
Christmas comedy. Remember Fred Claus, 
Jingle All the Way, and The Santa Clause 3: 
The Escape Clause/ This year's festive film Is 
Harold antJ Kumar's 30 Christmas- a movie 
we're all going to see Just for Nei1 Patrick 
Hams. Seriously, think about It: tt you remove 
NPH from the equation, what's left? Lame pot 
jokes and cheesy 30 effects. Doogle 4 life! 

08 New Releases 
• Big League Sports (360) 
• Black Eyed Peas Experieooe {Wi1) 
• Call of Duty: Modem Wartare 3 

(PS3. 360, PC} 
• Cave Story 30 (3l)S) 
• Deepak Ctq)ra (360, Wi1) 
, Jaws: Ultimate Predator {Wii, 305, OS) 
, Happy Feet Two (PS3. 360, Wil, 305. OS) 
• Lalaloopsy (OS) 
• Metal Gear Solid HO Collection (PS3, 360) 
• Michael Jacl<son:The Experience (3DS) 
• Outdoor Unleashed Alasl<a (3l)S) 
• SpongeBob SquarePants: Aoadtrip (360, DSJ 
, Your Shape Frtness Evolved 2012 (360) 

09 Comics' Most 
Surprising Title 
We never thought we'd hear comic fans rave 
about an Animal Man comic book again, but 
the new series In DC's rebooted universe has 
become the talk of the comic book wortd. 
Scribe Jeff Lemire Is proving to be the king 
of Cliffhangers. 

U The Day 
Dragons Died 
Today nw1<s the release of The Elder Scrolls V: 
Skyrim for PtayStatioo 3, Xbox 360, and PC. 
We recomrneoo speodlng a few days before
hand devetoplng a plan that lets your family, 
loYed ones, and cowoowrs ~ that you win 
be taking a sabbatical from life for the next 
month to play this game. 

13 Marlo Rehunsl 
The Nintendo 30S has been in dire need of 
quaJily software, and today it lands the game 
everyone was hoping would have been avail
able at launch. Super Mario 30 Land is finally 
hefe. Hopefully it lives up to the hype! 

15 New Releases 
• ~ Combat: Assault Horizon Legacy (3l)S/ 
• Alvin & the Chipmunks: 
Chipwreef<ed (360. WiO 

, Assassin's Creed: Revelations (PS3. 360, PC} 
, Combat Wings: The G<eat 
Battles of WWII (360/ 

, Dynasty Waniors 7: Xtreme Legends (PS3/ 
• Halo: Combat E'IOfved Anniversary (360/ 
• Jooisslc Part< (360/ 
, Kinect Disneyland Adventures (360) 
, Mallo & Sonic at the 2012 London 

Olympic Games (Wu) 
• Malvef ~ Hero Squad: 

Cornie Combat 
(PS3,360, ~ 

• Need for Si-l: The All1 
FSJ, 360, Wi, 3DS, PC} 

• Ni:l<elodeorl Dance (360) 
• Rayman 0r1g1ns /PS3. 360. mo 
• Saints Row: The Tliro (PS3. 360, PC} 
• Slw1obl (3DS/ 
• lJllmate MaM!I YS. Capcxrn 3 (PS3, 360) 
• Voctorious: f,me 1o Sll1e /360/ 

18 llanted With 
Sparkling Vampires: Part 1 
Followilg in lhe footsteps ol the last Hany 
Potter fflm. the latest Twilight movie, &Baking 
llmn. Is divided into two parts. The difference: 
Hany Polter was wor1ll it Moan alt you want. 
Twiliglt fans. As SOOII as Bella chose Edward 
OY8r Jacob, we just cllecked out ol the series. 
Have you seer, Jacob's abs? Bella, what Is 
wrongwith'{QII 

20 The Holiday 
Madn- Ends With A Bang 
The Legend ol Zelcla: Skywa,d SWord hits 
store shelves today, and nw1<s lhe end ol one 
of video games' most crowded hof'oday release 

schecUes. Shigeru My.rmo has Slated that 
1his is 0118 ol lhe biggest Zlila titles )'81. olfer· 
P,l between 50 and 100 to.rs ol gameplay. 

22 New Releases 
' Nano Assault (3l)S) 
•Tel<l<enHytxil (PS3) 
• WWE 12 (PS3, 360, ~ 
• WWE All-Stars (3l)S/ 

23 Menomenal 
Do doo do do do! 
Over 10 years have passed 5ml The 
Muppets' last theatrical af)llearallCe. They've 
been gone far too long. but today they relOOl 
in The Muppets. The film starring Jason Segal 
(ForgettinJ Saial] l.lalshall) and Amt Adams 
{fllchanfed/ promises to reume Kemllt and 
company with old fans and introduce them 1o 
a new generation. Nile will hof)ef1Ay not be 
in this film. Or n he is, we hOpe Stlller and 
W3ldorf throw this ~ non-Jm Henson 
character off the baloony. 
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The Transformers have a 
splintered fan base. Some 
enthusiasts got their first taste of science 
fiction storytelling and giant warring robots 
from the vibrant '80s cartoon. Others 
recall an over 25-year history of comics 
brimming over with detailed characters, 
heroic sacrifice, and complex plotlines. 
Few forget that first transforming toy they 
received at a birthday party or holiday - an 
action figure and a puzzle in one pack-

1t Platform 
PlayStallon 3 

Xbox 360 

1t style 
I-Player Acllon 

(Mulllplayer TBAI 

1t Pabllsber 
ACllVISIOn 

1t Developer 
High Moon Studios 

u Releue 
ra112012 

age. More recently, 
a broader audience 
encountered the 
bombastic explosions 
and larger-than-life 
battles of the mythol
ogy through the live
action films. And an 
even larger group 
might once have 
enjoyed some aspect 
of the franchise, only 
to move on to other 

movies, games, and television series as 
adults. High Moon Studios hopes to bring 
those fractured groups together, and draw 
back into the fold those who might have 
outgrown the toys and cartoons. What's 
the plan? Build a rich, character-driven 
story. Sharpen the gameplay with varied 
and dynamic action. And establish, once 
and for all, a definitive sci-fi continuity 
that will carry the Transformers brand into 
the future. 

cover story 59 



60 

an official canon 

his isn't High Moon Studios' first time at bat. 201 O's War 

for Cybertron managed what many fans thought they'd 

never see: a genuinely exciting action game that respected 

the long history of the brand while beginning a new realization of the 

original generation of characters. Despite generally positive reviews, 

the game found only modest commercial success. But a chord had 

been struck, if only High Moon could capitalize on the opportunity. The 

team went back to the drawing board, and examined each and every 

criticism that had been pushed their way. For all the praise the game 

received, a few notable critiques emerged: Too repetitive, too little vari

ety, generic levels, limited Al, lackluster storytelling. 

tll,1 11 !! I I/Id !H \, (! l l l •< 1/J ,cH • ', I 
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Rather than rail against the complaints, High Moon saw 
a chance to excel. "We've taken some of the pieces from 
War for Cybertron that weren't received well, and turned 
those into the strengths of the new game," explains game 
director Matt Tieger. "The gameplay Is driven by the variety 
of experiences. What you do is always changing in inven• 
tlve and interesting ways. The Al system has been com
pletely rewritten from the ground up. The core shooting 
and action Is completely new - ten thousand little things 
that add up to a really great experience. And, of course, 
uslng transformation in all the elements of the game where 
we can put it In.• 

Tieger sits In a dimly lit room at High Moon's California 
office. The walls are crammed with colorful posters of 
Transformers character art. Transformers toys stand metic· 
ulously posed on every other desk, some hand-painted by 
team members. In one corner, the original ·aos cartoon 
plays in the background as source material for designers. 
It's clear after only a few minutes in the studio just how 
enthusiastic the team Is about the long path of storytelling 
the franchise has already tread. 

That excitement is the driving force behind another lea• 
ture that is getting a total overhaul in Fall of Cybertron -
story. "We have changed the way we tell story. I felt like 
we had a really good story on War for Cybertron that we 
executed okay on," Tieger confesses. "What I feel on this 
new game is that we have a superb story that we are exe· 
cuting superbly on.· 

Fall of Cybertron picks up right where War for Cybertron 
left off, but it isn't a sequel in the traditional sense. Instead, 
Fall of Cybertron delivers a fresh jumping-on point for 
gamers, a new storyline that traces the final days of the 
Transformers on their home planet and their subsequent 

exodus into outer space. Instead of two 
separate stories, Fall of Cybertron tells a 
single unified campaign from beginning to 
end. "It's one single, interwoven experi• 
ence," Tieger says. "As we really thought 
about it, we realized that in the previous 

Fall of Cybertron is part of a new lniUabve to codify and begin anew with the Transformers fiction. Over the course of numerous cartoons, 
comics, toy Imes, and movies, Transformers had become a mess of continuities and concepts. Moving forward, Hasbro wants to bring me~n
mg to the chaos. While Fall of Cybertron draws deep from the well of old stories and characters, it's part of a new and definitive approach to 
the characters and their universe for the coming years. Consequently, the events depicted In Fall of Cybertron and its predecessor occur in 

game there was an Autobot story and a 
Decepticon story. This game is a story 
about Cybertron ." 

A classic three-act structure unfolds 
over the course of the game, beginning 
and ending with Autobot-centric levels 
and with an extensive Decepticon·focused 
section in the middle. "It is a story about 

the same universe as the related novels, and episodes of Transformers: Prime, the CG cartoon currently airing its first season. This is the new 
official canon of the Transformers. "The nature of the Transformers brand is about change,• explains Hasbro's Aaron Archer, the man in charge 
of guiding the creabve v1S1on of the Transformers brand. · we've reinvented the brand every couple of years for almost 28 years now. The core 
messages had been lost along the way. We wanted to tell a new version of the story. The games tell the opening parts of that tale." 



the death of their homewor1d of Cybertron, and the situa
tions that puts these characters in," Tieger continues. "I 
think you can't help but have that be an even darker story 
than we did in the last one. Let's be honest - Transformers 
don't curse, they don't use drugs, they don't talk about 
sex, so tt's not dark like that. But I think we can go to a 
grimmer place than the last game.• 

Along the way, you'll navigate a broad array of char
acters and gameplay styles, each designed to offer an 
experience tailor-made for that individual. The team had 
half a dozen distinct demos to show us, each starring a 
familiar character. 

As promised, each character feels different from the last, 
providing the much-needed variety that was lacking in 
High Moon's previous game. Optimus Prime's desperate 
stand against the Decepticons bristles with high-octane 
shooting sequences, punctuated by the Autobot leader's 
ability to call down devastating artillery strikes on the field 
of battle. Cliffjumper's sortie into enemy territory has all 
the hallmarks of a classic stealth game, as he approaches 
under cloak of invisibility to bring down his enemies before 
they know he's there. Jazz's grappling hook sends him 
careening between platforms with ease, maneuvering into 
place to snipe distant Decepticons. Vortex's helicopter 
assault on a strategic enemy bridge shows off the massive 

the: fall 

scope of the game's new levels, and exhibits his brutal 
head-on approach to shattering Autobot soldiers. Later, 
Vortex joins with his four brothers to form Bruticus and, 
in a level sure to delight anyone with a pulse, the mas
sive combined robot is playable as he lays waste to the 
good guys. Last but not least, High Moon fought tooth 
and nail to return Grimlock and the Dinobots to the offi
cial Transformers fiction; wtth energo-sword and shield 
in hand, Grimlock stampedes his way through a melee
driven frenzy of battle until his rage transforms him into 
the roaring robotic Tyrannosaurus Rex that fans know and 
love. "We've embraced the characters from a personal
ity and a gameplay point of view," Tieger explains as he 
shows us each varied level. "Each character has their own 
unique and tactical way that they approach combat.• 

The story of Fall of Cybertron opens at its own conclusion. The heroic Autobots 
have successfully launched their transport into space as they flee their home 
planet of Cybertron. Unfortunately, Megatron and the Decepticons pursue them 
Into space aboard their powerful warship Nemesis. The Deceptlcons quickly 
overtake the less powerful ship and In a titanic clash of ship-to-ship combat, they 
come alongside and board the Autobot Ark. Within the Ark, players take control of 
their first character: Bumblebee. The trusted scout moves through the ship, and 
players learn the basics of movement and combat as Bumblebee stands with 
his brother Autobots In a desperate defense. The ship's bridge is overtaken, and 
the battle turns even more chaotic. 0ptimus Prime's back is turned as Megatron 
raises his devastating weapon to fire. Bumblebee leaps in the path of the shot, and 
is flung to the ground, the light fading from his eyes. Is he dead? The answer is 
unclear as the game fades back Into the bulk of its story - a flashback to the final 
days of conflict on the surface of the planet 

fe:e:hng last? 
Fall of Cybertron is being developed as a perfect intro
duction to the sci-fi tale of the robots in disguise. It tells 
the story of the beginning of the Transformers' )OUrney 
into outer space that will one day bring them to Earth. 
But if you've been out of the loop since your childhood 
days of watching the cartoon, or you've never followed 
Transformers at all, flip over to the last page of this issue 
for our Transformers primer and get the basics on the 
surpnsingly deep fiction. 



Players of War for Cybertron will immediately notice 
one thing that all these sequences lack. In pursuit of a 
better story and a tailored gameplay experience, Fall of 
Cybertron's campaign is a single-player affair from begin
ning to end. Tieger Is refreshingly honest about the reason
ing behind the decision to drop cooperative play. •1 love 
co-op. It was not an easy decision to make, by any stretch, 
but I think it was the right one. With that many characters 
in the co-op experience, it tends to homogenize all the 
experiences that we can provide to you, so that everything 
can be at a consistent level," Tieger says. • And we felt 
like we couldn't express the characters the way that we 
wanted to. On top of that, it's a colossal effort to have a 
co-op experience work with Al buddies that run with you 
the whole time.• Instead, the significant effort that went 
into creating dedicated partner Al in War for Cybertron has 
been refocused on a far more Involved and devious enemy 
intelligence. 

For all the new and varied play options, Fall of Cybertron 
requires a robust artificial intelligence system. "The Al 
system needed an overhaul," Tieger tells us. 'We have 
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some pretty unique challenges when it comes to Al sys
tems. For instance, the way that Al systems generally work 
Is that they assess the situation and then react, which is 
fine ~ the player is moving at a base foot speed, or maybe 
even a run. But when I can transform and fly half a kilo
meter away in the time it's taken the Al to process and 
commit to an action, the things you have to adjust for are 
pretty radical.' 

While they were relentless and dangerous, enemies in 
War for Cybertron mostly addressed the problem of trans
formation by following a straightforward charge and shoot 
approach to combat. The enemies in High Moon's new 

game are more nuanced. Individual enemy types are built 
to challenge particular characters, and they exhibit unique 
transformations that can telegraph their actions to obser
vant players. Decepticon guardians in Cliffjumper's level 
shift between three visible transformations and Al rou
tines. On patrol, they follow set paths within a given area. 
Give them a reason to be alarmed, and sensors slide into 
place for investigation mode, including the ability to knock 
out Autobot cloaking systems with a targeted beam. If 
Cliffjumper is uncovered, guardians shift into battle mode; 
guns start firing, and a new layer of armor pops into place 

cominued on page 64 



reusing th~ sl~~ping giant 
Optlmus Prime's level capitalizes on his roles both as a 
gallant leader and a force to be reckoned with on the battle
field. The last safe haven of Autobot City has been breached, 
and the plan to launch Into space aboard the newly built Ark 
spacecraft Is threatened. Prime heads to the frontllne, rifle 
In hand, to help stem the tide. Whether In robot or vehicle 
form, Optlmus Prime appears bulkier and more powerful 
than we last saw him In War for Cybertron - new armor 
plating bristles along his form, and even his transformation 
looks warlike and aggressive. Blasting Deceptlcon troopers 
as he goes, Prime pauses occasionally to call down a fiery 
artillery strike that decimates whole squads of enemies. 
He eventually reactivates a devastating cyber cannon, and 
proceeds to lay waste to enemy tanks and dropshlps on the 
vast metallic battlefield far below him, but even this power
ful attack won't be enough. Suddenly, the gun stops firing. 
A strange summoning, perhaps from the Matrix within his 
chest, draws Optlmus Prime away from the battle and Into 
the depths of the city. Long unused doors slide open before 
him. He emerges into a glowing inner chamber, realizing as 
he goes that this Is more than a simple city. "I ask you, no, 
I order you to help us In this dire time of need," Optimus 
Prime commands. 

Outside, towering metal walls begin to shift. Chasms open 
up In the ground, and Deceptlcons tumble, screaming to 
their doom. An arm appears, and then a head. A skyscraper
sized robot rises to tower over the landscape. He opens his 
hand - Optlmus Prime looks tiny In his palm. "Metroplex 
heeds the call of the last Prime," the low booming voice 
Intones, "Awaiting your orders." 

"Metroplex is a city that transforms into a big robot," 
says game director Matt Tieger. "He Is somewhere between 
two and three times the size of Omega Supreme In War for 
Cybertron. He Is colossal. It's awesome.• 
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to prevent instant takedowns. On the other side of the war, 
the Autobot titan Is a towering mass of heavy armor and 
weapons that will release smaller Autobot attackers to halt 
a player's advance. Unlike the generic enemies and mini
bosses that were re-skinned for different factions In the 
last game, most enemies in Fall of Cybertron are unique to 
their faction. Enemies actively seek cover. They track your 
movements across the map. They pay attention to your last 
known location. In short, the enemies fight smarter. 

Players will have a brand ~ weapon system at their 
disposal to challenge these potent and dangerous foes. 
Each character will start out with a signature weapon that 

matches their style of play, but 
these can be traded out at any 
time, and other weapons can 
be added into the mix. Fully 
equipped, you can carry a 
primary weapon, a secondary 

Cliff]umper moves silently between the darkened shadows In the metallic landscape. 
He and his friend Jazz are on a special mission for Prime - find one of the Autobot's 
greatest warriors, Gnmlock, who has gone missing. In the wake of Optimus Prime's 
huge-scale throwdown against the Decepticons, CliffJUmper's quiet sneaking 1s totally 
differenl In place of an artillery stnke, a tap of the right bumper turns Cllff]umper invis
ible. Ahead, an enemy guardian stalks through the dimlit passageways, patrolling for 
danger. With his bright red color scheme cloaked into invisibllrty, Cliffjumper leaps up 
onto the back of the much larger robot and dispatches him with a flourish. Up ahead 
somewhere lays Jazz, potentially badly hurt after a section of the decaying landscape 
collapsed around him. Cliffjumper hurries forward, and doesn't notice the second 
guardian that patrols nearby. The towering robot transforms into battle mode and 
begins to fire. Stealth is no longer an option, and Cliffjumper draws his weapons and 
prepares for a drawn out fight against the powerful Decepticon. 

weapon, one piece of defensive equipment, one piece of 
offensive equipment, and a set of grenades. 

"One of the big adds in this game is a weapon system 
where players can purchase upgrades that significantly 
enhance their tactical options," Tieger says. "I'm not talk
ing two percent more accuracy here, I am talking about 
meaningful upgrades that are worth the Investment.' While 
journeying across Cybertron, you'll encounter Teletran ter
minals - part of a huge, planet-wide computer network. 
Cash in the energon you've gathered from defeating ene
mies, and you'll be able to purchase significant upgrades 
to any element of your armory. Each weapon has three 
major upgrades available, dramatically increasing damage, 
accuracy, clip size, and the like. Unlock all three and you'll 
open up the chance to buy a fourth and final upgrade, 
a special ability that exponentially expands the utility of 
the gun. Switch between weapons in Teietran, and you'll 
see a handy display that tracks damage, range, accuracy, 



some:thing to grab on to 
some time after his apparent demise beneath a mountain of rubble, Jazz has 
passed with Cllff]umper even deeper into dangerous territory. The calculating 
mad scientlst, Shockwave, has sent his minions out, and enemy snipers are 
hunting Jazz. Two can play that game. Ahead, an array of platforms might 
seem to halt forward progress, but Jazz draws out his grappling hook and 
sends a tractor beam to a distant ledge. He zooms across the distance In 
an instant, and Immediately sets his sights on one of the Deceptlcons 
In pursuit Their transformations make these enemies look like spiders 
that hang from the wall as beams from their single eye hone in on a 
target Jazz has already dropped one with his nfle and grappled to 
the next platform before the rest can even track his IOcabon. 

Jazz plays as a fast-moving warrior whose potent combat skills 
are enhanced by remarkable mobility Unlike his friend Chffjumper's 
deliberate pace, Jazz Is all about speed and diving in headfirst. 
His grapple special ability sends him hurtling about the level at 
a pace that takes a moment to adjust to. Through a neat feat of 
programming, Jazz's grapphng hook automabcally shows the near
est connection point to your center crosshalr at all times Press 
the button, and you will always zip to a new location. The sense of 
momentum Is exhilarating, especially coupled with the cool anima
tion won< that a.ccompanies Jazz's transformation Into a speeding 
Cybertronlan car 

rate of fire, and ammo capacity. The new system makes 
weapon management far more engrossing than in War for 
Cybertron. Players develop a clear understanding of the 
strengths and weaknesses of each weapon. Once they find 
something they like, players can maximize its capabilities 
through upgrades. 

Beyond an engaging upgrade mechanic , High Moon 
has gone to great pains to make every weapon surprising 
and distinct. Megatron carries a riot cannon, a profoundly 
dangerous gun that when fully upgraded sends out a mini 
nuke at the end of every clip. Optlmus Prime's Pathblaster 
rifle can be powered up to shoot through walls. Other 
weapons are equally dramatic. The Gear Shredder shoots 
out spinning circular blades to dismember enemy robots, 

ricocheting off walls with a grating twang. The Scatter 
Blaster is an automatic shotgun that lights enemies aflame. 
The Energon Harvester inflicts less damage but heals its 
user with each hit. The Tech Volt Emitter sends out a con
tinuous laser beam, and upgrades to automatically dis
sipate and destroy incoming rockets with tiny shots of 
its own. The arsenal In Fall of Cybertron is creative and 
unusual, filled with opportunities to experiment and estab
lish a styte all your own. 

In addition to upgraded weaponry, High Moon has 
focused the combat and navigation experience in more 
subtle ways. Every character now has access to both 
sprinting and a quick dash/dodge maneuver, making fire
fights feel faster and the character more agile. The third· 

person camera is panned closer to the character, gMng 
both a better view of the intricate character models, and 
a more intense and close-up seat to the action. The seg
mented health system of War for Cybertron has disap
peared, replaced with a more traditional recharging health 
meter. A button press now switches which side of the 
screen your character appears, and their weapon changes 
hands, so it's always easy to look out around corners to 
fire. Finally, transfonnation into vehicle form is even more 
important than it was before; the Improved Al makes move
ment around the battlef181d essential as enemy combatants 
seek to flank and attack, and players will be wise to mix 
the speed of one form with the destructive capability of the 
other. "The experience of pulling the trigger, transforming, 
and using abilities is all extremely tight and responsive. No 
system was sacred; we polished, demolished, and rebuilt 
anything that was holding back the moment-to-moment 
gameplay," Tieger tells us. 
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sp~clal □p~rat ions 
Even some Transformers fans may not Immediately rec
ognize the name of Vortex until they put him In context of 
the five-robot team with whom he fights. As one fifth of the 
Combatlcons, Vortex Is part of the Deceptlcon special ops -
the dangerous and feared troopers that Megatron turns to 
when a Job has to get done. By this point In the story, the 
Autobots are transporting a new supply of energon back to 
the Ark; the hulking ground transport carries the lifeline for 
the Autobots' survival. Vortex Is going to collapse the bridge 
that will bring them home. 

