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ames ane reaching more people than ever, be it

through social websites, consoles, PCs, hand-

helds, mobsle phones, or whatever platform is
your avenue of choice. With each passing day more
peopla are playing games than ever belore, and the
trend shows no signs of stopping.

With so many platforms avalable, not everyane s
playing games the same way amimone. Somewhere,
someons who wouldn't even consicler him or hersedf
a gamer is playing Famville on Facebook for end-
less hours, In another corner of the world, college
students are gatherng arcund a giant monitor to play
Halo: Feach late into the night. The weird guy down
the streed is sitting on the porch playing Beleweled on
his phone.

Gaming is everywhere. As aresull, game develop-
ers have some interesting chalenges and choices
ahead of them. They must first establish which type
of gamer they ane making ther game for, and, if they
want to presanve ther standing in the long term, not
fall prevy to the alure of the quick dollar.

Typically, devedopers of social and mobile games
know ther audience, as the games feature smple
gaime mechancs and aren't slanes o the graphics
race (yel). The conscle and PC markets, howeer,
e facing this challenge head on. As game budgets
balloon, publshers and developers have started to
el the need 1o ensure that their games can reach
as many pecple as possble regardless of whom the
game s supposed to please.

Thig is evident m the recent slew of games that
don't require the: gamer to do amything to fnd suc-
cess, Flayers can complete a Call of Duty: Black Ops
lewed without firing a shot, race though Joy Ride with-
oul steering. and nun an offense n Madden without
haning to call aplay. The games are literally playing
themsshes. Victory i given to the player, not eamed.

Creating games that lack true challenge isn't the
only way this problem s espressing fisell. Pubiishers
who bleed their franchises of ther value by publish-
‘ng new installments year after year are doing so
becaiise of pressure o cash inwhile you can, nol 1o
ensure that gamers are getting the best product.

The biggest franchises in gaming history haven't
left behind the gamers who made gaming whal it is
teday 1o reach new markets, of bied franchises for
evary dollar untl the husk is dry. The greals attract
players with enlerlainng geamepla

It is not a2 movie, nov is it a tech damo, It's about
challenge. It's about chasing the old Wide Warld of
Sports tagiing, “the thrill of viclony and the agony
of defeat.” Since I'm already dispensing fortune
cookie wisdom, I'l thraw n another apropos adage,
“Absence makes the hesst grow fonder.” Remember
that just because you can sell a yearly installment o a
franchise, doesn't mean you should,

Enjoy the issue.

Tomb Raider

Rebooting the Tomb Raider franchise
through an origin story isn’'t so much a
choice as an act of necessity. Drastic
measures are needed. To build an entirely
new Lara — a relevant hero worthy of the
attention that once came so effortlessly —
Crystal Dynamics must break her first.

by Meagan Marie
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ONLY ONE VEHICLE IS TOUGH ENOUGH
TO PLAY IN THIS WORLD.

Introducing the Jeep, Wrangler Call of Duty: Black Ops Edition.
Available now.

e —— CALL'DUTY
@ BLACK DPS Jeep

INTENSE VIOLENCE
STRONG LANGUAGE

D20M0 Activision Publishing, Inc. Activision and Call of Duty ane reqistered trademarks of Activision Publisking, Inc. 1
Joep Wranglor Call of Duty: Black Ops Edition available in Emited quantities. Jeep and the Jeep grille are registencd trademarks of Chrysker Group LLC. jeep.com/callofduty
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This month in Feedback we revel in our readers’ hate for the Sacred
Cow Barbecue, stop potential boycotters in their tracks, find out whether
Halo: Reach lived up to the hype, and commit the ultimate nerd faux pas.

Is Nothing Sacred?
| bet Game Informer got thousands of emails
conceming that Sacred Cow Crap Fest your
morons for a staff wrote for this Novermber's
issue. Bul you should, because you guys
wollkdn't know a popular game i it bt you
in the head, Yes, | agrea with things (ke the
rip-oll God of War and Braid, and things like
KOTOR that st need a major revision, But
when you talk about games with millions of
fans, you realty don’t have a say. World of
Warcraft may not be a classic, but it's a game
that us gamers say wins! So shut up you jocks
and stop picking on us nerds. Thero's noth-
ing you can say of do to change the fact that
WolW is chosen by the people, for the people,
and it's in the Hall of History,
Jordan
Via Email