Whirring helicopter blades spin over his alternate form as 
he observes the gigantic bridge In front of him His team
mate Brawl can bring down the supports. but only if Vortex 
flies In under enemy fire and drops the armor on those 
pillars. His helicopter blades fold back behind him as Jet 
engines take over and he rockets into action. Vortex turns 
Into a one-robot wrecking crew. From the air, Vortex rains 
down fire on the hapless Autobots. Every time he lands, 
he deploys his special ablllty to send out a concussive 
blast of force, scattering enemy foes. At one point, he sets 
down atop an Autobot tank and plants a demohbon charge 
on the unfortunate robot before transforming and flying 
away as the explosion begins. Beyond the fun of rocketing 
around the open area around the bridge, the level shows 
off the remarkable potential size of environments in the 
new game 

~ ll ,.! ;:, ''·' j..l ',', , ~ ' ;Ls 

The intense battles will play out across a diverse, vibrant 
backdrop. High Moon has taken on the challenge of a 
world made entirely of metal, and is actively seeking ways 
to keep the visual palette and environment choices com
pelling. Dedicated artists have researched the appearance 
of dozens of synthetic materials and metals with a focus on 
making distinctions between surfaces like bright bronze, 
glistening silver, plastic-like red, and crumbling rust. The 
environments reveal the results of their effort. Everything 
on screen pops more than it did in War for Cybertron, and 
enemies and allies alike stand out more clearly against 
the backgrounds. 
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The lnS(Jaf variety of the game also derives from exploration 
of some brand OOH areas of Cybertron. The Autobot's capi
tal city of laoon OOH lies in ruins, and a SOON of soot and ash 
blankets the grolXld. ·tn War for Cybertron, we approached 
!aeon almost ike an ancient Greece or Rome - really epic 
in scale, with all these heroic shapes," Tieger describes. 
• At this point, that civilization has totally fallen." Far beyond 
that civilization, players wiA venture into the Sea of Rust. 
This vast, dry desert is filled with ancient ruins and the fallen 
corpses of magnificent and massive Cybertronians from a 
lost age. Their hulking bodies will act as everything from 
roads and ramps to protection from attack. Rust storms 

blow across the desert, scouring anything in their path. 
Elsewhere, the lnsecticon creatures that once roamed 

the underground of Cybertron have arrived to take over the 
surface. These nearly mindless creatures surfaced after 
the Cora shut down in the last game. The Decepticon mad 
scientist Shockwave has altered many of them, making 
them even more dangerous; they've devoured metal and 
reshaped landscapes into strange hives of pointed spires, 
pulsing pods, and sloping bridges. Taken together, Fall of 
Cybertron's landscapes maintain a sharp metallic sheen, 
but also establish a more organic quality of interesting 
shapes and designs. 
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If you don't understand what's cool about a giant combin-
ing robot, we're not sure how to help you. At long last, a 
Transformers game will fulfill fan fantasies by not only includ
ing a combiner robot, but letting you play as him as well. The 
five Decepticon Combaticons will eventually run into odds that 
might overwhelm them Individually, but those same foes stand 
little chance against their combined might as Bruticus In an 
extended transformation sequence, the five individuals merge 
together Into a towering and neatly indestructible figure 

Atop the hulking AU1obot transport, Brutlcus lumbers Into 
battle as the Autobots throw waves of enemies his way. l.Jke 
water against a wall, they break against the combined might 
of the feared robot. A searing blue fire beam pours out from 
Bruticus' right hand flamethrower to Incinerate all in ,ts path. On 
Bruticus' left hand, Vortex's helicopter blades have transformed 
Into a spinning shield that blocks incoming attacks or shces 
down Into enemy troopers who come too close. Occasionally, 
Bruticus unleashes his special ability, and a sonic pain shock
wave reverberates outward. Bruticus is one of the most lethal 
forces In Transformers fiction, and players will get to feel that 
power firsthand. 

3~UTl[U5 
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th~ t□rt ur~d warri□r 
While there are plenty of compelling story elements surrounding Fall of Cybertron, few characters or situations have as much potential as 
the reintroduction of Grlmlock and his Dlnobots into the Transformers canon. 

Grimlock is one of the most dangerous warriors In the Autobot faction, with power that rivals even Optlmus Prime and Megatron. But 
that doesn't mean he agrees with all his leader's decisions. Disgusted with Prime's decision to abandon their home planet, Grlmlock 
abandons his post and disappears. His powerful strike force Is lost, along with all the good they could do on the battlefield. 

His fate Is a gruesome one. The calculating scientist Shockwave captures the Autobot warrior and his crew, and experiments on them 
using data gathered from a far off planet called Earth - a world still In its Infancy, populated by hulking reptilian beasts. With plans to tum 
them into Insanely powerful slave warriors, Shockwave alters Grlmlock and his fellow soldiers to match these powerful forms, In some 
cases sacrificing higher functioning for brute power. In Gnmlock's case, his speech processing has suffered the worst, masking his keen 
intellect behind an Idiot's words. 

Starscream discovers Grlmlock chained wtthln Shockwave's lair, and decides to recruit him. The Autobot Instead uses the opportunity to 
escape, brutalizing Starscream In the process, and heading off In search of his companions. As he tears through Shockwave's minions, he 
wields a massive sword and shield. His style of gameplay is dramatically different from playable characters elsewhere In the game. If he 
wants a ranged weapon, It comes by picking up an enemy robot and flinging It Grlmlock Is also the only character that can't transform at 
will, each enemy he kills fuels his rage, until at last Shockwave's full alterations take over. Grlmlock's hulking metallic body begins to shift 
and twist, and a roaring Tyrannosaurus Rex emerges. The beast breathes fire at Shockwave's swarming lnsecticon minions. He bites one 
of them clean in half. His tall and feet smash any creature that comes near. Grlmlock has become part of what Shockwave desired - an 
unstoppable engine of destruction - but he's not under anyone's control. 
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While High Moon had lots of great content to show 
us regarding the game's campaign, the team is remain• 
ing largely silent about another feature that made War 
for Cybertron stand out. Multiplayer will return in Fall of 
Cybertron, and game director Matt Tieger knows how 
much fans enjoyed both the competitive matches and the 
cooperative Escalation modes of the last game. 

While he wouldn't share exactly what has advanced 
about multiplayer gameplay, he did share that the number· 

one most requested feature from fans is returning with a 
huge overhaul. "We really blew out customization, in a 
way that I think will have people spending hours in the 
UI screen building Transformers. Everyone I've shown it 
to that's a Transformers fan has a jaw-dropping experi• 
ence." Character creation is now central to multiplayer. 
Four distinct character types can each have six unique 
body parts, from head to feet, altered between half a 
dozen options. Each body part affects features like speed, 
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shielding, vehicle armor, and ability regeneration, so you 
can customize the type of character you want to play. 
New parts unlock as you level up through the multiplayer 
game. That customizability extends to weapon and ability 
selection, so one character might be your ultimate sniper, 
and another the bruiser who wades out into the fray. Pick 
colors. Pick a voice. Save up to three characters in each 
of the four classes. This is a chance for longtime fans to 
finally create their own Transformers, and the available 
options and variety assure that you'll see plenty of variation 
on the field of battle. 

Transformers: Fall of Cybertron is chock full of nods 
to fans and wish fulfillment for players who've loved 
Transformers for years. However, the new game is building 
a framework that is aiming much higher. Matt Tieger and 
his team genuinely believe in the storytelling and gameplay 
opportunities of the franchise and that, when approached 
correctly, the Transformers can stand toe to toe with any 
big science fiction opus. 

"To be honest, the people who haven't played War for 
Cybertron are the people I'm most interested in," Tieger 
says. "Transformers games don't have the best history of 
quality product, and on the last game we aimed to start 
changing that perception. I think for a lot of people we did. 
We've built on everything we learned in War for Cybertron 
when making Fall of Cybertron. • The results of that process 
of iteration are evident. High Moon's new game shines with 
creative energy and a shared enthusiasm for the subject 
material. Fans can rest easy knowing that their favorite 
franchise is In good hands, no matter where and when 
they first fell for the Transformers. Perhaps more lmpor· 
tantly, if our experience viewing the game Is any Indication, 
the wider gaming community has an action game more 
than worth its attention. The Transformers franchise, once 
purely the province of toys and cartoons, Is ready to step 
up Its game. ♦ 
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CHARACTER CREATION 
I need a hero before I can do anything. 'Mien I enter 
Skyrim's character creator, I aieady have an idea of the 
avatar I want to make; the thieves and assassins were 
my two favonte groups in Oblivion, and a Dari< Elf's 
sneaking aptitude will come in handy for those pursuits. 
With the race chosen, I spend some time looking at the 
preset male and female faces, change a few hair styles 
and colors, then check out the beard options, and 
decide that I'm satisfied. 

My time with the game is limited, and I don't want to 
bum through it by tweaking fNerl/ wrinkle and speck 
of dirt on my Dari< Elf's face. If you want to do that, 
the options are available - you have al of the nose
shapng and eye-adj.Jsmg tools you could want at 
your disposal. 

Without exception, all 1 O of the races (the same ones 
from Obfrvion and Morrowind) look rruch better. They 
have shed the slightly cartoonish quajty from the last 
game, loomg more realistic and less prone to extreme 
ugflll8SS. AA increase i1 customization options adds 
a grittier, more battle-worn vibe to the characters; 
choosi1g your scars, war pai1t, and dirt coverage al 
make your hero stand out. The onfy part of the process 

that leaves me disappointed is selecting a name. The 
races all have distinct naming conventions, but since 
Skyrim won't auto-generate an option appropriate for 
your race, you're stuck making one yourself. I enter in 
"Seymour" and start my quest. 

FREEDOM 
If you've played previous Elder Scrolls games, you can 
probably guess that Skyrim begins with your character 
as a prisoner and escaping. I don't get to see this intro
ductory sequence, since the team at Bethesda is keep
ing those events a secret for now. Instead, I take control 
just as Seymour is ready to move through a mountain 
passage and enter the wor1d of Skyrim - the Oblivion 
analogue of leaving the sewers. 

Once I step out, I'm immediately struck by the vast 
possibilities. I have no active quests and no plot to 
guide me - just a huge map that shows me the near
est settlements. Even though Skyrim has a fast-travel 
option, you can onfy visit places you've discovered. 
Unlike Oblivion, none of the locations are unlocked 
from the start, so Seymour starts walking. His first few 
minutes in the world are mundane: He wanders around 
in the wilderness, randomly swinging his sword and 

jumping as I familiarize myself with the controls. I try 
zooming out to third-person view, and am surprised to 
see that the animations seem natural and fluid. 

Just when I have the hang of things, a wolf comes up 
behind Seymour, and the hero turns around in time to 
block the attack. I don't have enough time in this first 
fight to form a full opinion of how combat feels, since 
the wolf just takes a few sword swings before going 
down. Seymour still relishes the victory, and as a would
be assassin, decides to send a message to any other 
lupine assailants. He picks up the corpse of the wolf 
and drops it into the nearby river, but it doesn't sink to 
the bottom. Instead, the water carries the body away, 
spiming and moving with the current. 

CRJME AND PUNISHMENT 
Seymour's message isn't much of a deterrent. Several 
more wolves attack as he explores, but they do so in 
groups. Unlike the lone wolf, the pairs charge and split 
off to flank Seymour. These tactics are unexpected, but 
not enough to overcome a swold and shield; carefully 
blocking the incoming lunges and striking back quickly 
wins the fights, but it helps that the wolves appear to 
be exceptionally weak enemies. Seymour doesn't have 



to put up with them much longer, since he soon comes 
within sight of a major city: Whiterun. 

Outside, a group of warriors are fighting a giant in 
a scripted battle. The scrappy humanoids look like 
they could use some help, but the beast falls before 
Seymour has a chance to nock his arrow. He strikes 
up a conversation as the victors are savoring their win. 
One of them is relieved that the threat is vanquished, 
'No thanks to you," she adds. Seymour explains that 
he 'tried his best,' but good Intentions don't seem 
to go far with these folks. They are members of the 
Companions, mercenaries who make their living in 
battle - Skyrim's version of the Fighters Guild. They 
imply that Seymour might be able to join their ranks, 
but he has his sights on the Dark Brotherhood instead. 
In hopes of attracting the right sort of attention, he 
attempts to assassinate the nearest Companion. 
The entire group swarms him and he is dead 
within seconds. 

After reloading, I decide to pick easier prey. A poor 
farmer named Nimriei Is worl<ing out In the field, 
and Seymour takes her out with a single arrow. In 
Oblivion, that would have been enough to attract the 
Dark Brotherhood's attention ... but I don't know how 

entrance to the group works In Skyrim. Seymour 
steals a horse, then encounters a woman on the road 
outside Whiterun, where she's being questioned by 
some soldiers. They say they're looking for a particular 
Redguard woman, though she doesn't seem to meet 
the criteria. After the guards wander off, Seymour 
attacks the woman (hey, maybe the Dark Brothemood 
requires two sacrifices?). The soldiers must have 
heard her cry for help, because they return and start 
slashing. Surprislngly, the stollen horse joins the fray, 
coming to Seymour's aid. It draws the enemies' 
attacks long enough to create an opportunity to 
escape. I decide to make a break for Whiterun, killing 
a single mudcrab along the way to get the last sliver 
of experience needed to hit level two. Before I have 
the chance to apply my new level, Seymour steps 
into Whiterun and is instantly 811'8Sted by a guard for 
several counts of murder and assault. He doesn't have 
enough money to pay the fine, so he gets thrown into 
Dragonsreach dungeon. 

BEHIND BARS 
Belng in prison gives me a moment to explore what it 
means to be a level two character. I open up the menu 

I clidn't get to experiment ln-<leplh with aafting. but you can make your 
own potions In addition to Improving and creating weapons and azmor 

{which is more intuitive to navigate in this entry) to 
learn that every level you pass in Skyrim gives you two 
bonuses. The first is a boost to one of your ttYee main 
attributes - health, magicka, or stamina. The second 
is a perk. which is a special ability you can allocate in 
any of your skills (like blocl<ing, one-handed weapons, 
conjuration, etc.). Each skill has an entire progression 
tree shaped like a constellation, not just a linear path 
with set payoffs. 

The Sneak constellation begins with the Stealth perk, 
which makes characters 20 percent harder to detect 
when sneaking. You can invest up to five points in 
that perk for stacking bonuses, but you sholid also 
explore the other abilities that branch off from it. For 
example, Backstab makes sneak attacks with one
handed weapons deal six tmes normal damage. Later 
down the constellation, you get the coolest abilities, 
like Assassin's Blade {1 Sx damage multiplier to sneak 
attacks with a dagger) and Shadow Warrior (disap
pear from enemy sight mid-combat). Since you earn 
a new perk every level, growing more powerful isn't a 
slow process. 

A sidle effect of this approach is that your character 
can carve out a few specialties early. Since Skyrim 
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doesn't have defined classes, the skills you use the 
most are what determine your experience. The distinc
tion between major and minor skills is gone; all skills 
count toward leveling up, so all of your efforts contrib
ute to improving your character. 

I learn this as Seymour patiently sits In his cell. After 
surveying the options, I Improve my health and select 
Stealth as my first pen<. Then Seymour tries and falls to 
break out of jail with the single lockpick he smuggled 
In. Apparently I don't have the hang of the new lock• 
pk;klng mechanic yet. All that's left Is to go to sleep on 
the ratty cot and serve the sentence. 

FREEDOM, TAKE 1WO 
I hope that the Dark Brotherhood has had time to send 
a courier to Seymour after his latest stint In prison, but 
no such luck. No one greets Seymour upon his release, 
so he strikes out and explores the cfy of WMerun. 
A popular topic of conversation around town Is the 
feud between two factions, the Battle-Born and the 
Stormcloaks. It has affected one family In particular; an 
old warrior named Avulsteln Gray-Mane explalns that 
his brother Thorald Is missing, and he suspects It has 
something to do with his support of the Stormcloaks. 

Seymour agrees to solve the mystery for Avulstein. 
The Battle-Born have a headquarters in town, so he 
sneaks up to the front door and finally manages to suc
cessfully pick a lock (that would have been handy In 
Dragonsreach). However, he doesn't get a warm recep
tion inside. A sentry approaches and asks Seymour 
ff he is loyal to the Battle-Born or the Stormcloaks. 
"Battle-Boml" he lies. The sentry's disposition immedi· 
ately changes to be friendly and accommodating. 

In Oblivion, an NPC's attitude towards you was a 
numerical value that you could raise through a speech 
minigame. In Skyrim, the way you are perceived Is 
Integrated more smoothly Into the world. Because 
he claimed allegiance to the Battle-Born, Seymour Is 
trusted in their hideout. He can walk around freely, and 
grab basic Items (and even small amounts of gold} from 
the tables and dressers without the act being consiid
ered stealing. He can even wander into the secret room 
where the group is hiding a letter that reveals Thorald 
Gray-Mane was abducted and is being held in a for
tress called Northwatch Keep. 

SJDETRA KED 
On his way back to tell Avulsteln what he's leemed, 
Seymour stops near the local inn and tavern, The 
Bannered Mare. Outside, a drunkard named Brenuin 
asks a favor: Go inside and steal a bottle of rare 
Argonian ale. Tasks ttke these appear in a different 
area of your character's quest log. Missions ttke finding 

Thorald Gray-Mane are full quests, while simple errands 
and fetch requests show up as miscellaneous tasks. 
You can still track these miscellaneous duties In the 
same way, and some of them may blossom Into quests 
upon completion. Others, like this favor for Brenuln, are 
just brief distractions. 

Seymour finds the Argonian ale In the kitchen of The 
Bannered Mare. He avoids the gaze of a Redguard 
serving woman, but once the deed Is done, he starts 
chatting with her. It turns out that she's the woman 
those soldiers were looking for outside, and she needs 
help ... but Seymour doesn't have time to deal with that 
at the moment. Instead, he walks over to the bar and 
asks about the latest gossip, and learns that a young 
boy in the town of Windhelm Is trying to contact the 
Dark Brotherhood. Now that sounds like a promising 
leadl Sorry, Redguard lady. You can deal with your 
own problem. 

Brenuin gives up a healing potion In exchange for 
the Argonlan ale, and then Seymour tells Avulsteln 
Gray-Mane about his brother. Avulsteln proposes that 
the two of them assault Northwatch Keep together 
to free Thorald, but Seymour's Info about the Dark 
Brotherhood Is too tempting to ignore. He tells Avulstein 
to chill out in Whlterun, and that he'll find some way to 
free Thorald without resorting to violence. It's a pretty 
convincing blow-off, and Avulstein agrees. 

THE FAL,SE BROTHERHOOD 
Seymour hasn't been to Windhelm yet, so It Isn't avail· 
able for fast-travel, but that doesn't mean he needs to 
spend his time trekking through the wilderness. All of 
the major cities are linked by a carriage system, so he 
pays to take a direct route from Whlterun to Windhelm. 
Once there, he seeks the Aretino residence, where 
the boy named Aventus is reportedly trying to contact 
the Dark Brotherhood. As soon as Seymour enters, 
he hears a young voice intone: "Sweet Mother, Sweet 
Mother, send your child unto me, for the sins of the 
unworthy must be baptized in blood and fear.• When 
Seymour gets close enough, Aventus stops chanting 
and says with delight "Now that you're here, you can 
accept my contractl' 

The short version is this: Aventus escaped from 
Honorhall Orphanage, where he was sent after his 
mother died. The woman in charge of Honorhall, sar
donically referred to as "Grelod the Kind,• is a horrible 
person. She beats the children and refuses to allow 
their adoptio/1. Aventus wants her killed, and believes 
that Seymour is an agent of the Dark Brotherhood sent 
to carry out this task. Who am I to say no to a kid? 

The job goes off without a hitch. Seymour goes 
to Honorhall in the cfy of Rfften, watches as Grelod 

threatens and berates the children, then waits until 
she's alone in her chamber. She notices him, but 
remains defiant. She thinks he doesn't have the guts to 
let the arrow fly, but she's wrong. In a hilarious moment 
of pure dark comedy, all of the children laugh and cheer 
when they learn what has befallen their tormentor. One 
even says "We love you, Dark Brotherhoodl' Aventus 
is particularly grateful when Seymour brings him the 
news. Maybe now the Dark Brotherhood will notice 
Seymour's potential. 

KILLING TIME 
Rather than sit around waiting to see if anything hap
pens as a result of the assassination, I decide to finally 
look into this Thorald Gray-Mane business. Northwatch 
Keep isn't close to any major location I've unlocked, so 
Seymour spends some time climbing snow-covered 
mountains in order to reach the secluded compound. 
He addresses the guard at the door, who impo-
lltely tells him to get lost and denies any knowledge 
of Thorald. Seymour walks into Northwatch Keep 
anyway- I'm hoping to find someone to negotiate with. 
Unfortunately, no one at Northwatch feels like talking; 
as soon as Seymour crosses the threshold, multiple 
armed guards and spellcasters assault him, putting him 
down after a brief struggle. 

Talking isn't an option, and It's clear Seymour has 
to fight. At this point, I'm wishing that he had brought 



Avulstein along for support. He tries rushing the Keep 
In hopes of finding Thorald before the guards' attacks 
bring him down. It doesn't work. He tries picking the 
guards off one by one, but they all swarm him anyway. 

All of this time spent fighting gives me a much better 
sense of how combat has been refined for Skyrim. 
Your character's swings feel like they have more 
weight behind them when compared to Oblivion, and 
the number of options for your equipment has grown 
thanks to the flexible dual-hand approach. You equip a 
wide variety of weapons, spells, and shields in several 
useful combinations. A shield and sword Is a classic 
loadout, but what about two daggers? Or a shield 
and a heal spell? Or a fire spell In each hand? I focus 
on weapons Instead of magic In my time controlling 
Seymour, but the options are Impressive and the overall 
mechanics feel solid. 

Despite my practice in battle, Seymour Is clear1y out
numbered and outclassed in his endeavor. Retreat Is 
still an option, but it's a lame one considering the time 
and effort it took to reach Northwatch. Instead, I open 
up the options menu and bump the difficulty down to 
its lowest setting, "novice.' Switching difficulties doesn't 
change the loot you receive or how quickly you level - It 
only modifies the challenge of combat. Suddenly, bad 
odds turn into great ones as Seymour hacks his way 
through the outer guards, into the fortress, and an the 
way down to the chamber where Thorald Grey-Mane 
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is being held. The Northwatch solidiers don't stand a 
chance. It may not be a tough assault anymore, but 
it Is a satisfying one. Plus, Seymour gets a sweet set 
of elven armor from his slaln foes and levels up a few 
more times. 

THE INEVITABC.E INVlTATION 
Thorald decides to remain In hiding to preserve the 
safety of his family, but once back In Whiterun, Seymour 
tells his mother Fralia Gray-Mane that her son Is safe. 
As soon as Seymour delivers the good news (and 
receives an electric sword as a reward), a courier 
approaches with a mysterious note. It displays a black 
hand along with two simple words: -We know." The 
Dark Brotherhood has finally answerad. 

Here's the disappointing part: What happens next Is 
the only part of my playthrough that I won't explain in 
detail. Fans of the Dark Brotherhood in Oblivion prob
ably know what to do after receiving the note, but the 
events take a twisted and entertaining turn that I don't 
want to spoil. However, I will say that if you love the 
dark humor and grim duties that surround the order, 
you won't be disappointed with what Skyrim has In 
store. The team at Bethesda obviously took note of 
the Dlwk Brotherhood's popularity in Oblivion, and are 
tailoring the quest line to deliver even more of what 
fans loved. 

After the events, the next phase of the quest, entitled 

-With Friends Like These," points Seymour toward his 
goal from the beginning: The Dark Brotherhood's sanc
tuary. Sadly, it also coincides with the Impending end of 
my hands-on time with Skyrim. I won't be able to reach 
the sanctuary in time, so I use my last few minutes 
to scamper up a nearby mountain, guiding Seymour 
through obscure rocky paths in the falling srow. Hidden 
away In a clearing near the summit Is a shrine to the 
Daedra Azura, and a nearby priestess gives Seymour 
a quest he won't have time to finish, saying "Azura has 
seen your coming, traveler. You have been chosen to 
be her champion .• Before I can learn the full details 
(or see the awesome treasure these Daedrlc quests 
traditionally provide), I must set Seymour and my 
controller aside. 

I spent several hours In this sprawling r,ew wood, 
and it feels ike I barely scratched the surface. Much of 
my time was spent pursuing a single guld, and I didn't 
even get to their home base. I passed up countless 
other quests acquired by talking to NPCs and overhear· 
Ing conversations. Imagining the amount of content that 
must be waiting In the other three guilds, not to men
tion the main storyline and incidental quests, brings my 
anticipation up to a fever pitch. Bethesda defined the 
current generation of open-wood RPGs with Oblivion, 
and if my time with the newest Elder Scrolls installment 
Is any indication, Skyrim will capture the same sense of 
amazement and possibility. ♦ 
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Assassin's Creed Revelations 
Ezio's final adventure begins 

W e were lucky enough to get an early 
glimpse of Assassin's Creed Revelations 
several months ago for our cover story, 

but there have been few opportunnies to play 
the game in the interim. We remedied that situa
tion this month by playing a near-final version of 
the massive single-player campaign in advance 
of ns release. 

Several hours ~h the game was enough to 
reassure us that Revelations should be one of 
the most intriguing games of the 2011 holiday 
season. Those who enjoyed Brotherhood have 
a lot to look forward to - almost all the new 
systems that players enjoyed last time around 
remain in place, from the chain kill combo option 
in combat to the assassin recrunment system. 

On top of those familiar mechanics, Ubisoft 
has made some cool new addnions. One of the 
major upgrades to Ezio's gear is the hookblade. 
The unusual weapon helps the most in traversal 
sequences. By tapping a button after a leap, the 
hookblade swings out and grabs distant objects 

that might otherwise be out of reach, or cata
pults Ezio across wide gaps as he swings from a 
hanging pot. The device also plays into combat 
for grabs and flip maneuvers, though we had a 
harder time using n in this context. 

The other major advancement in gear brings 
~h n a deep customization component. Bomb 
crafting now lets Ezio create a wide array of new 
tools to bring into the field. Bomb components 
are found throughout the world, and offer more 
incentive to ferret out hidden chests and other 
treasures. Gather enough parts, and you can 

head to a crafting station, where you're given 
the option to create lethal, tactical, or diversion
ary bombs. No matter your choice, you'll then 
choose a combination of features to compose 
your destructive package. Pick a shell - one 
might explode immediately, another activates 
like a perimeter mine. Pick a gunpowder type 
to determine the size and strength of the effect. 
Pick an effect to determine how you'll use the 
explosive: one might release smoke, while 
another could scatter a field of caltrops to halt 
pursun. You'll can carry three different bomb 



types into battle, and it's easy to change your 
selections at stations throughout the city of 
Constantinople. 

Beyond changes to your arsenal, Revelations 
also puts a focus on Ezio's role as a mentor and 
general within the Assassin order. Assassin/ 
T emplar battles unfold across the city, and Ezio 
can participate in an attempt to tum the tide. 
That participation makes use of a brand new 
mechanic akin to a traditional tower defense 
formula. Ezio stands on a rooftop and desig
nates locations for his troops to set up. Each 
Assassin soldier has different skills, from a 
crossbowman's ability to halt troops to a rifle
man's armor-piercing capability. We only played 
the tutorial of this new mode, so it remains to 
be seen if the unusual addition will emerge as a 
compelling feature. 

For long time fans of the series, one of the 
ooolest elements of the game will be the 
ability to go back and play as AltaTr. The star-
ring protagonist of the first Assassin's Creed 
returns in several special sequences that trace 
important moments of his life. Ezio encoun-
ters some unusual discs during his journey 
in Constaninople that enable to him to relive 
Altai"r's memories, much as Desmond has relived 
both Altai"r's and Ezio's lives. The sequence we 

played revealed AltaTr at the age of 63, returning 
to Masyaf after a long absence to find one of 
his sons has been executed. The subsequent 
events take a shocking turn, and reveal that 
Altair's life had plenty of dramatic twists after the 
close of the first game. 

A f8',III hours with Assassin's Creed Revelations 
barely scratched the surface of the large and 
impressive game. Revelations' core garneplay 
remains mostly untouched, but the new features 
on display and the intriguing story assure that 
the game will feel distinct from its predecessors. 
The wait is a short one now - Ezio's long adven
ture will reach a conclusion on November 15. 
• Matt Miller 





Soulcalibur V 
Project Soul 's long-running fighter impresses at TGS 

S oulcalibur has been one of the most 
consistent fighting series on the market 
throughout the years, with no entry in the 

core series ever scoring below an 8.5 in this 
magazine. While the series has never made 
any major missteps, some new mechanics 
(critical finishes and the soul gauge) in the last 
entry rubbed some fans the wrong way. Wrth 
Soulcalibur V, developer Project Soul has 
removed the offending features, added some 
new ones, and introduced many new charac
ters to the ever-growing roster. 

Set 1 7 years after Soulcalibur iv, this sequel 
features a cast consisting half of returning 
characters and half all-new fighters. Many of 
the new characters we've seen thus far have 
ties to longtime series mainstays, such as Taki's 
student Natsu and Sophltia's children Patroklos 
and Pyrrha. Natsu attacks with Taki's trademarl< 
lightning-quick kicks and jumps, but she also 
has the ability to teleport and create shadow 
clones. Taki fans should feel instantly comfortable 
with the new ninja, and the fact that she deals 
more damage than her mentor makes her even 
more formidable. 

Fans of Sophltia will recognize the general 
attack style of her children, but Patroklos and 
Pyrrha feature subtle moveset changes that 
hardcore fans will appreciate. New character 
Z.W.E.I. wields a cross-like sword, but It's not the 
only weapon In his arsenal. Some of his attacks 
cause a werewolf to appear and deal damage to 
his opponent, but little else is known about the 
character at this point. 

Newly announced at TGS is the mysterious 
Viola, who utilizes both a claw and a crystal ball 

in combat Attackng with the claw is c:onmed to 
close-quarters melee, but her magic ort> can be 
used in more strategic and unique ways. It can 
be placed anywhere on the battlefield, and will 
function as a land mine of sorts ff an enemy nears 
It. However, she can also summon the ort> back 
at any point, dealing damage to any character 
that stands in Its path. More tlB1 a glorified land 
mine, It's also used in ttvows and other attad<s. 

The second and fourth entries in the series 
featured guest stars from other games and pop 
culture universes, including Link, Spawn, Yoda, 
and Darth Vader. Soulcalibur V will be no cflffer
ent, but Namco Is being tight-ipped about any 
cameos. At Its pre-TGS event, Namco hilted at 
a certain guest character being a bombshell that 
will be revealed at a special 8','8nt dedicated to 
the unveiling. It should be interesting to see who 
shows up on the roster, as the series' previous 
guests have all been huge names. 

I had the chance to play several matches at 
TGS, and the combat is as smooth as ever. 
Performing my favorite strategies as Mltsurugi 
and Siegfried felt natural, and the new char
acters feature a great assortment of attacks. 
The mechanics that IV introduced to a k.Jke
warm response are row gone, and the new 
critical edge system will be both accessible 
to casual fans and deadly in the hands of the 
hardcore crowd. 

Critical edge attacks are similar to Street Fighter 
!V's ultra attad<s in how you access them and 
how they're performed. A meter wil M up as 
the rounds progress, and your critical edge is 
ready once completely full. The input for pulling 
them off is similar to many Street Fighter ultras, 

which is two quarter-circles forward, followed 
by a simultaneous press of three buttons (or one 
A+B+K hotkey). This motion should be familiar 
to SF IV fans [rt's Ryu's ultra, along with numer
ous others), but the difference between critical 
edges and ultras is that every critical edge uses 
the same input. Because of this, players won't 
have to pause and check out the command 
list ~ they forget which motion their character's 
critical edge requires. Unlike the critical finish 
moves from Soulcalibur IV, these aren't canned 
animation sequences. If your opponent Is 
quick enough, they can block or evade these 
devastating attacks. 

When It released 111999 for the Dreamcast, 
the original Sou Cab, tLmed heads with Its 
jaw-dropping visuals. The series has maintained 
Its high level of visual quality throughout, but Vis 
looking to be the best yet by a long shot. Rather 
than the standard motion capture work they've 
done 11 the past, Project Sou has collaborated 
with anination team Cyber Comect 2. Fighters 
are more detailed than eve<, featuring gorgeous 
character models and more expressive faces. 

Whenever a fighting game sequel Is announced, 
fans hope that It's more than a rehash with some 
new characters and stages. Soulcalibur V is cer
tooly adding many more characters and stages, 
but It's the refined gameplay that has me most 
excited. Each round that I played reminded me 
more and more of the first Soulcalibur, which 
I consider to be the perfect fighting game. If it 
features some robust single-player modes, the 
return of eight-on-eight team battles, and a solid 
online experience, It could be the best series 
entry since the original. • Dan Ryckert 
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Kingdoms of Amalur: Reckoning 
Diving in to see if Reckoning has depth to match its flash 

I 've seen and played Kingdoms of Amalur: 
Reckoning several times now, but these brief 
demos have had one serious limitation. While 

I've witnessed enough to be convinced that 
the core action/RPG gameplay is solid and 
fun, I haven't had a chance to see just how big 
Reckoning's supposedly massive open wor1d 
is. This month, I played through the game's first 
several hours, so I can happily report that when 
tt comes to delivering a huge wor1d full of things 
to do, Reckoning is the real deal. 

As has previously been detaied, Reckoning 
begins with my created character wakilg up 
in a pile of corpses. In the tutorial, I explore the 
Well of Souls, a mix of technology and magic 

put together by the g,ome scientist Fomorous 
Hugues. While Hugues has managed to bring 
me back from the dead - his first success - the 
facity has also come under attack from the 
T uatha, a rogue branch of a race of magical 
creatures that has been waging a years-long war 
against the mortal races. 

While tutorials are often boring enough to make 
811811 the most wide-eyed gamer y.mn, especially 
in mechanic-heavy RPGs, Reckoning's kept ITT'/ 
attention. The half-hour-long dungeon mows 
at a quick pace, introducng a wider variety of 
weapons and magic than some entire games 
contan. It feels i<e a drill sergeant bar1<ng out 
orders as fast as you can accomplish them: 

"Here's a sword, and here's how basic melee 
combat WOl1<s. Got tt? Alright, now here's a bow, 
and here's how to do ranged combat. Okay, now 
here's how you perform stealth kills.· 

Part of the reason this fun, varied tutorial exists 
is Reckoning's refreshing lack of an arbitrary 
class choice as the game begins. My char-
acter starts with full access to magic, melee, 
and stealth skill trees, allowing me to create 
a focused or hybrid hero. The tutorial doesn't 
give me time to get bored with any one of these 
potential styles and provides a wide enough 
CN8fVie.N of the many options offered that you 
should have a good idea what you want to stick 
wtth by the time you leave the dungeon. 
~ you're anything 6ke me, you may have 

trouble settling on one type of combat. Big Huge 
Games lead designer Ian Frazier laughs as he 
watches me play, noting that I'm working my 
way through every single major weapon type in 
the game. Whether swinging a giant greatsword, 
smacking down enemies wtth a hammer, or 
using the mage's awesome chakram to slice 
foes from a distance, I'm having a blast figuring 
out the quil1<s and strengths of every weapon I 
came across. 

At the end of the tutorial dungeon, I finally 
meet Fomorous Hugues, but our introduction is 
cut short. He is astounded that his experiments 
with the Weld of Souls have finally paid off, but he 
demands that I escape: "Whatever you do, don't 
die." Wrth that final ominous warning, Hugues 
rushes back into the depths of the Wf!Al, distract
ing the T uatha so that I can get away. 

I leave the dark blues and purples of this 
tutorial dungeon and enter a lush green forest 
known as Dalentarth. The gorgeous, bright 
colors once again stand out as something 
that sets Reckoning apart from most dark 
open-world RPGs. 

Heading down the path in front of me - this 
section is still linear - I stumble upon Agarth, a 
man that Hugues told me to find. Agarth is a 
fat8'N88Ver, a special type of character in the 
world of Amalur who can read the weaves of fate 
and see any individual's Mure. 

In Amalur, every person is tied to a fate that 



they cannot break away from. This would make 
for a pretty boring game, but Agarth Informs 
me that for some reason he cannot see my 
fate. Being resurrected by Hugues has appar
ently severed my connection to this all-knowing 
force, which means that unlike everyone else 
in the world, I'm able to affect the outcome of 
the future. 

Agarth gives me a new objective to head 
toward if I want to continue down the main quest 
line, but any good open-wond RPG involves 
hours of being distracted from the primary 
mission. As I head down the road, the path 
gradually opens up. I enter the first town in the 
game, Gorhart Village, and I notice a number of 
exclamation points popping up on my mini-map. 
I have a good feeling about this. 

Within five minutes of entering town, I'm 
Inundated with sidequests. A Fae has been 
attacked, and a villager requests my help In 
figuring out how to heal her. A man named Egan 
has gone missing from the nearby chapel. A 
captain of the Warswom - the first of six factions 
In the game - asks me to hunt down two Red 
Legion bandits if I'm Interested In joining this 
group of warriors. 

I decide to look for Egan first. Father Dynwel 
tells me that this young man went out to collect 
firewood and never returned. The area around 
Gorhart Village Is wide open, allowing me to 
run In any direction. It seems like each area of 
Reckoning will be like this, with narrower paths 
funneling you between zones. Any quest that 
you mark as active provides a clear mark on 
your mini-map letting you know where to go to 
continue. I discover plenty of distractions along 
the way, though. 

I have put several skill points into the "detect 
hidden" ability, which means that I can see 
hidden treasure caches under rock piles or in 
hollow logs. I also wander upon several roaming 
bands of boggarts, kobolds, and sprites that I 
fight off. I even see one group of boggarts fight
Ing with a giant bear. The bear easily kills the 
small, wooden enemies, and then I rush In to 
finish the creature off. 

Eventually I make my way to the objective 
marker and discover a sturdy-looking man with 
an axe nearby, but he introduces himself as 
"Casmaran the Eternal." I prod him a bit further 
using my persuasion ability. Casmaran reveals 
that he is in fact Egan, but he does not want to 
return to the chapel. He has cut a deal with a 
group of Fae he met In the forest. If he retrieves 
an ancient artifact for them, they will teach 

him to be a powerful mage - thus, Casmaran 
the Eternal. 

Egan asks my help in retrieving the artifact. 
Curious to see how this sketchy scenario plays 
out, I agree, and he leads me to a dungeon. 
Although the world itself is open, all of the dun
geons I've seen stick to a fairly straight path, 
branching only for dead ends or treasure. I 
breeze through this decrepit temple alongside 
Egan, taking out some monsters along the way 
and finally discovering the goal: a crown that 
Is equippable. 

In addition to being an open-world, narrative
driven RPG, Reckoning is also very much a loot 
game, so I know what it means when I see this 
item's name written in purple font. It's a rare 
item, far better than anything else I've received 
so far, and I'd much rather keep it than allow 
Egan to give it to these Fae. Nonetheless, I 
decide to see the quest through to its end. 

I follow Egan to the Fae location, but I fnd 
something quite different from the immortal crea
tures he described. A group of Dokkalfar - or 
dark elf - bandits have fooled the Impressionable 
young man. As it turns out, I get the best of both 
worlds: completing the quest by killing these 
bandits and keeping the artifact to run around 
with until I find something better to equip. 

Egan returns to Gorhart VIiiage with me. 
Running this quest for the Father at the chapel 
has opened up the church grounds, which in 
tum gives me access to five or six new quests. 
In my remaining couple of hours with the game, 
I run the first couple of quests for the Warswom 
faction, help a wolf who's been turned into 
a human regain his true form, discover a 
plague-infested town, and move forward in the 
main story. 

Each quest I tackle lasts a good 30 to 40 min
utes, and while many focus on combat, there's 
a lot of variety, such as looking for clues to a 
murder mystery and tracking down a teleporting 
well. If these first few hours are arry indication, 
Reckoning is going to be an absolutely mas
sive game on a level comparable to the biggest 
RPGs of this generation. 

Despite being a new franchise coming from 
a studio that's unproven in the realm of RPGs, 
Reckoning continues to surprise me as a game 
that seems to have it all. From the addictive mix 
of questing and loot-gathering to the intriguing 
story to the fleshed-out and gigantic wood it an 
takes place in, there's enough here for people 
to get lost for weeks, if not months. My return 
trip to Amalur in February can't come soon 
enough . • Phil Kollar 
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Twisted Metal 
An interview with David Jaffe 

Twisted Metal's earty 2012 release date 
has us squealing with excitement like hot 
tires on asphalt. During this year's annual 

Penny Arcade Expo we raced through a new 
level of the game while experimenting with a 
new mode called Team Hunted. Twisted Metal 
creator David Jaffe rode shotgun and explained 
all of the game's ins and outs. • Ben Reeves 

This Is a new level for the game. What's the 
concept behind this arena? 
I think the best Twisted Metal levels are the ones 
that you can relate to, ones that are in your own 
backyard [orj that you might see driving around 
your neighborhood. Thrills and Chills is inspired 
by our love for theme parks. It's probably our 
biggest level in the game. We have a haunted 
castle. We have a giant roller coaster in here. You 
can fight on the tracks and take your vehicle for 
a spin around the loop. There are caves and a 
pirate cove. We even have some mascot char
acters running around in costumes. They're fun 

to run over and kill. We're really trying to place 
players in a pristine suburban world and let them 
go a little crazy. This is probably one of my favor
ite levels that we've ever done in the history of 
the series. 

We're also playing a new mode called 
Hunted. What's the hook here? 
In Team Hunted one of the players on your team 
is chosen as the Hunted, and the rest of the 
team has to protect them. The only way that 
your team scores points is when the Hunted kills 
someone, so your team wants to protect him 
and keep him alive. The trick is to wor1< with your 
team to soften up the other targets so that he 
can go in and get the killer shot. 

What are some ways a team can 
work together? 
We've always looked at our vehicles as charac
ters from a fighting game, so there are pros end 
cons to every vehicle. If you feel like you haven't 

been chosen as the Hunted in a while, you might 
want to choose a vehicle that's better at darting 
around and taking kills, versus a support vehicle. 
For example, Junkyard Dog is a great support 
vehicle, because he can launch a taxicab that 
detonates and heals everyone on your team 
within that area. So he's a great choice for sup
porting the hunted, but might be tricky to use tt 
you are the Hunted. 

What other kinds of special support vehi
cles are in the game? 
There are transport vehicles. If you see your 
hunter getting wailed on, you can fly in with a 
helicopter and drop a magnet to pick him up and 
take him out of harm's way, but your team only 
has about two or three helicopters throughout 
the whole level, so you want to work with your 
team to make sure you are using them at the 
right time. Juggernaut is this giant semi truck 
that other cars like Nightrider and Spy Hunter 
can drive into a man its guns. You can also use 



Juggernaut to transport your buddies across the 
levels. The cast Is so varied that It really is con
ducive to team play. If you have a clan or a group 
of buddies that you play really well with, you are 
going to be able to decimate In this mode. 

Modes like Gears of War's Horde seem to 
be the big thing In multlplayer these days. 
Did you guys look at those game types 
while working on this Twisted Metal? 
Well you know we have endurance mode - It's 
not as sexy or dressed up, but It's basically a 

mode where we spawn an endless stream of Al 
for you - and we've had that since Twisted Metal 
2 back in 1996. We haven't sexed It up In this 
one, and we haven't built arenas specifically for 
It, because so much of our effort has gone into 
building these fighters and making sure they play 
well off each other. I'd love to do our take on 
Horde mode someday, but right now that's not 
what we're about. 

You have been making Twisted Metal titles 
for a long time, but It kind of stands alone 
as a unique kind of game. Why don't you 
think there are more car combat games 
out there? 
I think that a lot of people are thinking that they 
don't need to make this kind of game anymore, 
because I can get my character in Battlefield 3 
into a tank, and then have him jump in a plane, 
and then have him walk around on foot, so why 
would I limit anyone to one vehicle? I totally 
understand that position. But we're going for 
something different. It's conceptually a vehicle 
combat game. It's conceptually inspired by The 
Road Wanior or Fast and the Furious. but at Its 
heart, this Is less about drMng and more about 
shooting and fighting. The ability to fly is not 
something that I want to give every player. It's 
kind of like Team Fortress. It's more of a class
based experience. I think everyone else Is think
ing, "F--- ltl Let's give them everything." That's 
why I think we don't have a lot of copycats. 

How did you guys settle on a Valentine's 
Day release? 

It made sense strategically. but It also made 
sense conceptually. It's clear1y a romantic game. 
It's the kind of game where you want to play 
with your girtfriend and blow her up In local 
split-screen before taking her out to dinner. I'm 
kind of joking, but I'm not, because split-screen 
is a big deal for us. I love that this game brings 
people together. Plus I love the fact that on 
Valentine's Day there are going to be a whole 
slew of couples playing Twisted Metal together, 
and then nine and a half months later we'll have 
a whole slew of Twisted Metal babies. Basically, 
I'm building a master race built around car
combat fans. ~ 
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Prey 2 
Prey is back, but not as you would expect 

As a quick refresher, here is what you 
need to know about Prey 2: It's still a first 
person shooter and It still takes place in 

the universe established In the original game. 
Everything else is a radical departure. Tommy 
from the original Prey is in the sequel, but not 
as a playable character. You won't be making 
your way down claustrophobic hallways jump
ing through portals, walking on ceilings, or spirit 
walking in the land of the dead, but you will be 
shooting at aliens. 

In Prey 2 you are Killian Samuels, an air force 
marshal who was abducted aboard the mysteri
ous alien spheres from Prey at the same time as 
Tommy. The game takes place an undisclosed 
time after the abductions, and Samuels has 
acclimated himself to the alien culture and made 
a name for himself as a bounty hunter while 
trying to regain his memory. From there, you 
begin exploring the open alien world of Exodus, 
acquiring bounties, and playing with all kinds of 
alien gadgets and weapons. 

Samuels has more in common with Batman 
than he does with Tommy when It comes to his 
arsenal. Along with standard weapons like pistols 
and sniper rifles, Samuels has access to tons 
of gadgets like suit-enhanced fists for bounty 
punching and jet powered boots for traversal. 
He also has a scanning visor used to locate and 
scan targets in large crowds and for locking onto 

enemies for weapons like shoulder-mounted 
missiles. No secondary fire modes or swappable 
ammo types are available on any of the weap
ons, but only because of the diverse set of guns 
and gadgets that Samuels wields. For example, 
there isn't incendiary shotgun ammo, but there is 
a shotgun type that shoots flaming bullets. 

Given the variety of bounties that need cap
turing, Samuels will need as many firepower 
options as he can get. Each enemy has different 
abilities - some can teleport, others drop mines 
or have a badass weapon of their own, and the 
higher-priced bounties may even have a posse 
you need to dispose of before making the cap
ture. Wrth these targets roaming the public, you 
need to be smart about when to attack. If you 
open fire and accidentally kill several innocents, 
your reputation will take a hit and people will 
cower in your presence in fear of becoming your 
next collateral victim. 

In between missions, we advise stopping to 
soak in the gorgeous environments made pos
sible by a heavily modified id Tech 4 engine. To 
drive the "alien noir" mood of this otherworldly 
setting home, developer Human Head Studios 
has hired composers Mark Morgan (Fallout, 
Planescape: Torment) and Jason Graves (Dead 
Space) to write the musical score. Players 
can visit this brooding sci-fi setting sometime 
in 2012. • Kyle Hilliard 



Max Payne 3 
Rockstar's noir icon lives on 

I 
nformation on Max Payne 3 has been dif
ficult to come by since our cover story in 
issue 195. Recently, Rockstar lifted the veil of 

secrecy surrounding the title a bit and - most 
importantly - confirmed that the game is very 
much alive, and will be released In March of 
next year. For fans of the series, that's great 
news. For those on the fence, perhaps these 
gorgeous new screenshots will help pique your 
interest in the most underrated of Rockstar's 
major franchises. 

So what do we know about Max Payne 3? 
Given the game's long absence from the public 
eye, not a whole lot more than we did when we 
published the cover story. However, Rockstar 
recently posted a new trailer of the game 
that gives some insight into the events that 
helped create this newer, much older looking 
Max Payne. 

After an unexplained chain of events take Max 
down to Sao Paulo, Brazil, he begins working 
"security detail" (read: hired goon) for some of 
the more unsavory elements of Brazilian society. 

His envoy into this world is Raul Passes, who 
Max knows from his days as a New York cop. 
Along with some footage of shakedowns and 
gunplay, Max's narration reveals that he Is 
once again caught up In "all hell breaking loose 
around another girt I'd been trying to protect." 
The girt in question has been kiidnapped by 
one of Sao Paulo's criminal organizations the 
Comando Sombra. 

As for Max himself, It looks like his journey has 
not been kind. In the early part of the trailer, our 
antihero seems beset with alcohol problems but 
appears to pull himself out of the stupor to go 
rescue the girt who's earned his trust. A head· 
shaving sequence seems to be symbolic of his 
transformation into a killing machine in search 
of vengeance. 

Interestingly, in the screenshots we've seen, 
there appear to be three distinct versions of Max 
in the game. One Is a younger version with hair 
{slmilar to his look in the previous two games), 
the second is an older version with hair and 
a beard, and the third is the haggard, shorn 

version of Max that has been in most of the 
game's marketing. Does the younger-looking 
version of Max indicate that at least part of the 
game consists of flashbacks that lake place 
closer to the timeframe of Max 1 and 2? We 
suspect so. 

The other thing that's clear from the clip is that 
the series' signature "Bullet Time" slow-motion 
gunplay mechanics are well in place - and we 
wouldn't have It any other way. ij anything, the 
gunfights look even better with destructible 
environments and NaturalMotion animations. 
As always, Max Payne is traveling down a dark, 
twisted road. As he says himself in the trailer, 
"It wasn't pretty, but I guess none of what was 
about to happen was gonna be." 

In one final surprise twist, Rockstar revealed 
that it's adding a multiplayer mocle to Max Payne 
3. Very little is known about how mulliplayer will 
work in this tradltionally narrative-focused fran
chise, but Rockstar promises maps that change 
dynamically and some unique form of progres
sion for players. • Matt Helgeson 
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The Witcher 2 • Assassins of Kings 
The seminal PC RPG is console-bound 

T he Wrtcher 2 is one of the best RPGs 
I've played this generation. If you missed 
the train when it barreled through the PC 

gaming world in May, you can hop on without a 
$150 graphics card when The Wrtcher 2 comes 
out on Xbox 360 later this year. 

You can learn all about The Witcher 2 through 
any number of avenues, considering the PC 
version has been around for months. Suffice 
it to say that it's a top-shelf RPG that stands 
alongside the best work coming out of BioWare 
or Bethesda. The dark, violent world is amazingly 
detailed, and players have a shocking amount of 
control over the story's direction. The combat is 
both tactically interesting and viscerally satisfying, 
and outstanding voice work on the well-written 
dialogue brings the enormous cast of characters 
to l~e. The Wrtcher 2 has it all, especially after a 
few patches that smoothed out some initial inter
face and difficulty issues. 

The 360 version isn't so much an adaptation or 
a port as it is the exact same game slightly opti
mized on the technical and interface end to run 
on the console. All of the content from the origi
nal release, including the DLC up to 360 launch 
day and the humongous 2.0 patch that adds a 
whole new difficulty mode, will be on the disc. 
CDProjekt hasn't said anything about its plans 
for bringing further DLC out on 360 - the com
pany has a hard-line stanlCe about not charging 
for DLC - but 360 players will get everything 
PC gamers have access to at the moment The 
Witcher 2 comes out on Xbox. 

Provided CDProjekt puts in the work to 
make the extensive menu system play nicely 
wi1h a controller, The Witcher 2 shouldn't have 
any playability issues. The game was clearly 
designed wi1h controllers in mind, and combat 
plays wonderfully on a gamepad. 

Before seeing it running on 360, I was con
cerned that console gamers would have to 
sit through frequent loading screens as they 
navigate the large environments. I am happy to 
be wrong. I saw the developers play through 
a significant section of the game wi1h no load
ing screens, and they assure me that the 360 
won't load any more than the PC does -which 
is very little. 

The graphics will undoubtedly take a hit from 
what a high-end PC is capable of putting out, 
but this will be a fine-looking game on console 

nonetheless. The alpha build I saw running didn't 
have all the bells and whistles my expensive rig 
renders, but it did put to rest any concern that 
The Witcher 2 would have to make drastic sac
rifices to run reasonably on 360. The Xbox 360 
build the developers showed at Gamescom this 
year looked as good as any RPG I can lhink of, 
and had a steady framerate to match. 

The bottom line is that The Witcher 2 is a game 
that deserves its massive fanbase and the heaps 
of critical praise it has received. The console 
version should be a faithful translation of one of 
my favorite games in recent years. I can't rec
ommend it any more highly to any and all Xbox 
360 owners. • Adam Biessener 

Read Gl's full Wilcher 2 PC review at gameinforme,r;cm 



I 'ma long-time SSX fan going back to the 
original release on PlayStation 2, so I was 
excited to get my hands on EA's series revival 

at Gamescom. As It turns out, the publisher isn't 
just rehashing the awesome tricks and tracks 
of past games, though; SSX will also feature a 
completely revamped and impressive suite of 
multiplayer options. 

SSX implements an always-on feature called 
RiderNet that is heavily inspired by Need For 
Speed: Hot Pursuit's much-loved Autolog. 
Essentially, even when you play solo, you'll be 
connected to EA's servers so you can upload 
your score and time data and challenge your 
friends to beat It. When you replay a track, you 
can play against a ghost of your best run as well 
as a ghost of any friend who has challenged you 
through RiderNet. 

This asynchronous multiplayer seems like a 
great solution to constantly pushing a sense of 
community and competition even when you're 
playing by yourself. When you tum on SSX, the 
game will automatically point you toward friends 
who are dominating you on specific tracks, 
allowing you to immediately jump in. The game 
will also offer bonus rewards for taking on and 
conquering these challenges. 

If you're currently ahead of your friends on a 
course, you'll win 
money every time 
they challenge 
your lead and lose, 
even when you're 
offline. It's entirely 
possible for you to 
log on one day and 
discover you've 
earned thousands 
of dollars in in
game currency 
because your friend 
tried to take on your 
time or score over 

and over again without success. The in-game 
currency can then be used to purchase thou
sands of snowboards, outfits, and other Items 
that will in tum improve your chances of setting 
even higher scores. 

Beyond the asynchronous multiplayer, SSX 
also has a slightly more traditional Global Events 
mode, but the team wanted to get rid of the 
need for lobbies and waiting around. To accom
plish this, EA Canada essentially created a per
sistent, constantly active tournament that players 
can drop into at any time. All 150 to 180 drops in 
the game will have events associated with them 
that you can enter at any time. 

The game's servers can support an 
unlimited number of players on any 
track in Global Events mode, although 
It will limlt the number that you see 
to something manageable. SSX will 
smartly choose to populate tracks with 
your friends first and then with strang
ers who are in the area. 

Finally, ~ you'd rather play online with 
friends alone, you have the option to 
create custom online events at any 
time. You can set these events to com
pletely open, friends-only, or visible to 
friends-of-friends as well. 

RiderNet will also be fully active via the SSX 
website as well as iPhone apps, Twitter, and 
Facebook. While away from your console, you'll 
be able to log in, see what y<:u friends have 
been up to, and queue up tracks and challeoges 
to take on as soon as you get home. 

EA seems to be going all out in creating the 
most robust and interesting online experience 
possible around SSX. I've always loved the 
over-the-top tricks of the series, but I never 
thought I'd view online as an essential ele
ment. RiderNet has convinced me, and I can't 
wait to take on my friends when SSX launches 
in January. • Phil Kollar 
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Army Corps of Hell 
Vita's devilish little surprise 

W hen the Vrta was first revealed to 
have two analog sticks, most gamers 
immediately marveled at the portable 

possibilities for shooters. Japanese developer 
Entersphere has different plans for the twin joy
sticks. This quirky, heavy metal romp through 
hell tasks players with commanding an army 
of goblins in order to reclaim a fallen king's lost 
power and seek revenge on the gods. 

Flinging frenzied goblins at various hell beasts 
is tough work, so mastery of both analog sticks 
is required. Players control the demonic undead 
king with the left stick while aiming his goblin 
army 360 degrees with the right stick. A press 
of the right trigger launches the miniature evil
doer.,. Watching a steady stream of minions 
engu~ an enemy Ike ants on an ice cream cone 
is a treat. Pressing the left trigger tightens the 
goblins around the protagonist in a defensive 
phalanx. Like a demonic marching band, select
ing the spear formation causes the goblins to 
gather into the form of an arrow that can be 
launched at bad guys for big damage. A broad 
fireball attack levels out the goblin army's arse
nal. Strafing around enemies while tossing your 
pawns into battle feels great with the Vrta's ergo
nomic control layout. 

When an enemy falls, you can send your 
goblins out to devour the corpse, scoring you 
some loot. The resources you gather are used 
to upgrade your weapons and craft items, 
though that functionality wasn't available in the 
demo I played. Instruments like a flute, drum, 
and guitar are among the items you can craft. 
Using a health potion launches a touch-based 
rhythm minigame. The better you perform the 
more health your goblins regain. Even though I 
underperformed on the drums using the Vita's 
rear touchpad, I still recovered enough life to 
carry on. 

Speaking of instruments, the soundtrack to 
Army Corps of Hell exclusively features heavy 
metal bands local to developer Entersphere's 

studio in Shinjuku, Japan. This fits the game's 
demonic tone perfectly, and is an aural treat for 
metal heads. Less brutal gamers might end up 
substituting their own soundtrack. 

My time playing Army Corps of Hell ended with 
an Intense boss fight against a giant minotaur. 
As I circled the beast and targeted his weak 
spots, I realized how quickly I had grasped the 
game's core mechanics. My 10 or so minutes 
with the Vrta launch title left me feeling like I had 
played it before. Just ask the fallen boss; he'll 
attest to the game's fluid learning curve. I can't 
wait to check out more features like four-player 
multiplayer and item crafting as we creep closer 
to the Vita's December 17 Japanese launch. 
Cross your fingers the game stirs enough buzz 
to see a western release. • Tim Turi 

The Olimar Connection 

Ounng my nme with the Army Corps of Hell demo, a Square 

Erux representative revealed that a key developer from 

Nintendo now works for Entersphere, and has a lot to do with 

tlus quirky Vita otle's design. When I pomted out the sinulari

ties between the goblins and Nmtendo's icoruc Pil<min. all I got 

m response was a coy "no comment • I'll leave 1t up to you to 

decide il the cormecoon is reality or fantasy. 



WWE '12 
THO tweaks controls and creation for its WWE reboot 

W restling games have historically 
belonged in two distinct camps: one for 
gamers with a passing interest in the 

wrestling industry (or none at aJO, and one that 
caters towards hardcore wrestling fans. THQ's 
popular WNF and WON games on Nintendo 
64 belonged in the former category, as did 
this year's All Stars. Hardcore wrestling fans, 
on the other other hand, enjoy the authentic-
ity and attention to detail that the Smackdown 
vs. Raw series provided. Wrth WWE '12, THQ 
is attempting to bridge the gap by providing 
nuanced gameplay and Raw-caliber production 
values with a control scheme that's accessible 
to any gamer. 

Smackdown vs. Raw became so complex that 
the last two entries featured a training gym with 
a massive checklist of moves and scenarios to 
learn. WWE '12 streamlines the controls with a 
layout that reminds me of a deeper version of 
the old Nintendo 64 scheme. The A button initi
ates all grapples, and another press along with 
a direction on the analog stick performs one of 
four moves. Each grapple position features four 
standard moves, and you can switch between 

po~ions by using the right stick. If the grapple 
is Initiated while your opponent is groggy, you'll 
perform a stronger move. 

Previous WWE games have featured HUD 
layouts of your opponent's body, showcasing 
which areas are most damaged. While it was 
easy to tell which par1 of the body was the most 
hurt, performing moves targeted at that sec-
tion wasn't quite as simple. With the new limb 
targeting system, you can easily isolate a specific 
area of the body to wear down. Holding the RB 
button once in a grapple will bring up a similar 
HUD layout, with a face button dedicated to 
each area. Pressing the button corresponding 
to the head will perform the appropriate attack 
from your superstar's moveset. If you want to 
nullify Daniel Bryan's LaBell Lock finisher, you can 
beat on his arms. If Sin Cara or Evan Bourne are 
running circles around you, you can easily attack 
their legs to hinder their speed. 

Finishers are always coveted attacks, but 
many wrestling games feature momentum 
meters that deplete ij the attack isn't pulled off 
in time. WWE '12 has replaced this with a meter 
that only grows, and you're able to bank finish
ers ij you don't feel like using it right when it's 
available. Some superstars with high charisma 
can hold more finishers than others, given they 
have the required rating. 

Getting an opponent into the correct position 
for a finishing move is a frequent frustration In 
wrestling games, and the new wake-up taunts 

make things sign~tly easier. If you're playing 
as Randy Orton and you have a finisher ready to 
go, you can press up on the d-pad to activate 
the taunt as an opponent is on the ground. The 
Apex Predator wii fall to the ground and perform 
his signature stomping taunt, and it will trigger 
the standing animation for your opponent. Once 
they're up, they're in the perfect position to be 
on the receiving end of a thunderous RKO. 

Visually, WWE '12 looks more like a WWE tele
vision product than any wrestling game before it. 
THO has studied WWE's production style, and 
incorporated it into the game based on what's 
happening in the ring. Camera angles that wres
tling fans are used to seeing on episodes of Raw 
or Smackdown are used, and little elements like 
the mini-Trtantrons will appeal to detail-minded 
WWE viewers. 

As in all THO wrestling games, players will 
have access to a wide variety of creation tools. 
You can still create your own superstars and 
stOl)'tines, but WWE '12 is adding the ability 
to create arenas and custom entrance videos. 
Arenas can be pieced together from a wide 
variety of graphics and logos, which I discovered 
while creating my ring apron consisting of a cow 
pattern on one side, bricks on the other, and 
old-school WON PP\/ logos pasted everywhere 
else. Even elements like the ring barricades, turn
buckles, and announcer tables can be tweaked 
to your liking. For your created superstars, you 
can now create your own custom entrance video 

instead of being confined to the 
Trtantrons for existing wrestlers. 

In recent years, WWE 
Smackdown vs. Raw has suf
fered a bit from a Madden 
complex. Gameplay was solid, 
wrestling fans were happy, but 
the annual entries were mostly 
roster updates with a few new 
bells and whistles. WWE '12 isn't 
looking like a complete overhaul 
of the core mechanics, but the 
new control scheme should 
shake things up a bit. If the 
Road To Wrestlemania and WWE 
Universe modes return in solid 
form, this could potentially be 
one of the best WWE games this 
generation. • Dan Ryckert 
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Asura'■ Brother-
In-Law Join■ the 
Insanity 
Before you btart enVISIOn-
ing Asura battlmg alongside 
the new playable character, 
you should know that 
Yasha despises him. Asura 
married Yasha's sister, who 
was murdered during the 
assassmanon of the emperor. 
Yasha blames Asura for 
his siblmg's tragic death. 
It's uncenain whether the 
qwcker, more ague character 
will forgive Asura and jom 
forces With him. 
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Asura's Wrath 
Capcom's moon shot continues to impress 

E very so often an action game comes along 
that's so outrageous that nobody thinks It 
can be outdone. First it was Devil May Cry, 

then It was Bayonetta, and now there is Asura's 
Wrath. Capcom's hybrid of ancient Japanese 
history, scl-fi tech, and heavily shaded art gives 
Asura's Wrath a distinctive look and feel. The 
graphics may be gorgeous, but the absurd 
chaos Is the real star here. 

The Tokyo Game Show 201 1 showing of 
Asura's Wrath begins with the titular hero 
exchanging words with a bearded, scarred foe 
named Augus on the surface of the moon. All 
you need to know Is that Asura is a former deity 

stripped of his power who must save his daugh
ter by conquering fellow gods like Augus. Asura 
Interrupts his challenger's torrential tirade with a 
flying fist to the face, and the battle begins. 

Combat lnltlally Involves dodging Augus' bull 
rush advances and firing energy projectiles from 
a safe distance. The game's Intuitive lock-on 
system lets you effortlessly pepper the bad guy 
with quick bursts of fire before leaping to safety. 
It's tough to squeeze In even a few light blows 
without the boss counterattacking, so you 
have to make your hits count. Thankfully, when 
Asura 's rage meter fills you can deliver enough 
enhanced melee damage to stagger Augus, trig
gering a frenzied quicklime battle. 

The two rivals exchange a rapid volley of 
punches, with each strike negated like a fistfight 
from The Matrix ~f Neo had six arms). Keeping 
up with the frenzied button mashing and quick 
analog stick flicks is tough work, but eventually 
Asura slips a blow past Augus' defenses and 
sends him flying. No more Mr. Nice Guy. Augus 
reveals his intimidating samurai sword and 
explains to Asura how he loves using It more 
than he loves sex. 

Combat resumes, but this time Augus uses his 
blade to send beams of energy flying towards 
Asura. The hero must evade these vertical and 
horizontal hazards while continuing his previ-
ous tactics. After rebuilding his rage meter, 
Asura is once again able to assault Augus. The 
two Herculean adversaries exchange hits until 
Augus sneaks in a thrust of his samurai sword. 
Asura uses all six palms to catch the sword and 
halt the blade's path towards his chest. Augus' 

weapon magically begins to grow longer and 
longer. Lunar dust kicks up around Asura 's 
feet as he tries to hold his ground. The blade 
expands too quickly for Asura, and his feet lift 
from the moon's surface. Reallzlng what's about 
to happen Is a marvelous thing. 

The Earth moves Into view behind Asura as 
Augus leaps Into space with the protagonist still 
clutching the end of his weapon. As the two fly 
from the surface of the moon, It becomes clear 
that Augus wants to impale Asura into their 
home planet with his 300,000 mile-long blade. 
The villain continues to shout taunts as several 
of Asura 's arms burn off upon reentering the 
atmosphere. The camera cuts to a satellite's 
view to showcase a tremendous Impact that 
looks like something from a disaster movie. 
Augus plunges thousands of miles worth of 
folded steel through the hero's chest into the 
Earth's crust below. As Augus comes ever 
closer to sinking the hilt of his blade Into Asura's 
heart, the player cranks on an analog stick to 
rally the strength to deliver one last punch. The 
demo ends Just as Asura's fist greets the mete
oric madman's face. 

To say Asura's Wrath is over-the-top is a gross 
understatement. In the year following its reveal 
at TGS 2010, Capcom has shown us more 
Insane action per minute than some games 
contain In their finales. We've yet to witness the 
game's Muristic locations or play as his brother
in-law, Yasha [see sidebar), but based on our 
time with Asura's Wrath so far we're confident 
the rest of the game will be just as deliciously 
ludicrous. • Tim Turi 



Final Fantasy: 
Type-0 
A bloody intro and dynamic 
gameplay revive the PSP 

F ormerty named Final Fantasy Agito XIII, Final 
Fantasy: Type-0 was originally announced at E3 
2006 as a Japan-only mobile game. Since then it's 

not only dropped the Agito name, but moved over to a 
handhetd In its twilight, the PSP. Based on my time with 
the Tokyo Game Show 2011 build I can say the game's 
introduction is shocking, the gameplay is solid, and the 
presentation is impressive. 

The lengthy intro cinematic depicts a knight in his last 
moments fighting alongside his loyal chocobo. The two 
struggle bitterly as an evil militia besieges the city they 
defend. In a tragic tum of events, the two are fatally 
wounded. The amount of blood and violence In these 
touching moments Is surprising for a Final Fantasy 
title. The scene ends with the dying soldier weeping as 
he lays his head down on the bloodied feathers of his 
dead companion. 

The gameplay is a sharp contrast to the moving Intro
duction. The roster packs a 'Nhopplng 14 characters, 
most of which are themed after playing cards. I controlled 
Nine, Queen, and l>IJe, three students from the Peristerum 
School of Magic. Every classmate sports lrique abilities 
and weapons, three of which can be swapped between 
during the real-time battles. Nine wields a spear, Queen 
carries a sword, Ace tosses energized cards Gambit-style, 
and all sport some type of magic. 

Combat itself reminds me of Final Fantasy VII: Crisis 
Core. Players lock onto enemies, cast magic from afar, 
and move up close to deal melee damage as numbers 
tick away above enemies' heads. When you're finished 
killing, fallen soldiers can be absorbed as health to 
restore your party. Working through a war-tom city while 
switching characters was a good time, but unfortunately 
a gigantic flaming bird wiped out my entire party and 
brought the good times to an end. 

I didn't get a great sense for Type-O's story because 
the entire preview version was in Japanese. Despite this, 
I'm feeling very optimistic about the game. Hot-swapping 
between characters could rectify the repetition I felt held 
back FF VII: Crisis Core. Type-0 releases this month in 
Japan. Let's hope it gains enough attention to see a 
Stateside release. • Tim Turi 
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~ 10 
" Concept 

The Dark Knight soars in 
this ambitious follow-up 

to Rocksteady's surprising 
blockbuster, Batman: 

Arkham Asylum 

» Graphlca 
Gotham City 1B lavishly 

detailed with dark hues 
and soaring architecture. 
Most of the central story 

missions take place indoors 
in environments that are Just 

as striking. The museum 1B 
particularly Impressive 

" Sound 
Mark Hamill and Kevin 

Conroy could do this in their 
sleep at this poin~ but their 

work couldn't be better. 
The glut of enemy chatter 

makes Gotham come alive. 
The score intensifies the 

action and complements the 
mood perfectly 

1t PlayabWty 
Combat 1B as fluid as 

ever, and Batman's new 
maneuverability in the 
open world 1B handled 

exceptionally well. Catwoman 
1B another fully playable 

character that performs as 
admirably as the star 

» Entertainment 
This 1B the best use of a 
license in the industry's 

history. The wealth of 
amazing content 1B daunting 

98 reviews 

» Replay Value 
High 

Batman· Arkham City 
The best licensed video game ever made 

C':GAME~ MONTH C':PLATINUM 

G otham City's skyline glows 
warmly, showing decades 
of progress and prosperity 

In each of Its majestic towers. 
On this night, this Impressive 
view is obstructed by the mas
sive concrete walls of Arkham 
City, Gotham's new home for its 
lunatics and murderers. Behind 
these barriers, a section of the 
city has been transformed into a 
prison with no rules. The Inmates 
govern themselves. Anarchy 
reigns In the streets as they vie for 
territory control. The city's historic 
landmarks are altered to bear the 
signature of the villains controlling 
them. The Penguin nests In the 
museum, The Joker's maniacal 
laugh echoes across the docks. 
No sane person would dare enter 
this dangerous penitentiary. For 
Batman and the gamer control
ling him, however, Arkham City 
Is the ultimate hunting grounds and a place 
where one of gaming's most remarkable adven
tures unfolds. 

Within this sprawling world, developer 
Rocksteady Studios has crafted a monster of 
a sequel, expanding on the size and scope of 
every facet presented In the series' first entry, 
Arkham Asylum. A bombshell of a plot twist is 
revealed In the introductory moments: Hugo 
Strange knows that Bruce Wayne is Batman. 
From this point on, exceptional writing leads the 
way through a mystery-laden plot that races 
along with fantastic character-based moments. 
The story reminds me of one of my favorite 
Batman comic book series: 1993's year-long, 
villain-infested epic, Knlghtfa/1. Both the game's 
and comic's story follow the Arkham Asylum's 
Inmates running amok In the streets of Gotham 
and the physical toll It takes on the Caped 
Crusader. This tale bounces between villains, 
and Rocksteady does a tremendous job of link
ing all of their arcs together. 

I thought that Arkham Asylum accurately 
depicted Batman as a character, brilliantly play
ing off of his ability to shift from combatant to 
detective to predator. After playing this sequel, I 
can now tell you that Rocksteady only showed 
us the tip of his pointy ears. A large piece of 
Batman's personality is his link to Gotham. Some 
of his most iconic images show him leaping off 
of a rooftop or descending with his cape out
stretched toward heavily armed thugs. Players 
now have the ability to experience Batman as 
Gotham City's guardian and the creature that 
most enemies fear is lurking in the shadows. A 
beautifully designed gliding mechanic, which 
allows the player to swoop down and then 
extend the cape to slow his descent or use the 
velocity to rocket back up into the sky, makes 
city navigation a breeze, and it's just as grace-
ful and exciting as the popular web swinging 

Style I-Player Action Pubu.her Warner Bros. Interactive 
Dneloper Rocksteady Studios Release October 18 ESRI T 

In many of the Spider-Man games. The thrill of 
gliding undetected and descending like a hawk 
onto Its prey is an Immensely satisfying action 
that often gives way to the game's expanded 
combat tactics. 

Detailing exactly how the combat has 
changed would reveal villains and spoil sec
tions of the game, but I can say that the base 
tactics are Identical to the last game and the 
new elements that are added allow Batman to 
approach different enemy types In new ways 
and also stun or down foes with a larger arsenal 
of moves. Batman can counter the attacks of 
three enemies at once - an acrobatic technique 
that involves a boot to the face and smash-
Ing the remaining foes· heads together - and 
turns most combat opportunities Into an agile, 
adrenaline-filled ass-kicking. 

Some battles are best won through stealth. 
Enemies are quicker on the trigger now and can 
also throw pesky landmines into the environ
ment. Detective Vision isn't required nearly as 
often this time around, but is Just as fun to use. 
In addition to his base set of moves, Batman can 
now use environmental objects to electrocute 
foes, an act that is hilarious and effective. 

The biggest difference between Arkham 
Asylum and Arkham City's gameplay is the 
structure of the world. Arkham Asylum is a linear 
game with Metroid-esque backtracking and 
secret-finding. Arkham City is an open world lit
tered with missions and events. When the game 
begins, Batman stands on a rooftop facing his 
objective. It's at this point players can veer off 
of the critical path and explore to their heart's 
content. The side content offers more gameplay 
than the critical path and Is spread across a vari
ety of different avenues ranging from standard 
side missions to tasks that specific villains want 
fulfilled. The Riddler is also up to his old tricks, 
offering a whopping 440 different challenges, 

some of which can actually kill Batman. All of the 
side content Is nicely designed, gMng players 
plenty of reason to invest significant time. At one 
point I had six side missions to complete, five 
canisters to blow up, a political prisoner scream
ing for help, an unknown masked vigilante 
watching me from a distant rooftop, a major 
villain Initiating a deadly game through a ringing 
cell phone, and a handful of Riddler challenges 
staring me In the face. When I completed the 
game, I was told that I only went through 42 per
cent of the content. At this point, I also unlocked 
new game plus, a mode that gives the player all 
of the weapons and upgrades he or she ended 
with and offers a more difficult challenge through 
altered enemy types. 

Did I mention that Catwoman is a fully playable 
character? Her arc intertwines with Batman's, 
but only accounts for roughly five to ten percent 
of the story. The switch between these two 
playable characters is often handled after a cliff
hanger moment, almost Imitating the end of a 
comic book. Catwoman features her own move 
set; she uses her whip and claws to navigate 
Gotham in a different way (which Isn't quite as 
enthralling as Batman's means, but is still fun), 
and Rocksteady also made sure that players 
would spend time exploring with her through 
hidden Catwoman-only Riddler challenges. 

The size of the game Is daunting. I still have a 
ways to go to reach 100 percent, but I wouldn't 
be surprised if I have invested over 60 hours so 
far. Throw in the new game plus and a dizzying 
number of combat challenges for both Batman 
and his feline friend and this game could be one 
of the biggest and most enjoyable time sinks of 
the year. 

Arkham City not only lives up to the standards 
set by Arklham Asylum, it bests its predecessor 
in every way and stands tall as one of Batman's 
greatest moments. • Andrew Reiner 
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T he name id Software rings of nostalgia. 
Franchises like Wallenstein, Doom, and 
Quake laid the groundwork for the first

person shooter genre, and I can still see their 
designs influencing many of today's new 
releases. Despite the studio's pedigree, it hasn't 
developed an FPS title since 2004's Doom 3. 
The genre has changed significantly in the years 
that have followed. Franchises like Half-Ute and 
Call of Duty are the genre's trendsetters. Now, 
id Software makes its long-awaited FPS return 
with a new franchise called Rage. Can the 
father of the FPS reemerge as the powerhouse 
it once was, or will it be playing catch-up to 
the genre's latest trends? The answer is a little 
of both. 

At this year's QuakeCon expo, John Carmack, 
id co-founder and Rage's lead programmer, 
revealed he had been working on this new 
title for the better part of six years. The lengthy 
gestation period has produced one of the most 
technically sound shooters to date. Rage roars at 
a constant 60 frames per second, offers sophis
ticated gunplay, and lights up the screen with 
an incredible level of graphical detail. The game 
continually wowed me with its technology and 
small touches, such as every NPC having unique 
animations scripted to each word they utter, and 
an enemy being smart enough to recognize that 
the quickest path to the player's location isn't a 
winding path, but rather cutting the distance by 
jumping over fences. 

The lengthy development cycle could also be 
responsible for the game's 
most disappointing com
ponent: the story. After 
a gorgeous introductory 
cinematic which shows an 
enormous asteroid crash
ing to Earth in the year 
2029, producing a post
apocalyptic wasteland, 
players are Introduced to 
their avatar in this world, 
a silent protagonist who 
ends up being the whipping 
boy of every person with a 
problem that needs fixing. 
He's the perfect accomplice 

to an uneventful narrative that slogs along with 
all the excitement of a dehydrated person slowly 
shuffling his feet in the wasteland's sands. Just 
when it seems this story might produce a meaty 
plot thread, the game ends unexpectedly with 
no major confrontation or sense of victory lead
ing up to it. The best comparison I can think of 
is if Star Wars ended with Obi-Wan lowering the 
Death Star's tractor beam. Roll credits. 

While most people will likely rave about 
Rage's technology, this game's most impressive 
component is its gunplay. This is largely due 
to the game's fearless foes. Uke Left 4 Dead's 
bloodthirsty zombies, the mutated hostiles of 
the wastes sprint toward the player. They crawl 
out of the woodwork, scamper along walls, 
and create a sense of absolute terror. I can't 
overstate how impressive this game's animation 
system is. Shooting a mutant in the side might 
make it slam Into a wall, but its legs never stop 
moving. It drags itself along, eyes glued to yours, 
and fights to regain balance to continue its rapid 
pace. Interestingly, the player is not equipped 
for close quarters melee. In fact, the rifle butt 
and punch attacks rank among the weakest 
I've seen in a current-gen FPS. The challenge 
posed to the player is to put them down quickly, 
or pray that every close range shotgun blast hits 
a large chuck of flesh. Most of the major battles 
unfolded with me panicking, firing off shots with 
a furious intensity, and escaping with the feeling 
that I had accomplished a miraculous feat. 

There's a nice selection of close- and long-

range weapons, and while id's patented BFG 
makes an appearance in the form of special 
ammunition, this arsenal's most trusted killer is 
oddly a boomerang called the wingstick - one 
of the most satisfying weapons in any FPS. The 
wingstick is designed with the specific goal of 
lopping off heads. Watching a mutant in a full-on 
sprint lose his noggin and collapse to the ground 
just as the wingstick flies back into your hand is a 
supremely satisfying spectacle. 

Rage isn't a standard level-to-level shooter. 
At any point in the game, players have the 
opportunity to freelly explore a moderately sized 
open world. Outside of Illustrating how the aster
oid affected the world and how mankind has 
adapted to it, this vast playing space's primary 
function is to shuttle players from a hub city 
to a mission marker. The means of travel is a 
vehicle tricked out with weapons galore. Bandits 
in vehicles of their own will try to derail your 
quest, but even on the highest difficulty setting 
they pose little challenge. As much fun as it is to 
blow these adversaries away with rockets, the 
vehicular component, which inciudes races, is an 
entertaining distraction and nothing more. 

A slew of other diversionary minigames, such 
as an awesome collectible card game, are 
included into the hub cities. However, the most 
satisfying side actMty is looting, which makes the 
lack of content in the overworld more disappoint
ing. Every item that flashes in the environment -
be it gas cans or bandages - can be picked up 
and stored in a limitless inventory. At first, these 

items may seem completely random, 
but as the game progresses and 
new weapon and item blueprints are 
obtained, they can be combined for on
the-go crafting. Turrets, remote control 
cars, healing items, grenades, and other 
handy devices can be created from any
where, even In the heat of battle. 

Rage's story and overworld design 
feel dated, but its heart-pounding 
gunplay Is a nice change of pace in a 
market filled with "follow me" and pop
and-fire shooters. While light RPG ele
ments are present, this is mainly a game 
for players who love challenging combat 
experiences. • Andrew Reiner 

9 ~ 
» Concept 
A wild romp through a post
apocalyptic wasteland that 
features gripping gunplay and 
satisfying looting 

» Gxaphlcs 
The id Toch 5 engine provides 
amazing visuals presented at 
a fluid 60 frames per second 

» Sound 
The soundtrack is 
appropriately moody and the 
impressive voice acting fits 
the colorful personalities 

» PlayabWty 
Rage's shooter component 
shines and offers an 
experience unlike any other 
FPS on the market. The 
driving sections are no more 
than optional diversions 

» Entertainment 
Id's return is worth the wait 
and stands out In the crowded 
FPS market 

» Replay Value 
Moderately High 

MulHplayer 
Rage's gunplay seems like a 
perfect fit for classic id-style 
deathmatching, but the only 
multiplayer options offered 
are four-player vehicular 
combat and two-player co-op 
challenges. The co-op levels 
are sections stnpped from 
the campaign and outfitted 
with new enemy fonnaUons. 
They're a blast to play, but 
they can be completed in a 
few hours total. The vehicular 
warfare doesn't offer a large 
number of maps, and as 
nicely crafted as the controls 
are. grows old quickly. While 
the compleUsl in me wanted 
to reach rank 20, my Interest 
was fully tapped around 
rank 10. 
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Take the bulk of last year's 
Dead Rising 2 and add a 

"what-iJ' twist starrtng 
the original Dead Rising's 

Frank West ,, ....,_ 
Textures look gnarly up close, 

but the sight of thousands 
of onscreen zombies 

still impresses 

" Snnd 
As before, the music is 

appropriate iJ unremarkable. 
Sound effects are a high 

point, deftly accompanying 
meaty impacts and 
gruesome splatters 

" l'll9".allllll7 
Frank's photography skills 

add another layer to the 
already deep gameplay 

~ Mertcf--
Much of the story is the same 

as before, but the inclusion 
of a sandbox mode keeps the 

game fresh .. ..,.. .... 
High 
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Dead Rising 2 • Off the Record 
Anything Chuck can do. Frank can do better 

SIJl9 I-Player Action (2-Player Online) '.l'abllal.- Capcom ~ Capcom Vancouver~ September 24th!ESU M 

D ead Rising 2 introduced the world to 
Chuck Greene, a former motocross 
champion who faced unspeakable danger 

for the sake of his young daughter. Unlike 
Frank West, the hero from the first game, 
Chuck wasn't armed with a camera. Instead, 
he brought a healthy dose of weapon-crafting 
ingenuity to the zombie-lined streets of Fortune 
City. Chuck was a great character, but fans 
missed Frank. In Dead Rising 2: Off the Record, 
players get a chance to see how the events 
from Dead Rising 2 would have played out if the 
photojournalist had been there. As it turns out, 
this old dog has a few new tricks. 

Even though he's been down on his luck in 
the intervening years between Dead Rising 1 
and 2, Frank is still an avid photographer. As he 
navigates through the slightly modified storyline, 
Frank gets a chance to capture the conspiracy 
on film. The mechanic from the first game is 

largely the same, though players can fire away 
without having to worry about their camera's 
battery life. Chuck doesn't have a corner on 
the duct-tape market; Frank can also construct 
the hybrid weapons that made Dead Rising 2 
special, including some diabolically clever 
newgizmos. 

Other additions keep the game fresh for fans 
as well as appealing to green players. There 
are a few new psychopaths to battle, includ
ing some familiar faces and references that 
superfans will get a kick out of. There's also 
an entirely new area to explore: the space-age 
Uranus Zone. This amusement park is filled with 
loads of environmental kills and minigames, and 
fits in nicely with Fortune City's overall theme of 
tacky overstimulation. 

For Off the Record, Capcom Vancouver 
stripped away the second game's Terror is 
Reality mode. This multiplayer-only Mature was 
a great idea in theory, but n was plagued by long 
queue times and a host of performance issues. 
The main appeal of this mode - being able to 
earn cash and transfer it to your campaign's 
progress - is still in the game, only in a much 
more appealing package. 

Sandbox mode is back in Dead Rising, and it's 
available from the start. Each of the game's three 
save slots tracks progress in both the story and 
the sandbox. When you load a save, you can 
choose to either forge ahead in the campaign or 
kill time (and a few thousand zombies) in Off the 
Record's free-form counterpart. 

Dead Rising veterans should have a basic idea 
of what to expect here. Unlike the mission-driven 
storyline, there aren't any objectives to complete 
in the sandbox mode. Instead, players are free to 

explore Fortune Cfy at their own pace. Capcom 
has also added challenges to the sandbox, 
which provide a welcome series of goals. These 
optional tasks unlock as players slaughter more 
and more of the undead, and players who meet 
the set requirements can score some cold, hard 
cash. These challenges include the expected 
kill-tests, in which Frank has to tear through as 
many zombies as time allows, but also provide 
some surprises. You may have to round up as 
many "massagers" as possible before the clock 
runs out, or show off your parkour skills by 
quickly reaching an out-of-the-way spot. Players 
can join in their friends' game as well, wnh player 
two assuming the role of Chuck (complete with 
camera), as opposed to a clone of Frank. 

Progress transfers seamlessly between these 
two modes, addressing one of the niggling 
issues some players have had with the Dead 
Rising series. Previously, it was possible to find 
yourself woefully underpowered if you didn't level 
up enough between missions. At that point, you 
were essentially forced to start the story over 
again from scratch, with the consolation prize 
of retaining your character's progress. Now, 
with sandbox mode, you can just slip over to 
the open-world playground, paint the floor with 
zombie blood for a few hours, and then continue 
the campaign wnh your newly buffed West. 

The inclusion of the sandbox mode makes 
Dead Rising 2: Off the Record more than just 
a retread with slightly modified cutscenes. By 
nse~. n's an incentive for Dead Rising 2 players to 
pick it up. If you haven't gotten around to play
ing the sequel yet, this is definnely the version 
to get. • Jeff Cork 
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B ack when I reviewed Demon's Souls in 
2009, I argued that the excellent PS3 
exclusive got too much hype for its dif

ficulty when it had so many more other stand
out elements: atmospheric levels, rewarding 
combat, and wildly unique multiplayer. Dark 
Souls, the spiritual successor to Demon's 
Souls, still has all of these features, but devel
oper From Software has latched on to the idea 
of difficulty and honed it to an art form. Dark 
Souls is without a doubt the hardest game I 
have ever played; that is its blessing, and that 
Is its curse. 

Some frustration in Dark Souls arises from 
how this generation's games have conditioned 
us. Gamers are used to handholding tutori-
als that walk you through every aspect of a 
game's mechanics. Dark Souls doesn't waste 
time explaining things. You encounter the first 
boss within 1 O minutes of starting the game. 
He's huge. He wields a giant club that can take 
away half of your health bar or more in a single 
swing - and this isn't one of those battles you're 
supposed to lose. After a quick detour, you're 
fully expected to defeat this monster as one of 
your first acts in this deadly world. 

Strange new concepts such as humanity (a 
resource that allows you to revert from undlead 
form back to human) and kindling (an act that 
gets you more health flasks at your current 
checkpoint) could use more explanation, but this 
is the kind of stuff that the Dark Souls community 

will love toying with and figuring out over the next 
few months. 

The overall lack of direction the game gives 
you is harder to forgive. The world laid out in 
Dark Souls is absolutely massive but, beyond 
cryptic hints from a handful of scattered NPCs, 
you're not told where to go. Exploration is a key 
part of the game but, with a world this huge, 
you're bound to hit multiple points where you 
feel like you've explored everything open to you 
and don't know where to go next. Sometimes 
the correct path ahead is unnecessarily obscure, 
requiring you to drop down a c liff or walk across 
a narrow ledge that doesn't look passable. 
Without the help of a guide or consulting Internet 
forums, it's likely that you'll spend hours search
Ing through old areas before you discover that 
the way forward was hiddlen in plain sight. 

Once you figure out where you're going, 
though, Dark Souls can be stunning, rewarding 
experience. I spent a full day playing through 
the death-trap-filled Sen's Fortress level over 
and over again, bu1 it wasn't frustrating at all. 
With each attempt, I discovered a new secret or 
devised a strategy that would afford me another 
scrap of progress. By the end of the day, I had 
the whole of this level - easily one of the most 
devious ever designed - memolized. Now I 
can practically run through it blindfolded. It's a 
wonderlul feeling showing off this sadistic set -
ting to friends and coworkers and having them 
marvel at my abilities, which are based entirely 

Taking the death and destraction online 
Demon's Souls had a unique online system where you could inVlte other players. in !he form of Blue 
Phantoms, to help you, but you also had to watch out for invasions from players in the form of Black 
Phantoms. These multiplayer options have carried over to Dark Souls, but the game also introduces some 
strange new systems. 

Throughout !he game. players will encounter NPCs that allow them to Join dillerent covenants. 
Choosing a covenant helps determine who you face off agatnst in PvP. Covenants also open up !he pos
sibility of affecting someone else's game without duectly warping into it, such as dropping an item that 
summons monsters into other players' games. 

Multiplayer access was llllUted dunng my tune with the reV1ew build. so I wasn't able to see the full 
11Dplementation of covenants. Like the Blue and Black Phantoms, this system seems like it will set Dark 
Souls apart from the compeuuon and give it a singular feeling that will make it entertaining for months 
to come. 

in perseverance and smart play rather than 
twitch skills. 

But for every few areas that distill what was 
amazing about Demon's Souls down into its 
purest and most brilliant form, there is one that 
takes things a step too far. The Tomb of the 
Giants is a pitch-black catacomb full of giant 
skeletons that forces you to trade your shield 
for a lantern if you want to see your hazard-
ous surroundings. The beautiful castles of Anor 
Londo require balancing across precariously thin 
walkways while avoiding arrow bolts from mul
tiple angles. The majority of the game is spent 
in much less frustrating areas, but there are a 
handful that break the golden rule that made 
Demon's Souls so good: every death, however 
painful, was always fair. 

Despite my complaints, I can't help but feel a 
rush of adrenaline just thinking about Dark Souls. 
I spent around 60 hours playing it over the last 
month and died nearty 100 times while doing 
so. I screamed, I cursed, and I threw down my 
controller in defeat more times than I'm proud 
of. I can't wait to get back in and do it all over 
again. Dark Souls probably won't be the biggest 
or best game released this year, but I'm already 
sure it's the one I'm going to spend the most 
time playing. Phil Kollar 

Want to watch Reiner and Phil tackle the abswTJ/y Challenging 
Sen's Fortress level? Check out gamelnlom,er.C()fl'l/mag to see 
it for yourself. 

8.75 M 
PS3 • 3f;() 

1t Cone.pl 
Take the legendary difficulty 
of Demon's Souls, add some 
quirky new features, and set 
it in a giant open world 

Qnp)llca 
Beautiful and varied locations 
are slightly less awesome 
thanks to occasional 
frame-rate drops on 
both platforms 

lollll4 
Pitch-pertect sound design -
from the clang of magic 
hitting metal to epic boss 
music that adds to the tension 

• Play 
Dark Souls' methodical pace 
of combat feels great the 
longer you play, but sketchy 
platforming sections and some 
brutally unfair areas mar the 
overall experience 

,. Eatertalnment 
Believe it or not, the difficulty 
is actually higher than 
Demon's Souls, but so is the 
sense of accomplishment for 
overcoming this game's trials 

llep&aJ Value 
High 
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" Con 
Mitigate the NBA lockout 

by collecting over 30 or the 
most memorable teams In 

league history 

- ~ 
The best broadcast-style 
presentation and player 
models In SPOrts games 

" The best play-by-play and 
color commentary ever 

recorded In sports games 

• 1'1117 
The subtle tweaks to the 
control scheme Increase 

the responsiveness. and 2K 
Included a new lrainlng mode 

so everyone can optimize 
their abiliUes 

" ~ 
Whether you're an NBA die
hard or just a casual Ian, this 

ts the best sports game on 

102 reviews 

the market 

" .a.,v
High 

NBA 2K12 
Visual Concepts soars to new heights with the best basketball sim ever 

1tJ1e I to 4-Player Sports 110-Player Online) Pub r 2K Sports D.-..1..,.. Visual Concepts lleleue October 4 ESBI E 

W ith the NBA heading for a long and 
ugly lockout. the public's appetite for 
a basketball video game is tough to 

gauge. But if you skip NBA 2K12 this year 
because you're upset about being unable to 
watch LeBron and Kobe in real life. you'd be 
doing yourself a disservice. Like a dream team 
on which all the right pieces fall into place. this 
year's edition elevates its game to new heights. 

The centerpiece of 2K12's banner year is the 
revamped broadcast presentation. Steve Kerr 
joins previous commentators Kevin Harlan and 
Clark Kellogg to deliver the most convincing 
booth commentary in video game history. This 
trio breaks down team matchups, discusses 
roster moves, talks about player streaks, and 
even has several anecdotes on hand about the 
players and coaches. Most impressively, the 
audio programming is smart enough to interrupt 
a discussion when a noteworthy play unfolds on 
the court and then return to the topic at hand. 
Coupled with the TNT-quality stat wipes and 
camera angles, this is the best sports presenta
tion I've ever seen. 

The moment-to-moment basketball play is 
equally polished. Visual Concepts didn't bring 
any game-changing additions, but instead 
tightened the already strong gameplay to make 
the controls more responsive. Player collisions 
look more natural, n's easier to string together 
a sequence of impressive dribbling and shoot
ing moves, the post game feels more organic, 
and the deep player-centric playcalling system 
ensures that teams attack the basket like they 
would in real life. The only issues I have with 
the gameplay are the boundary awareness 

(which is a slave to the animation system), the 
pick and roll system (which I found tougher to 
execute), and that opposing teams tend to make 
an inordinately high percentage of their shots. 
You may need to tweak the sliders to get more 
realistic results. 

The best-in-class Association mode has no 
problems making its shots, either. With an infor
mative scouting system, convincing player man
agement that has you Juggling personalities as 
well as talent, and a robust free agency system, 
you won't find a better franchise mode in sports 
games. The trade logic could use reworking (so 
many teams tried to acquire my star players that 
I wish there was a way to deem them untouch
able), and Al-controlled teams tend to carry 
imbalanced rosters filled with too many guards, 
but these are niggling complaints about an oth
erwise stellar modle. Best of all? You can play this 
fully featured mode online with friends. too. 

As good as Association is, I spent more time 
with the drastically improved My Player modle. 
Last year's version turned me off because you 
started with less talent than a junior varsity bench 
warmer, but for 2K 12 Visual Concepts ditched 
the Development League purgatory to start 
you in the pros. bumped your starting rating 
into the 60s, and fine-tuned the performance 
grader to make it less punishing. With pre-draft 
interviews, player endorsements, post-game 
press conferences, and contract negotiations. 
My Player is just as adept off the court as it is 
when you're raining down threes. The player 
progression moves slightly slower, but if you're 
performing well you can crack the starting lineup 
sooner than later. I just wish the player abilities 

and signature animations cost less XP so you 
could tailor your star to your play style earlier in 
his career. 

If you're less concerned with the modern-day 
action. head for the NBA's Greatest mode. which 
replaces last year's popular Jordan Challenge. 
Visual Concepts went to great lengths to honor 
the careers of 15 of the league's best players, 
creating era-specific presentation packages and 
asking the commentators to wax nostalgic about 
the stars of NBA's past. Not only did I have a 
great time controlling the likes of Magic Johnson. 
Dr. J, and Bill Russell, I also learned a lot of inter
esting facts about players I never had the chance 
to watch in person. The only misstep 2K made 
is in locking you from using these great teams 
online without ponying up some extra cash. 

In fact, Visual Concepts' entire approach to 
online (outside of the impressive Association 
modle) clanks off the rim. You can play one-off 
matches, participate in Virgin-sponsored tourna
ments, or team up with five other players for 
a scrimmage, but not including a robust team 
competition infrastructure like NHL 12's EASHL 
is a lost opportunity for a game where individual 
skill matters. 

Online shortcomings and the lack of including 
last year's rookie class on the rosters until the 
lockout lifts aside (thanks for that dumb rule, 
NBA). you won't find a better franchise mode, 
single-player mode, historical mode, or presenta
tion package anywhere else. NBA 2K12 isn't just 
the best basketball game; it's the most complete 
sports sim I've ever played. This is the new 
benchmark. Matt Bertz 



Resident Evil 
Code: Veronica X 
A fresh look for an old nightmare 

--SILVER 
Style I-Player Action/Adventure 

PullslMr Capcom~ Capcom 
.. .._. September 27 n•• M 

T 
he dangers and mysteries of Rockfort Island 
punished me across multiple playthroughs of the 
original Resident Evil Code: Veronica for Dreamcast 

and PlayStation 2. I still consider it the most difficult 
entry in the series. Claire and Chris Redfield's journey 
across several Umbrella installations has received a 
makeover, and returning to the grueling game is a treat 
for classic survival horror fans. 

The story is as convoluted as any Resident Evil game 
starring a cross-dressing aristocrat and a Leonardo 
DiCaprio look-alike could be. If you missed out on Code: 
Veronica, this game could plug in some very interesting 
missing pieces. Lots of file-reading and campy voice
acting holds back the experience a bit. This isn't a high 
point in the franchise's twisting plot, but it's not unbear
able. If you never replayed Code: Veronica X after the 
original Code: Veronica, now is the perfect opportunity to 
check out the bonus Wesker scenes Capcom added to 
the game. 

The main appeal of this rerelease is the graphical 
upgrade, and it doesn't disappoint. While the 12-year
old CG sequences are grainy by today's standards, the 
rest of the experience benefits from the high-definition 
enhancement. Cleaned-up textures and character 
models look good, even if the animations are as stiff as 
the notorious tank controls. 

Speaking of which, battling the biohaz.ards of Code: 
Veronica isn 'I any more intuitive with a modem controller. 
The rigid gameplay is tough to 
re-familiarize yourself with even if 
you've played the game before;, 
and will be a bear if you've never 
played a classic RE. The impos
ing enemies, sparse ammo and 
health, and limited saves don't 
make reacquainting with the 
antiquated controls any easier. 
Still, the handicapped gameplay 
results in plenty of thrills and 
thick tension if you've got the 
stomach for it. 

I love the sense of accomplishment that comes with 
completing a challenging classic survival horror game. 
This HD version of Resident Evil Code: Veronica X 
rewards players armed with patience, resourcefulness, 
and plenty of ink ribbons with a harrowing but memorable 
trek through the series' heyday. If you've got the grit, try 
downloading this affordable piece of Gapcom history on 
PSN for PS3 and Games on Demand for 360. n.. Turi 

8.5 
Polish away a classic horror 
title's age without scuffing 
the horror 

The CG sequences are 
grainy. but the wounds 
on the zombies' faces are 
vividly gory 

Every moan. gunsbo, and 
line of terrible voice acting 
sounds Just as it did in the 
original version 

Tank controls. harsh difficulty. 
and a clunky inventory will 
consternate all but true 
Resident Evil vets 

Dodging zombies and solving 
puzzles overcomes old school 
frustrations of conserving 
ammo and dealing with 
lnk ribbons 

y 
Moderate 

Resident Evil 4 

--GOLD 
I-Player Action Capcom 

Capcom 
September 20 l,;lllB M 

A
t this point Resident Evil 4 shouldn't need an intro
duction. The 2005 title's perfect pacing and spot
on gunplay not only reinvigorated the struggling 

survival horror series, ~ set a new standard for third
person shooters. Leon S. Kennedy's quest to rescue 
the President's daughter from a cult of infected freaks 
has cemented itself on countless top 20 lists. Whether 
you over1ooked this gem or are itching to stomp out 
the Las Plagas once again, Resident Evil 4 in HD is a 
beautiful thing. 

Not much has changed gameplay-wise between 
Resident Evil 4 and 5. so core fans won't have much 
trouble retumng to the creepy Spanish village. Leon's 
tank-like movements aren't the most intuitive, but peg
ging foes in the legs and taking potshots at their vulner
able heads is stiU a rewarding process. The variety of 
firearms isn't overwhelming, but each has unique char
acteristics and are still fun to upgrade. I was shocked by 
how much I still enjoy Resident Evil 4 's puzzle-like inven
tory system. You get to know your gear pretty well when 
you have to shove It all in a single attache case. 

The thrill of Resident Evil 4 's gonzo moments lives on 
in full force thanks to updated visuals. Conquering a 
mutated sea creature on a tiny wooden boat still gets 
the blood pumping, especially without the fuzzy haze of 
last-gen graphics. It's still terrifying to flee from frenzied 
mobs only to be greeted head-on (or should I say head
off?) by a d1ai'lsaw-wietding maniac. Though the textures 
and character models are much sharper than previous 
versions, some may find the lack of detail and muted 
colors dull. 

The updated visuals aren't mind-blowing, but they 
present the best way to return to this already stellar 
game. If you some
how missed out on 
Resident Evil 4 when 
It turned heads on 
the GameCube, this 
is the perfect time to 
give It a download 
and see what all the 
fuss is alxlut. You 
can find It on PSN 
for PS3 and Games 
on Demand on 360s, 
at a wallet-friendly 
price. 

9.5 
Make one of the most beloved 
horror games of all lime look 
beautiful again 

I Gnphlc:a 
A fresh coat of paint makes 
returning to this classic even 
more rewarding ..... 
Enemies shout Spanish taunts 
as they approach from behind. 
and bullets lodge in your foes 
with sickening splats. This Is 
still some of the best sound 
design ever 

The tank-like controls 
hold back Resident Evil 4 
from playing as fluidly as 
every other shooter. but 
that's hall the fun for thrill
seeking gamers 

This game combines the 
action of a roller coaster 
ride with the scares of a 
haunted house 

V 
Moderately High 
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• Concept 
FIFA 12 has changes 

on both the micro and 
macro levels. and is an 

improved experience 

11 Gr pluca 
The new physics engine 

produces some cool results, 
and player faces look 

really good 

" Sound 
There are two broadcast 

teams you can choose from 
(Martin Tyler and Alan Smith 
or Clive Tyldesley and Andy 

Townsend) for any match. It's 
also cool to hear commentary 

about transfer speculation 
for players 

n Playablllly 
The control dribbling button 

(left bumper) and new 
defensive option to shadow 

player.; (hold down A/XI make 
a big difference 

" Entertainment 
Noticeable garneplay 

improvements and a deeper 
career mode make this the 

best FIFA title in years 
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11 ReplayV e 
Moderately High 

FIFA 12 
A beautiful strike 

style I to 7-Player Sports {PS31 
_,_ I to 4 {3601 {22-Player Online) 
a. GOLD Plallllaher EA Sports Dneloper EA Canada 

Rel- September 27 UU E 

E A's soccer series has been getting better each year, 
and FIFA 12 takes another tangible step forward. 
Last year's game had a bare career mode and titles 

before that only produced incremental changes. but 
FIFA 12 delivers satisfying results in both its gameplay 
and career mode. 

A few simple addnions significantly improve FlFA 12's 
already agile and adaptable controls. My favorite is the 
precision dribbling. This new tactic lets you control the 
ball with small steps and buy yourself precious seconds 
in order to hold the ball and tum a defender, pass the ball, 
or get off a shot. On defense, you can shadow the ball 
carrier so you're still marl<ing them without gettng out
right beaten. Even though FlFA 12 gives defenders rew 
tools like this and more clogging of passing lanes. you've 
got to be careful because the Al will abuse you if you' re 
out of place or careless. 

Going up against ball carriers is a different experience 
thanks to the f'lfm physics engine. The outcome of a 
challenge is less predictable, as n's easier to mootain 
possession while being jostled or tackled. Sometimes 
n still feels like the possession of loose baits is pre
determined and the aerial game is largely the same. but in 
general gameplay feels more natural. 

EA Ganada boasts of improvements to FIFA'S Al, but 
it's still hit or miss. The game is OON more aggressive in 
unleashing shots from space outside the box, but there's 
not a lot of creativity in Al attacks. The Al can still be 
marginalized along the sides of the field, and ns attacks 
predominately materialize only in the latter fou1h of the 
pitch via build-up play. Thus, most teams play the same, 
although individual players' skills stand out in one-on
one encounters. 

Finding the right individuals for those matchlps is fixl 
with the revamped manager options in career mode. 
Meaningful back-and-forth transfer negotiations make 
you weigh every offer and count your pennies. a youth 
system lets you scout and sign players from aroo.m the 
globe, each player has his own morale status that affects 
their ratings, and weekly form and career progression for 
players necessitates careful lineup management. 

Addnions, but also stasis, appear elsewhere in the 
game. New online mini-seasons for head-to-head 
matchups like the NHL franchise (with promotion and 
relegation) and the all-inclusive EA Sports Football Club 
status tracker are balanced by the Ultimate team and Be 
a Player modes being largely the same ~ncluding the lack 
of international call-ups). 

However, these issues are overshadowed by the larger 
fact that this game has progressed in key areas. It may 
not have that lethal finisher. but FlFA 12 is a top-flight club 
in fine form. Matthew Kato 

Pro Evolution Soccer 2012 
Champion- 1oaguc. 

9 
PS3 • 360 

c-o.i,t 
The Master League has been 
given a presentation update, 

but the real results are in 
the garneplay additions on 

the field 

Graphica 
You'll notice the Master 
League cutscenes and 

appreciate the inlo they give 

lo 
There's isn't much 

that's notable about the 
commentary 

Playa!,City 
Using the off-the-ball controls 

while you're playing can be 
daunting. However. i t can 

produce some awesome 
results. Also, some shots on 
goal can be strangely floaty 

Eatertalnmelll 
lbis still isn't a series for the 

faint of heart. but there are 
some great new features if 

you care to look 

• lleplay Velue 
Moderately High 

-GOLD 

Style I to 7-Player Sports {PS3) 
1 to 4 (3601 {8-Player Online) 

hMblier Konami DHeloper Konami 
llel- September 27 ESU E 

P ro Evolution Soccer has always done it the hard 
way. The franchise is known for its complex con
trols, minutia of player attributes, and the fact that 

it has fewer licensed teams and players than rival FIFA. 
Regardless, I love the series because it allows me to 
create beautiful soccer seemingly out of thin air. PES 
2012 is no different - warts and all. 

Nothing typif10S the series' hard-won philosophy more 
than the f'lfm off-the-ball controls that let you prompt 
teammates to make offensive runs while you have the 
ball. You can enher pick which player you want to make 
a run with the flick of a right analog stick (slmliar to FIFA's 
'Make a Run· button), or you can actually control an 
off-the-ball player directly Ot's like controlling a WR while 
you're the QB). These controls can be difficult to execute. 
but the sublime moments of offensive brilliance they 
can create are awesome. They are especially useful on 
set pieces. 

You also get a boost from your Al teammates, even if 
you aren't controlling them. They generally do a good job 
of cutting out opponents' passes on defense and making 
offensive runs on their own. Al teams vary their attacks 
from each other, particularly in their effective use of the 
long ball to dissect your back line. Defenders will get 
caught gawking at the ball and the player selection isn 't 
great, but I can overlook these issues in light of the overall 
quality of the play. 

The umbrella Football Life mode now houses the 
Master League career mode, Become a Legend indi
vidual player mode, and the dry, boardroom-based Club 

Boss mode. Konami 
breathed f'lfm life into 
these modes with 
cutscenes that try to keep 
you on task and even 
discuss strategy. Try as 
The Football Life might, 
though, some depth is 
naturally lost by the lack of 
team/player licenses.This 
cuts down the number of 
divisions available, and it 
also doesn't help that you 
aren't offered contracts by 
other teams. I also wish 

player info and strategy were better presented, as the 
career modes still lack an allure to match their substance. 

This year's PES tnle won't change anyone's mind about 
the series. It hasn't gotten any less complex, but tt also 
hasn't lost any of ns brilliance. In that sense, its success 
is all ns own. Matthew Kato 



Renegade Ops 
Team Avalanche embraces the heights of destruction 

SIJI• 1 or 2-Player Action (4-Player Online) Publlaher Sega 8 2 5 
Denloper Avalanche Studios R•l•u• September 13 ESRa T ■ 

E xplosions are fun. Sure, many rea
sons exist to recommend Renegade 
Ops thanks to its strong vehicular 

combat, enjoyable cooperative play, and 
upgrade mechanic. But if you drill down 
to what makes the game worth playing, 
you just can't deny the joy of seeing 
buildings, tanks, trees, boats, helicop
ters - pretty much anything - shatter 
apart In a flurry of fire and debris. 

/J.J;, the team behind the open-world 
destruction fests that are the Just Cause 
games, Avalanche Studios has some 
experience blowing stuff up. The devel
oper carries that expertise over into the 
downloadable world with Renegade 
Ops, delivering a satisfying action game 
that plays like a G.I. Joe toy battle come 
to life. You control one of four renegade 
soldiers pushing past the stuffy boundar
ies of politics to bring down a genocidal 
terrorist madman and the teeming hordes 
of soldiers he has somehow gathered. 
The story is machismo-laden and silly, but 
thankfully self-aware of its own bombastic 
nature. From the opening cinematic to the 
ridiculous closing deus ex machina, the 
solution to every problem has one of two 
answers: punch it or blow it up. 

The top-down vehicular combat Is fast 
and easy to navigate. Taking a page from 
Halo's warthog controls. your armored 
attack van slips and slides around the field 
with the benefit of exaggerated physics 
modeling. Twin stick controls make it easy 
to zoom around while spewing an end
less stream of machine gun bullets into 
the bad guys. Levels are extremely large, 
and you can traverse quickly between 
battlefields with unlimited turbo at your 
disposal. Players also juggle secondary 
weapons like rocket launchers or onboard 
rail guns, and each character has special 
signature abilities like heavy shields or an 

EMP burst. Characters and their vehicles 
are well balanced against each other, but 
they' re also not especially distinct. 

Your abilities scale up over time 
through a standard, but functional, level
ing system. The best way to level up 
faster? You guessed ~ - more explosions. 
Specifically, players get bonus score mul
tipliers for stringing together destructive 
events in rapid succession. The system 
rewards moving fast and taking no prison
ers, so it's a great way for the developers 
to encourage a frenetic pace. 

Renegade Ops Is something of a one 
trick pony, and the endless high-octane 
action loses its potency after a few hours, 
especially when playing alone. It's ulti
mately a small complaint about a game 
that knows what it is and isn't afraid to 
go all in on the concept. Plus, any tedium 
can be alleviated by teaming up with a 
friend in split-screen co-op, or up to four 
players online. If you're looking for some 
good, old-fashioned devastation, you 
could do a lot worse than spending time 
as a renegade. , Matt Miller 

PS3 • 360 • PC 
» Concept 
Blast your way through 
jungles and enemy bases on 
a destruction-fueled assault 
against a terrorist madman 

n Graphlc::a 
Excellent explosion and 
weapon effects highlight the 
detailed game world 

» Sound 
Do you like the sound of 
continuous machine gun fire? 

' PlayabllllJ 
Vehicles have a satisfying 
weight but it takes a while 
to get used to the way 
they move 

11 Entertalnlllent 
A well-executed twin-stick 
shooter that pays homage to 
the military vehicle games 
of yesteryear 

n Replay Vahul 
Moderately Low 



r. 7.5 
PS3 •360 
» Concept 

Create a puzzle game based 
solely on Burnout's long-lost 

crash mode 

" Graphlca 
Crash's toJHiown view Is 

more Micro Machines than 
slo-mo twisting metal 

» Sound 
A surprising amount of 

licensed music trades off with 
obnoxious volceovers 

.. PlayabWty 
Driving Is only two percent of 
this game. The rest feels more 

like a puzzle of destruction 

" Entertainment 
Once you learn the ropes, 

challenging friends back and 
forth on the Ieaderboards Is 

quite addicting 

Kinect 

" Repla, Velue 
Moderate 

Crash also includes Kinect 
functionality for Xbox 360 
owners, but I wouldn't rec
ommend tlus sloppy option. 
Hopping and stepping around 
replace the simple analog 
sticlt and button controls with 
d!sastrous results. 

106 reviews 

Burnout Crash 
Criterion returns to crashing 

Sift. I -Player Puzzle Pultllaher Electronic Arts 
DevelopeT Criterion Games 

Releue September 20 £SRI E 10+ 

B urnout 3: Takedown brought the magic of crash 
mode to gamers everywhere in 2004. It was uncer
emoniously stripped away in Burnout Paradise and 

hasn't been seen again until now. 
As if to make up for the absence, Burnout Crash is all 

crash mode. However, it doesn't work like you remem
ber. This downloadable title trades a high-fidelity street 
view for a cartoony top-down camera angle. I miss the 
traditional presentation, but I can see why this decision 
was made. 

In every stage, you drive onto the map and bash into 
the first car you see. You then trigger Crashbreakers to 
blow up everything nearby and send your vehicle flying. 
You can use the analog stick to steer your flaming mass 
of metal into the path of oncoming traffic, slam into valu
able buildings, or do whatever you please. 

The presentation bombards you with stimuli similar to a 
pinball machine. Slot machine noises, explosions, score 
tallies, the theme song from Cops, immediately annoying 
voiceovers 0ike southern guy and surfer dude stereo
types), and more constantly punctuate the experience. All 
the while, Crash teeters back and forth between exciting 
and obnoxious. 

Crash contains 18 different junctions set in locales like 
a sunny California beach to a take on the alien-themed 
Roswell, New Mexico. Each stop contains three chal
lenges to earn high scores and stars on (the latter 
unlocks new vehicles). 

Road Trip tasks you to keep the crashes going without 
letting more than five cars escape unscathed. If you sur
vive, a stage-ending Super Feature like a tornado or giant 
asteroid wreaks havoc across the land. Rush Hour gives 
you 90 seconds to do the most damage, and Pile Up 
offers a limited amount of cars to crash. 

Despite these slight tweaks to the rules, the modes 
don't feel all that different. After the initial hour or so, I 
started to feel the repetition setting in. You play the same 
intersection three times in a row, move on to the next 
one, play that three times, and so on. It really starts to feel 
like a grind as you try to plow through all the levels. 

Autolog helps turn that around by constantly pit-
ting your scores against your 
friends' in a manner similar to 
Pinball FX 2. Crash works much 
better in smaller bursts as you 
reclaim the leaderboards and 
accept and offer official chal
lenges. If you've got a lot of 
friends to compete against, 
Crash has a good amount 
of l~e in tt. Otherwise, single
player doesn't take long to 
dry up. • Bryan Vore 

Driver: San Francisco 
A San Francisco treat 

PS3 • 360 
.. Concept 

Move Driver back to San 
Francisco, and John Tanner 

out of his body 

11 Graphlca 
An impressive draw distance 

makes it easy to anticipate 
traffic from afar. which 

is critical in high-speed 
sequences. Crashes are a bit 

uninspired, however 

" Sound 
The mix or classic and 

contemporary funk. blues, and 
soul does an excellent Job of 

making you feel like you're in 
a classic cop movie 

» Playablllty 
Forget Tanner, the Shift 
mechanic Is the star of 
Driver San Francisco. It 

fundamentally changes (and 
usually enhances) every 

aspect of the game 

,. Entertainment 
This entry breathes new 

life into the franchise, and 
the arcade racing genre as 

a whole 

» Replay Velue 
High 

SIJl• I -Player Racing (8-Player Online) 
Publilher Ublsoft Developer Ublsoft Reflections 

Releue September 6 ESRB T 

I may as well get this out of the way: Driver: San 
Francisco has one of the dumbest premises in all 
of gaming. In an industry that brought us barrel

chucking apes, speedy hedgehogs, and the concept 
of double jumping, that's quite an accomplishment. 
Once I stopped snickering over the idea of playing as 
incapacitated cop John Tanner, inexplicably blessed 
with the power of astral projection, I was completely 
hooked. Apparently, all it took was a coma to revitalize 
the Driver series. 

Tanner is imbued with this power after getting In a 
wreck with his nemesis, Jericho. As he lies in stasis in a 
hospital bed, Tanner finds that he's able to leap out of his 
body and transfer his consciousness into anyone who's 
driving in San Francisco. Anned with that superpower, 
Tanner has to track down Jericho and prevent him from 
carrying out a massive terrorist attack in the city. Tanner's 
newfound abilities do more than add an odd bullet point 
to the back of the game's box. The Shift mechanic fun
damentally changes the very nature of the racing game, 
simultaneously satisfying my need for speed and lust 
for mayhem. 

I've chased down countless felons in racing games, 
ramming their bumpers and trying to steer them into 
walls. Shift changes things considerably. Thwarting the 
bad guys can be as simple as popping out of Tanner and 
scanning the nearby traffic. As time slows, you select an 
appropriate vehicle (a fuel tanker heading the opposite 
direction is always a good choice) and take control of it, 
slamming into the target vehicle head on. 

In some missions, Tanner has to assume the identity 
of low-level criminals and see how they fit into the larger 
puzzle. That might mean tailing someone, or impressing 
a contact with slick driving. I was pleasantly surprised by 
the amount of variety that Driver: San Francisco delivered. 
In the span of just a few missions I gave a reality show 
some prime crash footage, helped protect an armored 
car from hired goons, and got a discount on driver's ed 
by scaring the pants off the instructor. 

In addition to the main missions, you can undertake 
dozens of dares, races, and other short tasks. I devoured 
these like popcorn, and found myself saying, "Only one 
more," more often than I'd care to admit. Even after beat
ing the game, I went back and started mopping up the 
various missions that I didn't pass. 

Driver: San Francisco is easily the most surprising game 
I've played this year. I've been a fan of arcade racing 
games for as long as they've been around, and Ubisoft 
Reflections shows that there's still plenty of life in the 
genre - even if it means remotely controlling the action in 
a hospital gown somewhere. • Jeff Cork 

/lead the unabridged Driver: San Francisco review at gameinfom,er.com 



Gears of War 3 
The blockbuster finale millions of fans are craving 

T he credits at the end of Gears of War 3 go 
on for 14 hours or so. It's easy to see why: 
Gears 3 is a fantastic idea polished to near 

perfection by an enormous crew of talented 
developers and a bottomless budget. If you're 
not a believer yet this probably won't convert 
you, but I can't think of anything I wanted in this 
installment that Epic doesn't deliver on. 

The nuts and bolts of the Gears machine are 
the same innards the franchise has always been 
built on. The tactical, cover-focused combat 
demands equal parts strategy and execution and 
rewards excellence in each. The intensely violent 
audiovisual presentation puts weight behind 
every action in the game, selling a real sense 
of physical space and contact. Gears of War 
is every bit the triple-A shooter Call of Duty or 
Halo is, but its slower-paced combat provides a 
unique and fascinating take on the genre. 

I would have been happy with 10 more hours 
of Gears campaign. Epic hit the 10 hours on the 
nose, but made it better in every way. Including 
female Gears helps keep the locker-room 
machismo to a reasonable level. The few touchy
feely scenes are handled competently. Levels 
are the same linear series of combat arenas and 
atmospheric mood pieces, but both aspects are 
top-notch and the pacing is markedly better than 
in the earlier games. I can count on my hands 
the number of times the squad Al annoyed me 
by jumping into my line of fire or letting a hostile 
waltz past them to flank me. The encounters 
provide a constantly shuffling deck of threats 
that encourage players to experiment with new 
weapons and tactics. The presentation, of 
course, is outstanding. Four-player co-op makes 
it all the sweeter. 

The finale is a satisfying, unequivocal end to 

Style I to 4-Player Action (Up to JO-Player Online) Publisher Microsoft Studios 
Dneloper Epic Games llaleue September 20 ESRI M 

the storyline, such as it is. Gears has never had 
terribly compelling fiction and the entire arc of 
this final chapter is beyond predictable, but at 
least it's a coherent story that doesn't need a 
wiki and a three-month ARG to decipher. I'll 
never argue with anyone declaring their indiffer
ence to Gears' plot, but that's not the reason 
to play through the campaign. The hilariously 
over-the-top set piece moments, especially the 
Silverback sequences where you control a mech 
suit with unlimited chaingun/rocket ammo, and 
outstanding combat are all the reason I need to 
conquer the campaign. 

I would have been entirely satisfied with new 
maps to shake up the outstanding multiplayer 
from Gears 2. Epic easily takes care of that with 
classic modes like Team Deathmatch and Gears 
favorites like Wingman on brilliant, varied maps. 
The amazing new Beast mode reminiscent of 
playing the Infected in Left 4 Dead joins Horde 
mode on the co-op front. Overwhelming the 
human defenses as the Locust Horde in a series 
of set piece battles is a wonderful Gears take 
on being the bad guys. I love the Counter-Strike 
style economy of earning cash for breaking 
fortifications and killing humans, then spending 
that cash to respawn as anything from a Ticker 
to a Boomer. This new mode is as compelling to 
me as Horde mode, Call of Duty's Spec Ops or 
Zombies, or any other innovative co-op mode 
from the last decade. 

Gears 3 's smart approach to network play 
makes it easier than ever to play the modes you 
want with the people you want, keeping par-
ties together and carrying all of your stats and 
achievements between co-op, competitive, and 
campaign play. Online infrastructure is as impor
tant as map or weapon design to the long-term 

health of a multiplayer community, and Epic 
nailed it once again here. The lack of persistent 
power progression may be an issue for people 
used to Call of Duty's ever-deeper equipment 
and perk unlocks, but I dig Epic's appearance
only approach. I'm not a big fan of the vast mul
titude of virtual items like weapon skins on sale 
through Xbox Live on day one, but if people want 
to waste their money on horse armor it's not my 
problem - as long as the cash items are strictly 
cosmetic. A ton of character models and other 
vanity items are unlockable through gameplay as 
well, so you don't have to be a chump like Fenix 
forever if you don't shell out extra cash. 

I would have been content using the same 
arsenal to mow through the Lambent and Locust 
forces en route to Fenix's final destination. As 
it happens, that's pretty much what I did. The 
only addition to the basic weaponry catalog, the 
Retro Lancer, is good for the occasional hilarious 
bayonet charge execution, but the heavy recoil 
more than offsets its higher damage rating. The 
Gorgon pistol is a decent close-range sidearm, 
but I prefer the utility of the standard issue snub 
pistol. The candy weapon selection is bolstered 
by a bunch of novelty fare that pales in com
parison to the good old Boomshot. Incendiary 
grenades are fun, but their slow burn effect is 
functionally too similar to ink grenades for my 
taste. Nonetheless, it's not like the Gears arsenal 
was lacking in any area in the last game. 

Gears of War 3 doesn't do anything radi-
cal, not that anyone expected it to. Only the 
staunchest Gears haters will find much fault 
here, though. This is the best execution yet 
of an idea that spawned one of the biggest 
modern franchises in all of gaming. What's not 
to love? » Adam Bienener 

9.S rA 
360 
» Coacepl 
Make the biggest most 
comprehensive. most polished 
game in a franchise known 
for all those qualities 

,. Grapbla 
Umeal Engine 3 still looks 
greac and this is the flagship 
title for the engine that has 
dominated this console cycle 

» Sound 
The louder you crank il the 
better Gears 3 sounds. This 
is a game meant for the lull 
audiovisual experience 

>t PlayallilMy 

The controls haven't changed. 
but Epic has gotten better 
at not making the A button 
stick you to cover you didn't 
intend it to 

» Ellteltalnmam 
If you like shooters, this is as 
every bit as good a choice 
as Call of Duty. Battlefield, 
or Halo 

>t lleplay Vahle 
High 
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• B.25 
360 

.. Concept 
1be Dance Central series 
takes only a few shuttles 

forward. but remains a fun 
party experience 

• Graplllc:s 
1be game looks largely tbe 

same as its prequel Your 
dance avatars look stylish 

(and absurd). and tbe dance 
flash cards remain easy 

to read 

• Soaad 
1be wild collection of dance 

music from tbe '80s, '90s, and 
'OOs should please a wide 

collection of people 

U PlayldllJily 
Dance Central 2 keeps good 

track of your body posturing, 
and tbe improved Break it 

Down mode makes it easier 
tban ever to learn new moves 

u Entertalaaeat 
H you have a Kinect, you'll 

want to keep Dance Central 2 
spinning at your next party 

• llepl.wy Value 
Moderately High 

110 reviews 

Dance Central 2 
An iterative sequel to an innovative dance experience 

Style I or 2-Player Rhythm/Music Publish« Microsoft Developer Harmonix Music Systems Release October 25 ESRB T 

D ance games are fairly polarizing. While 
there is a rabid fanbase that has gone wild 
for dance games just like Lady Gaga has 

gone wild with a glue gun. there is a section 
of the gaming community that would rather 
deliver a graduation speech in their underwear 
than get on stage and dance. I'm somewhere 
in the middle. I have little problem looking like a 
fool, but I'm also uncoordinated enough that I 
can trip over my own rock step. When the first 
Dance Central came out, I was hesitant to test 
my dexterity. However, three songs into the 
game, I could feel mysett working up a sweat 
and getting into the groove. Dancers often talk 
about the physical euphoria they achieve while 
moving to the beat of a song, and even the 
uncoordinated among us can sample this thrill 
through the magic of Dance Central. 

It seems like a simple system: Dance Central 
captures your body motions and delivers feed
back on how accurately you match the onscreen 
prompts. However, it's impressive how this 

feedback system helps 
you to quickly pick up new 
dance moves. I appreci
ate Harmonix expanding 
the Break It Down system, 
which allowed me to 
more easily focus on the 
specific moves I struggled 
to master. The game's 
improved voice integration 
makes it a snap to start up 
a specific song or pause 
the game and start rehears
ing in Break it Down mode. 

From Far East 
Movement's "Like a G6" to 
Montell Jordan's "This Is How We Do It" to the 
embarrassingly fun "Venus" by Bananarama, 
Dance Central 2 offers up a good mix of party 
tunes that will only grow with DLC. Fans of the 
first game will love the fact that you can also 
import your songs from the first game (for a small 
fee). A lot of players lost weight playing the first 
game, but Dance Central's 2's Frtness mode is a 
clever little addition that allows you to track your 
calorie burn and create custom playlists to help 
you shed the pounds. 

All of these are solid improvements to the 
formula, but taken as a whole, I don't feel like 
this series has made any significant advances. 
Dance Central 2's Crew Challenge mode lets 
you dance to win the favor of a few local dance 
crews, but calling this a campaign mode would 
be generous. I'm sure most players will just 
jump to the Dance mode where all of the songs 
are unlocked, but it's nice to have some kind 
of progression mode for those players who are 

dedicated enough to play through the game's 
entire set list. Dance Central 2 only provides the 
thinnest of story conceits and little motivation to 
complete Crew Challenge mode. Compared to 
other games in the music genre, like Harmonix's 
own Rock Band 3, Dance Central has plenty of 
room to grow in its career mode, story, and char
acter creation - the last of which it lacks entirely. 

I haven't had an opportunity to test my new 
moves at a club yet, but with Dance Central 2's 
drop-in, drop-out multiplayer, I don't need to 
leave my house to have a social dance experi
ence. I still think that 90 percent of all dance 
moves look better when anyone other than me 
performs them, and that children dance with 
a wild abandon that few adults are confident 
enough to muster, but my time with Dance 
Central 2 has convinced me that even those 
of us that aren't dance enthusiasts can have 
fun busting a move if we're willing to give it 
a shot. , Ben Reeves 



Sesame Street: 
Once Upon A Monster 
Everything's A-OK 

-SILVER 

Style I or 2-Player Action 
PuJIUsher Warner Bros. Interactive 

Deweloper Double Fine Productions 
Rele ... October 11 £SRI E 

A 
s someone who makes a living via the written 
word, this may get me into a bit of hot water: I'm 
tired of the alphabet. I've just about had tt with 

numbers, too. If you're the parent of a young child, 
you know exactly what I'm talking about. Just about 
every age-appropriate video, 1V show, and educational 
game hangs its hat on those two standard lesson plans. 
Enough already. That's why Warner's Once Upon A 
Monster game seemed like such a revelation when tt 
was announced. First, tt was based on the Sesame 
Street characters that are so revered in my house. Next, 
it was educational, but with more of a focus on social 
skills and other often-neglected subjects. The fact that tt 
was being developed by Double Fine Productions was 
just a delicious extra layer of icing. 

Make no mistake: This is a game for young players and 
their families. Only the most die-hard Achievement hoard
ers will have the endurance to stick through tt ij they didn't 
start off with a love for Sesame Street and tts characters. 
~ you're under the game's intended umbrella, however, tt's 
one of the best family focused games £MJr made. 

If you had to distin Once Upon A Monster to tts essence, 
tt's a series of educational minigames that you play wtth 
Kinect-based motions. Reducing tt that way would be 
a mistake, howfMJr. Double Fine absolutely nailed what 
makes Sesame Street what tt is, from the Muppets' love
able personalities to how educational content is cleverly 
masked beneath storylines that kids can relate to. It's all 
strung together in a series of vignettes that make up larger 
chapters in the game's virtual storybook. 

For instance, the game's first chapter focuses on a long
limbed monster named Marco. When Cookie and Brno 
run into him, Marro is sitting on a stump alone, celebrat
ing the saddest birthday party ever. The three fuzzballs 
then go out into the world to round up some guests for a 
proper party. For example, one would-be attendee won't 
go unless he's wearing the perfect outfrt (an opportuntty 
for a quick lesson on colors), another needs help creating 
music for the shindig, and Grover has gotten sidetracked 
trying to figure out how to fly. All of these tasks and more 
are accomplished through intuttive gestures that Kinect 
recognizes with ease. 

Once Upon A Monster is the educational game I've 
been wanting since I first had kids. It's approachable and 
easy for them to grasp, while still remaining enough of a 
game to keep me engaged, too. If you're a parent whose 
kids already know their ABCs, Double Fine's game is a 
fantastic way to reinforce often-neglected (but cmically 
important) skills like empathy, responsibility, and friendship. 
Plus, you can make Grover flap his stringy ltttle blue anns 
like nobody's business. Jett Cork 

8.5 ~ 
360 

Coacept 
Teach kids a vartety of 
different lessons with help 
from Cookie Monster, Elmo, 
and more 

• Graphics 
The monsters look like they 
do on TV, with great fur 
effects and that all-important 
Muppety feel 

• Sound 
The voices are straight from 
the show, and the dialogue 
is written dearly enough for 
young players while adding a 
few winks for parents 

• Playability 
It's a shining example of what 
Klnect can do, with easy-to-
follow motions that trartslate 
well to the screen 

Enlertabuu.111111 
It's most definitely geared for 
the little ones, but parents 
will have a lot of fun playing 
with their children. too 

» Replay Value 
Moderately High 

1 Rise of Nightmares 
A dull horror tale meet.., nightmarish controls 

Style I-Player Action Pullau Sega Dewelopw Sega 
Rel- September 6 ESU M 

I 
have to hand tt to Sega for being the first to try and 
make a genuine, full-length action game for Kinect, but 
perhaps the reason no one else has done tt so far is 

because they tested tt out and tt didn't work. 
Rise of Nightmares folows Josh, who's travelng trrough 

Europe on a train with his wije, Kate. Soon enough, mon
sters kidnap Kate, the train crashes, and you have to make 
your way through an ominous castle owned by a mad sci
entist to save her. 

You'll be standing upright for the entirety of Rise of 
Nightmares, which lasts six to seven hours. Fatigue 
becomes a problem, so I recommend grabbing a seat and 
resting ~ once in a while. To get around the castle, you 
have to put one foot forward to walk and twiist your shoul
ders to tum. I got better at this CN8f lime, but tt never feels 
natural or precise. Fortunately, Sega has a backup system 
in place that allows you to automatically walk along a prede
termined path to the next objective by holding your arm up. 

The combat controls compare favorably to the rest of 
Rise of Nightmares. You pull your hands up like a boxer to 
target foes and swing at them wtth whatever hatchet, pipe, 
or garden tool Josh happens to be holding at the moment. 
Enemies are mostly reanimated corpses with some metal 
limbs replacing natural body parts. You can swipe verti
cally or horizontally and aim at the soft, organic parts to do 
more damage. 

While the combat feels good, the defensive moves are 
very one-sided. Holding your anns up blocks attacks from 
all around and makes you nearly invincible. The only time 
things get rough is ij your weapon breaks while you're sur
fOlXlded by undead. Weapons break constantly, so you're 
always grabbing something new. 

Picking up weapons during a fight is a huge hassle. You 
have to stop blocking, hold up your arm, hope Kinect rec
ognizes your hand qucldy, aim the hand icon at a weapon, 
and pray the "interact" ring fiHs up before someone takes a 
swing at you. The energy blast projectile you get in the latter 
part of the game helps prevent this situation, since you can 
blow up groups instantly with one satisfying shot. 

Boss fights break up the insert key/walk/hit bad guys 
gameplay loop, but they're incredibly easy. You can run 
up and bash them Hke noonal enemies, and any time 
they perform a special attack you get an onscreen warn
ing pike "Sidestep!") that informs you how to dodge tt and 
a long window in which to perform said action. The final 
boss actually gave me a workout, however, and almost felt 
like a Punch-Out!! fight. More fights like this would have 
been welcome. 

For better or worse, Rise of Nightmares doesn't support 
a standard controller. Even n tt did, the game would still be 
just as bland. Combine this sn with the constant control 
struggles, and tt's tough to recommend this game for even 
the most desperate Kinecl awnet. Bryan Vore 

5 ~ 
360 
» Concept 
Try and fail to make a core 
first-person Klnect action title 

Grapblca 
Drab and repetitive 
environments are mostly 
empty so you don't get caught 
on the geometry 

» Souad 
Look forward to a 
hodgepodge of poorly-done 
European accents 

1t Playablllty 
Arm swing melee attacks 
work well enough. but 
navigating environments is 
a disaster 

» Entertainment 
Only those curious to see 
how a non-minigame/dance 
title plays using Klnect need 
experiment here. The short 
answer? It doesn't work 

hplayValae 
Moderately Low 

reviews 111 
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8.5 I Deus Ex: Human Revolution 
Platform PS3 • 360 • PC Rel-• August 23 ESRI M luae October ' 11 

The problematic gunplay and aMoying 
stealth takedown mechanics keep the 
game from greatness, but if played a 

certain way, Human Revolution captures 
the spirit of its predecessors and can be 

a blast. Even if irs not a masterpiece, this 
entry lays the groundwork for a promising 

future for the series. - Andrew Reiner 

PLAYSTATION 3 

Alce: Madness Retcms 6. 75 .u-11 

Bangai-0 HO: Missie Fury 7. 75 .U-11 

Eb'oc Corrmando fmmed 2 7.25 Apt-11 

Blood OriYe 
BloodRayne: Betrayal 

Bodyc)ou,t 

Bm< -
4.5 Jao.11 

7 Sep-11 

5 Oct-11 

6.75 .U-11 

9.25 Ap/· 11 

Cal of Juiwoz: The Cartel 4,5 Sep-11 

Gaptain America:~ Soldier 7.5 Sep-11 

Ca-s 2 7.75 Aug-11 

Catherine 7 Aug· 11 

Owne~Deu<e 8 Moy-11 

Create 5 Jao.11 

Qys;s 2 9 Mov· 11 

de Blob 2 8 Apt-11 

Dead Island 8.5 Oct-11 

Dead Space 2 9 Feb-11 

Deus Ex: Human Revolution 8.5 Oct-11 

Di-I 3 8. 75 .U-11 

IJisgaea 4: A 
Promise Unforgotten 8.25 Oct·11 

Dragon !'qi H 8.25 Apt-11 

Duke Nukem Forever 

Clu1geonDo-
Clu1geon Siege UI 

Ou1goorls & Dragons: 
Doggerdale 

Dynasty Wanio<o 7 

Ea1h Defense Force: 
Insect Annagoddon 

Echoctl'Ome H 

8-

- of the Metatron 
F.EAR. 3 
Fancy "'"'1ts _,.,., The 

Rgt't Nigl1t Chan"C)iOn 

Rgt't: l.i!111S Out, The 
God of War. Orfgi1s Coloction 

Gran Toosmo 5 

Gteonl..antom: 
Rise of tho Manht.rlters 

Hard Corps: Upl1oing 
Harry Potter and tho 

DoattlyHalows,1""12 

Harry Potter and tho 
Doattly Hallows: P'"1 t 

8 I Warhammer 40,000: 
Space Marine 

6.75 Aug-11 

7.75 .U-11 

8 .U-11 

6 .U-11 

6 Jun-11 

8 Aug-11 

7.25 Feb-11 

g Sep-11 

7.75 Aug-11 

7.5 ..hJ-11 

g Apt-11 

6.5 Jan-11 

9.5 Oct-11 

9 Feb-11 

6.5 Aug-11 
g Feb-11 

6.5 Sep-11 

5.5 Jan-11 

Platform PS3 • 360 • PC Rel-• September 6 ESRI M 

Homefront 7 May-11 

loo & Shadow of 
tho Colossus C<llection. The 9.75 Oct-11 

Infamous 2 8.75 ..U-11 

Kilzone 3 9 Apt-11 

Knights Contract 7 Ap/· 11 

Ku,g-Fu Live 6.5 Feb-11 

LA Noire 8.75 Jul-11 

LEGO Pntes of tho ca.-. 7 .U-11 

LEGO S1ar Wais IN: 
The Clone Wais 8.5 May- 11 

UltleBlgPlanet 2 9.5 Feb-11 

Madden NFL 12 7.5 Oct-11 

Magk:: The Gathemg - Ouels 
ofthof'laneswal<ers2012 8 Aug-11 

Major L80{P8 Baseball 21<1 t 6 Moy- 11 

MaM/Ploool 8.5 Jcwl- 11 

MaMI ~ Hero Squad: 
The lnfinityGarntlet 6.75 Feb-11 

MaMI vs. Capoom 3: 
Fate of Two Wortds 9.25 Mar-11 

MassEllect 2 9.5 Feb-11 

Might & Magk:: 
Clash of Heroes HO 7.75 Jun-11 

Platform PS3 • 360 • PC 
Release September 7 ESRI Elo+ 

~ 5 Mar-11 Var~ Revenge 7.5 Apt-11 

8 Feb-11 MlB 11: The Show 

Mortel Kombat 
MX vs.ATV,..,. 

Nal"d 

9.25 Apt-11 You Don't Know Jack 

NCAA Football 12 

NHL 12 

No Mon, Heroes: 

9.5 Jun-11 

7 Ju-11 

8 Jan-11 

9 Aug-11 

8.75 Oct-11 

Heroes' Paradise 7.75 Sep-11 

Operation~= Red River 6 Jun-11 

Oudwld 9 Jun.11 

Pac-Man ~ 
Edtion ox 9 Jan-11 

PtayStatlon Move Heroes 6.5 May-11 

Portal 2 9.5 Jun-11 

Red Faction: Annageddon 7.25 Ju-11 

Resistance 3 7 Oct-11 

Rush'N Attacl<: Ex-Pa- 6 Mar-11 

Shadows of tho Dorrn,d 9.25 Aug-11 

Slifl 2 Unleashed 8.5 May-11 

S-, The 6 Jan- 11 

Slam Bol1 Scrapper.; 7 May-11 

SOCOM 4: U.S. Navy S- 7.75 Jun-11 

Spare P'"1s 6 Mar-11 

Splatterhouse 5 Feb-1t 

Stacmg 8.5 Mar-1t 

~ - Flglter N: 
Atcad&Edition 7.75 Aug-11 

SWam1 7.25 Ap/·11 

T- From Space: 
About A Blob 8.75 Apt-11 

Test OriYe lttmted 2 8.5 Mar-11 

Thor: God of~ 4.5 ..l!J-11 

roger Woods PGA 
Tex, 12: The Masters 9 May-11 

rme Crisis: Razr,g Storm 6. 75 Jan-11 

Top Spirl 4 8.5 May-11 

Translomlers: Darl<0f the Moon 7.5 Aug-11 

Tmty: Sous of Zi1 O'I 6 Mar· 11 

Tron: Evolution 

T'NOWor1ds II 
WWEt,JS1ars 

4.5 Jan-11 

7.75 Mar-11 

7.5 May-11 

KBOK 360 

A World Of Keflw1gs 8.25 Jan-11 

- of Sruggy, The 8.25 Aug-11 

Alce: Madness Retcms 6.75 .U-11 

Bangai-0 HD: Missie Fu-y 7.75 Jul-11 

Bastion 9.25 Sep-11 

Be-,ond Good & 8.t HO 9.25 Apt-11 

Eb'oc Corrmando fmmed 2 7.25 Apt-11 

Blood OriYe 4.5 Jan-11 

ElloodRayne: Betrayal 7 Sep-11 

Body and Brain Connection 5 Mar-1 1 

Bodyc)ou,t 5 Oct-11 

Brirl< 6.75 JIJ-11 

a.te<stoon 9.25 Apt-11 

Call of Juiwoz: The Cartel 4.5 Sep-11 

CsptainAmenca:~Soldior 7.5 Sep-11 

CsrnivalGa-nes: 
Monkey Seo, Monkey Do 

Cars 2 

C8theme 

Child of Edon 

Craate 

Crmson AJiance 
Qys;s 2 

Denc:eMasters 

de Blob 2 

Dead Island 

Dead Rising 2: Cose We& 

Dead Spaoe 2 

5 ..ul-11 

7.75 Aug-11 

7 Aug-11 

8 Jul-11 

5 JM-11 

8.75 Oct-11 

9 May-11 

4 Jan-11 

8 Apt-11 

8.5 Oct-11 

8 Feb-11 

9 Feb-11 

Deus Ex: Human Revolution 8.5 Oct-11 

Dirt 3 8.75 .U-11 

Dishwasher. \larr4)ite Smile, The 8.5 May-11 

Dragoo Age II 8.25 Apt-11 

Oul<e Nul<em For8IIOr 6.75 Aug-11 

Clu1geon Do- 7.75 .U-11 

Clu1geon Siege HI 8 .U-11 

Ou1goorls & Dragons: 
Daggerdale 6 Jul-11 

Dynasty Wanlots 7 6 Jun-11 

Platfora PS3 • 360 Releue September 27 ESRI T 

X-Men Destiny has a rewarding premise. 

Within the first few minutes of play, 
Titus shows us that the ark regime 

will likely need a bigger anny Space 
Marine isn't as much a tale of Titus 
saving a world as it is a story of ark 

genocide. - Andrew Reiner 

If you're looking for one of 
those rare games that does 
humor right, Rock of Ages 
is a stand-out example. It's 
a shame that the gameplay 

Create a brawling-heavy action game 
starring a brand new mutant in the X-Men 

universe. Choose his or her powers, and 
upgrade them over the course of the game. 

Throw in a little RPG conversation and 
storytelling, and the option to choose sides 

in the broiling conflict. If only the battles 
and mission structure kept pace, there'd 
be a lot to enjoy Sadly, those elements 

Plaltorm 360 Rel- September 20 ESlll T 

If you're willing to put up with a 
few technical missteps on top of 
the generally mediocre interface 
and presentation in return for a 

fascinating, deep simulation, you 
might be surprised at how much 

you like this city-builder 
- Adam Biessener 

didn't quite match up. 
- Phil Kollar 

Tetris Axis 
Platform 30S Rel-• October 2 ESRI E 

Hudson Soft returns with 
the latest update in its Terris 

Party series of games. Though 
several modes like Bombliss 
have been seen before, new 

takes like the Bejeweled Blitz-
inspired Fever keep things 
interesting. - Bryan Vore 

feel repetitive and generic, and the whole 
experience is hamstrung as a result. 

- Matt Miller 

8.25 1 Aliens: Infestation 
Platform DS Releue October 11 ESRI T 

Infestation will surprise with its quality. If 
you're a fan of Metroid, Aliens, or just solid 
hanclheld experiences, don't let Infestation 
become forgotten as the wave of 3DS titles 

washes over us. - Kyle Hilliard 



~ 

9.25 1 Bastion 
Platform 360 hi- July 20 ESRB E 10+ lssu September '11 

The more subtle design elements are what 
make this game magical - the moments of 
discovery that peel away the layers of story, 

the thrill of coming across an abandoned 
weapon left behind from the old world, and 

the startling choice that closes the game. The 
sounds and images stick in your mind after 
you complete the game Just like when you 

closed the final page on a favorite childhood 
picture book. - Matt Miller 

Ea-th Defense Face: 
lnsec!Armagoddon 
8-: 

Ascension of tho Melatron 
F.EA A. 3 

F881Y- Legends of Avalon 
Farcy Pants Advent"8. The 

Fight Night Champion 

From Oust 

Frut Nirja Kinect 

Gatling Goats 

Green Lootom: 
Rise of tho Manhuntors 

Gunstmger, The 

Half-Mloote Hero: 
Si-I"" Mega Neo Clmax 

Hard Corps: Uprising 

Hany Potter and the 
Deathly Halows, Part 2 

Harry Potter and the 

8 Aog-I1 

9 Sep-11 

7.75 Aog-1 1 

6 Feb-11 

7.5 Ju-11 

9 Apr-11 

8.75 Sep-11 

8 Oct-11 

8 Ju-11 

6.5 Aug-ti 

8 Oct-ti 

8.25 Sep-11 

9 Feb-ti 

6.5 Sep-11 

Deathly Halows: Part I 5.5 Jan. ti 

Homefront 7 May-11 

ltomlo 8.5 Jan-ti 

Insanely Twisted Shadow Planet 8 Sep-1 I 

Islands of Wakfu 

.Ja,JAide 
KinectAdvent"8S 
Kinect Sports 

Kinectmals 
Knghts COOtract 

Kl-"!) Fu Panda 2 

LA. Noire 

LEGO Pirates of the ~ 

LEGO SIN Wars 111: 

The Clone Wars 
Madden NFL 12 

Magic: The Gathering - D.Jels 
of the Planellwol<ors 2012 

Major t.eaguo Baseball 2K t t 

Matve!Pirbal 

Matvel SI-I"" Hero Squad: 
The Infinity Gauntlet 

MMlel vs. Cepcom 3: 
Fataoflwo1'1011ds 

MichaelJackaon 
TheExpa,moo 

Might & Magic: 

7 Jun-11 

7 Jan-11 
7.5 Jan-11 

8 Jan-It 

8 .Jewl-11 

7 Apr-ti 

5 Ju-11 

8.75 Ju-11 

7 Ju-11 

8.5 May-11 

7.5 Oct-1 1 

8 Aog-11 

6 May-11 

8.5 Jan•I 1 

·5 Feb-1 1 

9.25 --11 

Snift21.Jfieashed 

Sp,weParts 
Splattomouse 

Stacmg 

Si-1""-F,g,terllt. --SWann 
Test Drive Unlmtod 2 

Thor: God of-

T,gerWoodsPGA 
Tau- 12: The Masters 

Torchlght 

Transfon'nEn: Dark of the Moon 

Trenched 

Tron: Evolution 
T'NO Woods II 
UFC Personaj Trainer. 
The lJtinate Frtness System 

Venetica 
WWEMSta<s 
Yar's Revenge 

Yoostar 2 

You Donl Know Jack 

Babysitthg Mama 
Bit.Tl1) Con1,lete 
Bit.T11>fu 

Cooo.it 2 

Oeate 

de Blob 2 

Epic Mickey 
Flp's Twisted Wood 
Gros! Recon 

LEGO Plrotos of tho~ 

Lost In Shadow 

Mario Sports ""' 

- SI-I"" Hero Squad: 
The Infinity Gauntlet 

MlcheelJackson 
The Experience 

Sonic ColonJ 
Tiger Woods PGA 

TOIX 12: The Masters 

8.5 May-11 

6 Mar-11 

5 Feb-11 

8.5 Mar-11 

7.75 Aog-11 

7.25 Apr- 11 

8.5 Mcw'- 11 

4.5 Ju-11 

9 May- 11 

8.5 May- 11 

7.5 Aog- 11 

7.5 Aog-11 

4.5 Jan-11 
7.75 - -11 

Sep-11 

5.5 - -11 

7.5 May-11 

7.5 Al)f-11 

8 Aj)f-11 

8 Feb-11 

3 Jan-11 

8 Oct- 11 

8.25 May-11 

8 .u>-11 

5 Jan-11 

8 Aj)f- 11 

7.75 Jan-11 

3.5 Jan·I 1 

4.5 Jan-11 

7 JlA-11 
7.5 Feb-11 

4.5 Mar- 11 

6.75 Feb-11 

6.5 Jan·11 

7 Jan-11 

8.75 May-11 

8.5 1 Dead Isl 3nd 

Tron: EYofutJon Battle Grids 

You Don't Know Jack 

Alce: Madness Retcms 

!Wxneiy:Warzooaea-th 

Bejeweled 

0mk 
e..tetstorm 

Cal of Juarez: The Cartel 

Cmote 

Crysls 2 

Dor1<spore 

Dead Space 2 

DeusEx:H<rnanR<Mllutioo 

6 Jan-11 

8 Feb-11 

6.75 Ju-11 

8 ..Jl..,l.11 

9 Jan-11 

6.75 Ju-11 

9.25 Allf· 11 

4.5 Sep-11 

5 Jan-11 

9 May-11 

8.5 Jun-11 

9 Feb-11 

8.5 Oct-11 

DMnlty II: Flames of Vengeance 7.75 Jan-11 

Duke Nukom F0<8Yer 6.75 Aog-11 

Dungeon Siege 111 8 Ju· 11 

Dungeons 7 Allf· 1 1 

Dungeons of Drodmor 8 Sep-1 1 

F.EAR. 3 7.75 Aog-11 

Homefront 7 May-11 

Magic: The Gathomg - Duels 
of tho - 2012 8 Aug-1 1 

Megicke 7.5 Aj)f-11 

Operation f'1estc>o,:ll: Rod fwer 6 Jun-11 

f'of1af 2 9.5 Jun.11 

Section 8: Pm;.oce 8 AA· 11 

Shift 2 lkieashed 8.5 May-11 

Sms Medieval, The 7 Jun-11 

Total War. Shogun 2 9.5 Allf· 11 

TwoWonds ll 7.75 - -11 

Wamammer 40.000: Down of 
Wartt-Retriootion 7.75 May-11 

Witcher 2: 
As8essln8 of Kings, The 9.25 JcM 1 

Var~ Revenge 7.5 Aj)f-11 

NINTENDO DS 

Caro 2 7.75 Aog· l 1 

Dragon Quest 
Monst<n: Joker 2 7.5 Oct-11 

Dragon Ouest Ill: 

Rooms of -- 8.5 - -1 1 

Oash of Heroes HO 

~ 
Monall<ombat 

7.75 .u>·11 

7.75 .u>-11 

5 -·11 

9.5 Jun.I 1 

Ms. Sptoolon Mon 6. 75 Aug-1 1 

MX va. ATV AillU 7 Ju•t 1 

Platform PS3 • 360 • PC Releue September 6 
ESRB M luue October '1 1 

Nai'd 6 Jan-11 

NCAA Football 12 9 Aug· 1 1 

NHL 12 8.75 Oct-11 

Operation Flashpoint: Rod River 6 Jun-11 

OJttand 9 Jun-11 

Pac-Mon Championship 

Ee>tlon DX 9 Jan-11 

Pinball FX 2 9 Jan-11 

f'Mal2 9.5 Jun-11 

Rod Faction: Armagoddon 7.25 Ju-11 

Rush'N Attack: Ex-Patliol 6 - - 11 

Section 8: Prejudice 8 Jun-11 

Shadowa of tho Dar.-...d 9.25 Aog·11 

Rewarding character progression 
and the vast variety of weapons 
should appeal to anyone looking 
for a good time. If you've spent 

your time planning for the zombie 
apocalypse, Dead Island is the 

best option so far to test how long 
you'd last. - Tim Turi 

Ghost Trdc: Phantom DetectM! 6 Feb-11 

Kingdom-· Re:ooded 6.75 Feb-11 

Kirby Mass Attack 6.5 Oct-11 

LEGO Star Wa'5 ~: 
The Clone Wa,s 6.5 May-11 

Monster Tale 8 Allf· 11 
Oka,.-, 8.75 --11 

Pwlls vs. Zon'tl6es 8.25 Feb-11 

P0kllmon -· 
8.75 --11 

Radiant Hstona 8,75 Ma-· 11 

Son,c ColonJ 8.5 Jan-11 

3rd Birthday, The 6.75 May-11 

Dlssldia 012 Final Fantasy 7 Allf· 11 
F,naf Fantasy lit. 

The Comptote ColactJon 8.5 May-11 

LEGO Star Wa,s In: 
The Clone Wa,s 6.5 May-11 

Lord of An:ena 7 M.:w-· 11 

Patopor,3 6.75 M-11 

Tactics <ll,e: Let Us 
~ Together 9 - -11 

Vs: The Oath In Felg18f18 8.5 Jan-11 

CartocnNetwa1< 
P\JnchTmeExploolon 4.75 Ju-11 

Ghost Recon: Shadow Wa,s 8.25 May-1 1 

Legend of Zelda: 
Ocarina of Tlma 30, The 9.25 JlA·11 

LEGOStarWa,s Ill: 
The Clone Wa,s 6.5 May-11 

Madden NFL 305 6 May-11 

Nkitendogs + Cats 6.5 May- 11 

Piotwlngs Resort 7.25May-11 

Resident Evil: 
TheMercenaries3D 6 Aog· 11 

Ridge Raoer 3D 7.25 May-11 

Stor Fox 64 3D 8.25 Oct• t 1 

Steel Diver 4 May-11 

~ Stroot Flghtor r>/ 
3D Edition 9 Aj)f-11 

Tom Ooncy~ Sclontor Cal 3D 5 ...k.n·11 
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Reflections 
on the 

Passing 
of -.-..... • 

un I 
the Father of Game Journalism 

e 
B 

ill Kunkel died in September from 
a heart attack at the age of 61. You 
might not know who he is, but he's 
one of the reasons you're reading 
Game lnformertoday. Starting in 

1980 with a column in Video magazine, Kunkel 

by Matt Helgeson 

Kunkel branched out from writing later in life, 
working as a game designer on titles like Batman 
Returns, Bart's Nightmare, and The Omicron 
Conspiracy, which led to a Job teaching game 
design at the University of Las Vegas. For many 
years, he worked as an editor at Running With 
Scissors, consulting and writing PR and edito-
rial copy for the controversial Postal franchise. 
A lifelong fan of professional wrestling, he also 
wrote for Pro Wrestling Torch and 

and his partner Amie Katz began the very first 
column that reviewed video games. In 1981, 
Kunkel and Katz (along with Joyce Worley) 
founded Bectronic Games, the first video game 
consumer magazine. Every gaming magazine 
and website you read today - including Game 
Informer - descends from the work the trio did 
in Electronic Games. 

Wrestling Perspective. 
To help honor his career, we con

tacted some people in the industry 
that were friends, colleagues, or 
admirers of his work over the years. 
Here are their tributes to Bill Kunkel. 
Rest well, Game Doctor. 

Pll()(,RfWMlRB\.E \1l)Wlon•. ' 

'eiectron 
In the years following Electronic Games, Bill 

Kunkel had a successful and wildly varied 
career, but always stayed close to his first love, 
games. As a journalist, he 
wrote a popular column 
called "The Game Doctor" 
that appeared in EGM and 
Computer Gaming World. He 
also wrote for The New Yorlc 
Times, served as the editor 
in chief of Tips & Tricks 
until the publication folded 
in 2007, and wrote strategy 
guides for Prima. He also 
published an entertaining, 
gonzo memoir of his wild 
life and times, Confessions 
of the Game Doctor. 



Co•founder of 
Electronic Games 

B ill Kunkel wasn't 
just my partner 
in Katz Kunkel 

Worfey, Inc., for nearly 25 
years. He was my clos• 
est friend for more than 
three decades. With a 
bow of respect to others 
who have fashioned fine 
careers in writing and 
editing, Bill Kunkel was 
my finest student. 

We encountered each other in the 
Science Fiction Fandom. We traded fan• 
zines and met again at the 1967 Worfd 
SF Convention. Well, actually, Joyce met 
Bill and me, but Bill and I didn't see each 
other there. 

Though Bill faded from Fandom after that 
convention, he stayed in contact enough to 
find out that Joyce and I got married in April 
of 1971 . About a month later, Bill and his 
girffriend Charlene Komar called and then 
came over for a visit. 

The couples clicked immediately. We 
started visiting regularly and they joined the 
informal scl•fi club Joyce and I hosted. Bill 
and Chartene co•edited a fanzine called 
Rats/ and Bill also wrote an entertaining 
personalzine, Dead Flowers, named for 
a Rolling Stones tune. We spent many 
Saturdays running off our fanzines. 

We bonded during those long Saturday 
afternoons of printing and collating. Yet the 
single Incident that made Bill, Joyce, and 
I lifelong close friends had nothing to do 
with science fiction or even Fandom. In light 
of our subsequent history, it couldn't have 
been more appropriate. 

Bill and Charlene told us they were going 
to Chicago to visit relatives. We met them in 
midtown Manhattan, where we ate a meal 
together at Nathan's In Times Square. 

Bill and Charlene headed for the Port 
Authority Bus Terminal, located along a par• 
tlcularfy grungy slice of 8th Avenue between 
42nd and 43rd Streets. We walked down to 
the corner with them. They'd hardly disap• 
peared from slght when Joyce and I slunk 
off to our guilty secret. We had become 
regular patrons of a lurid den of iniquity her· 
aided over its entrance by a garish slash of 
neon that read "Fascination." 

It was the kind of place Joyce's mom 
had warned her against - a Times Square 
amusement arcade. During the lull between 
the heyday of pinball and the debut of 
electronic coin•ops, arcades had sunk to a 
bottom·Of·the·barrel reputation, seedy at 
best, downright dangerous at worst. 

We played mostly target•shooters and 
skee ball until first Astro Chase and then 
Pong seized prime loca· 
tions in Fascination. It 
didn't take long for Joyce 
and me to take over 
the arcade's only Pong 
machine. Armed with 
as many quarters as we 
could afford, we became 
immersed in a fierce but 
friendly competition for 
digital tennis supremacy. 

A noise behind us 
made me take a quick 
sidelong glance between 
volleys. It was Bill and 
Charlene! They'd run 
into a problem with the 
bus schedule, decided 
the visit would be ridicu· 
lously short by the time 
tihey caught a bus for 
Chicago, and went to go 
indulge their secret viice. 

The two couples, 
already united in 
Fandom, discovered that 
we were also comrades 

in the still•embryonic brotherhood of elec· 
Ironic gamers. And that, fellow garners, was 
a feeling that never died. 

Greg Kasavin 
Fonner GameSpot edltor•ln•chief, 
writer/designef at Supergiant Games 

I never met Bill Kunkel, but his name 
meant a lot to me for years. It's the 
first name I recognized while reading 

gaming magazines as a kid. These days 
it seems game players are still fighting for 
the legitimacy of the medium. But to me 
the legitimacy of the medium was never 
really in question, because for as long as 
I can remember there were guys like Bill, 
who treated the subject with care and 
their readership with respect. I no longer 
remember too many speciflCS from the 
publications he wrote for, but I definitely 
remember how excited I felt to get those 
Issues in the mall. I now make games 
instead of write about them, though I was 
part of what felt like an entire generation 
of game writers inspired by Bill's work. My 
condolences to his family and friends, and 
may he rest in peace. 

Founder and CEO, Running With Scissors 

B Ill and I met around 1980 and we 
Instantly hit it off. I had just started 
working as a consultant for Atari 

and Bill had started Bectronic Games 
magazine. Right away, I knew he was a 
special person. BIii was very professional 
and an excellent writer. He was honest 
and genuine. Bill was a creative person, 
everything from being a writer, a musician, 
and an artist. But he loved writing and he 
loved video games. He loved wrestling and 
he loved mob stories. He was a different 
kind of guy - very much his own person. 
He's done everything from writing to 
designing games. 

He was independent. Bill would tell me 
ff something sucked about Running Wrth 

Scissors or Postal. If I 
had an idea, Bill would 
just say, "Are you f •••••• 
out of your mind?" When 
he was in Las Vegas he 
was teaching classes 
about video game 
design, and he always 
had time for everyone. I 
can't tell you how much 
richer he made me as 

a person and how much he influenced my 
lffe. Most people in this industry, you send 
them an email and you're lucky ff you get 
a response. Bill would reach out to anyone 
from a kid in 8th grade to someone that's 
thinking of going to Full Sail. That's an 
amazing, rare character. How many people 
do you know in this business that will help 
you without wanting something from you? 

He was a renaissance man in the elec· 
tronic games industry. I know Bill, ff he's 
listening now, he's laughing and saying, 
"Vince, give it a break." 

Steven L. Kent 
Game journalist, author of TIie Ultimate History of 
Videogames and The Clone Republ/c 

I n 1993, I had written two game reviews 
tor The Seattle Times and was worl<ing 
for the public relations firm of Morse-

McFadden when [Electronic Games CO· 

founder] Joyce Worley called 
for a product sample. I talked 
her into letting me write a 
review and the next thing you 
know, I am a protege of Katz, 
Kunkel, and Worley. 

What you read in a column 
by the Game Doctor was 
what you got when you 
spoke wi1h Bill. He told you 
what he thought and he 
didn't hold back, mince words, or leave 
much to your imagination. As journalists 
go, Arnie Katz was the Tlm RUSS8!1 of the 
group - the fair·minded diplomat who gave 
everyone the same treatment. Joyce Worley 
was more of the Tom Brokaw bent. BiU was 
Howard Cosell incarnate. There was color 
in everything he said and wrote. It made 
him the most quotable of game journal· 
ism's founding trinity. I think it also made 
him the most beloved by gamers. Arnie and 
Joyce had parental voices, BiU was your 
sometimes·nasty bigger brother who said 
cool things and challenged authority. 

I rememt>e,- when GameWorks began 
opening its overpriced arcades. I men· 
tioned to Bill how much I liked them. He 
asked me, "You ever see Pulp Fiction? 
GameWorks is like the milkshake in Pulp 
F,ction. It's a five·dollar milkshake. I don't 
know whether it's worth five dollars, but it's 
pretty f ...... good." 

Dan Amrich 
Fonner writer at Off/clal Xbox Magazine, 
Gameslladar, and GamePro, Social Media 
Manager at ActiYlsion 

W hen I was growing up, there was 
no magazine I loved more than 
Electronic Games. It covered 

everything from arcades and pinballs to 
home consoles and handheld LED games. 
I was 10 when it came out; I read each 
issue literally dozens of times. I no longer 
have any issues because they all fell apart 
from overuse. 

Other magazines mentioned video 
games, and I read stuff like Family 
Computing too, but nothing embraced the 
escapist joy of gaming the way EG did. The 
magazine treated games with respect; to 
me, that was Bill Kunkel's lasting influence. 

He covered fun in a serious way - he knew 
this stuff mattered on an emotional level 
but never approached things cynicaly. At 
a time when you generally went to a toy 
store to buy games, Electronic Games did 
not treat games as toys and it did not treat 
its readers as children. For me, that set 
the standard. 

John Davison 
CBS Interactive vice president of programming 

W hen I moved from the U.K. 
in 1998 to take the reins of 
Electronic Gaming Monthly, 

I didn't really know anyone in the U.S. 
games media business. I'd not really grown 
up wi1h the names that many of you know 
and love here. I knew of Bill by reputation, 
of course, but I'd never actually met him. 

My endtmg memory of Bill was that he 
was one of the very first people to reach 

out and So'/ helo once he'd 
heard there was someone 
reN at EGM. VVhile some 
folks were dear1y wary of yet 
another goddarm Brit lnvad· 
ing the American market and 
interfering with a beloved 
games magazine, Bill was 
friendly and welcoming. He 
picked up the phone, said 
hello, and wished me luck. 

Very classy. I'm sad that we never got to 
know each other bett8f, but I'll always 
rememt>e,- that call. 

Harold Goldberg 
Game journalist, authof of All Your Ba• Are 
Balong To Us: How Fifty Yun of Vldfogamn 
Conquered Pop CU/tvre 

I t 's oftoo said that Bin KIXlkel (along 
wi1h Arnie Katz) created video game 
journaflsm. You don't create something 

that was already there, and journalism was 
already there. But Katz and Kunkel, with 
their thoughtful (and sometimes enjoyably 
peculiar) riffs on journalism, proved there 
was a market for writing about games. 
They turned their dream into a profitable 
business, one than not only cared about 
making money, but one that cared about 
writers as well. That kind of embracing atti· 
tude is too often lost on game journalism 
entrepreneurs today. 

Kunkel, with his hard•partying persona 
and cranky musings, was a true creative 
spirit, as independent·minded as the rant• 
oriented lest8f Bangs in music journalism, 
if not as wonderfuDy wild with his words. 

Kunkel's incisive words often rcwig true 
with singular passion and been•there-saw· 
that knowledge, whether in a foreword 
to someone else's tome or in his own 
200·page Confessions of the Game Doctor. 
He was one of the few people who excelled 
at anything to which he set his mind. He 
moved into designing games. He wrote sto• 
ries for comic books. He even was a wres· 
!ling announcer. That's either initiative·filled 
hustle for making a riving with one's craft or 
the sign of a real renaissance man. I prefElf 
to think it's the latt8f ... definitely the lattElf. ♦ 
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Transformers 
Primer 

Fall of Cybertron hopes to grow the storytelling 

potential of Transformers into a richer, character-driv

en science fiction epic. However, new fans could be 

forgiven if some of the existing jargon remains a mys

tery. Here's your cheat sheet for the game's universe. 

+ Trcuu1onaer 
The sentient robotic lifeforms that 
exist on Cybertron. The name 
originates from their ability to 
alter their own forms for vari-
ous purposes, including disguise, 
mobility, speed. flight, or combat. 
Transformers vary widely in form. 
size, and capabilities. 

+ c,t,enn,a 
The home planet of the 
Transformers is a technologi-
cal world of metal. The essence 
of Primus, the creator of the 
Transformers. is embodied 
in Cybertron. Long ago, a 
Cybertronian golden age spread 
aaoss the galaxy through the use 
of a technological marvel called 
!be space bridges. Later, a civil 
war tore the civilization asunder, 
and the technology of this inter
llhlllar transport system was all 
but lost. Recently, Cybertron's core 
WIii contaminated by dark ener
gon. and the entire world has abut 
down to repair IIBelf. 

+ Aatobot 
A shortened form of ·autonomous 
robots," this faction arose when 
Orlon Pax (later named Oplimus 
Prime! used the concept to chal
lenge the long servitude of his 
fellow Transformers under a rigid 
caste system. insisting that all citi
zens deserved autonomy. 

+ Deceptfcoa 
A militaristic faction that arose 
under the leadership of Megatron, 
a former gladiator turned freedom 
fighter from the lower castes of 
Cybertronian society. Originally, 
the group and Its leader ll3ed 
deception to mask their pres-
ence to society's leaders. The 
Decepticons would eventually 
conquer most of the planet. corrupt 
Cybertron's core, and necessitate 
the exodus of Cybertronian society 
into deep space. 

+ Mcdrfs 
This powerful artifact was given 
to Oplimus Prime before the core 
shut down - a fragment of the 
great planet's spark. Beyond offer
ing great pow er and wisdom to 
its bearer, it also holds the key to 
one day restoring Cybertron to its 
former glory. 

+ Adr 
Oplimus Prime ordered the cre
ation of this great transport ship 
that would carry the last of the 
Autobots into outer space. 

··-··,. Megatron's hulking Decepticon 
warship pursues the Autobots 
into space. 

+ Teletraa 
This sprawling planet-wide com
puter system and network holds 
all the currently known data 
and history of the Transformers. 
Oplimus Prime plans to take a 
fragment of Teletran Into space 
aboard the Ark. thus preserving 
Cybertronian culture. 

+ BlleJVoa 
The energy source and fun
damental sustenance for all 
Transformers, energon flows from 
the planet's core outward. A sinis
ter equivalent called dark energon 
was ll3ed by Megatron to corrupt 
Cybertron's core and halt the flow 
of normal Energon throughout 
the planet. 

+ Bcuffl 
This distant organic planet Is still 
populated by dinosaurs when 
the Transformers abandon their 
home planet of Cybertron. At some 
point after their departure from 
Cybertron. both the Autobots and 
Decepticons arrive and continue 
their war on Barth. The many 
years In llltwllen remain a lallll, 
untoldlltorJ 
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