So, | got my new Game Informer and | cama
across your Sacred Cow Barbocue. | read
throuigh it and saw Pokémon, Resident Evi 4,
and God of War, All | have: to say is this: F-— youl
| ursubscribed to you guys a few years ago
becauss you're complataly f---ing bias, now I'm
doing it again. You wouldn't know a good game
L L youn 1 your [expletive deleted]l F--- you
and your stupid-ass magazine.
Collin Haines
Perryton, Texas

When you hald your Sacred Cow Barbeaue, you
inavitably get hate mail threatening to Lnsub-
soribe due to your roasting of someona's favorite
game. Do you get the same huzzy feeling that |
ch krowing that the average 1Q of your readers
goes up each fime one of thesa people sands
woul such a letter?
DJ. Gorra
Windsor, Conneticut

Thank you lor writing the Sacred Cow Barbecue
arficles. | have enjoyed reading all three of them
and while it hurls {seeing as mary of these
games are favorites of mine), | must admit that
amost every pont you make s valid and frue.
| realize: you probably get all sorts of hate mail
when you do arlides such as these, bul here is
a big “thank you® from gamers who aren't too
proud 1o see the bad in all he good.

Sam Rasmussen

Via email

As much as we enjoy taking the industry's
most beloved video games down a peg
when they deserve it, our favorite part of
wiriting Sacred Cow Barbecue Is the angry
flood of emails we get from cranky fanatics
who don't get the [oke. It warms our hearts,
like we're starring in some bizarro version
of How The Grinch Stole Christmas, except
the Grinch stays evil at the end.

Gaming For Everyone

| hatve never written in fo your magazine betore,
but after reading “It's All Termporary” n issue 211,
| telt compelled to do so. As a wheelchar-bound
nddividual, it was rafreshing 1o have SHmeona
bring 1o light an issue | have been dedling with
for guite some time. With mentions like Xbox's
Kinect and PS3's Move, | have boen alraid that
more and more developers will be stesred in

that drection, effectively shutting me (and other
gamers ke mej out. Thank you so much for
acvocating (fo fellow gamers and publishors
dike) on our behall, because as you so elo-
guently put it, “our health, physical prowess, and
mental faculties are all only temporany.”

Question
Of The Month:

Who would win in a fight
between Kevin Butler and

Chuck Norris, and more
importantly, why?




Scaredy Pants
| was reading your last issue when | stumbled
across your review of a game | had never heard
of: Amnesia. So, ke your mag said, | fred up
Stearn and "did the right thing.” Lat me 1ol you,
| have never been so scared inmy lifel This
game draws you in and hits all the right sirings.
It has you 50 tense that when something does
happen, you crap your pants and want to tum
it off, just S0 you can slop locking over 1he back
of your compuier char into the darkness that
ks there. It's a very chiling game that | would
recommend 1o anyone.

Anthony King

Via Email

We're glad you enjoyed It, Anthony. Our only
advice: If you do happen to pass on a glow-
ing recommendation of Amnesia to your
friends, you might want to leave out the bit
about yeu crapping in your pants. That way,
they'll still want to be your friends!

Crossing The Streams
As ageck mysell, | thought | had to defend my
kind after reading a Feedback response in the
October issue. | dmost have a snaaking sus-
picion that you guys did this on purposa, but
| warited to pont out that n your response 1o
Seolt Shivelery, you insulled him and Star Wars
fans everywhiere when you threatenad him with
a Vulcan nerve pinch. As you probatily already
kniowy, Vulcans are a Star Trek reference, and
rot & Star Wars one. To the real Star Wars fans,
youmaock us by referencing Star Trek, It's the
equvalant of teding Mario thal Doctor Robotnik
is after him.

Randy Haney

Via Email

Rest assured, Randy, we would never
intentionally mix up our sci-fl lore In
hopes of antagonizing one of our delicate
readers. If you sent out a Cylon ralding
party In retaliation for our blunder, please
recall them to your Death Star. We won't
let it happen again.

 Can | have a dolar?
No.

 |f brutes viare not intoduced
untl Halo 2, wiy ane they in the
prequel gama, Halo: Raach?
«:Time travel?

» Howr are you Did you know you
can make a kot of money from the
conmguler?

Really? Tell us more...

“A yetl veas just anoucst to red
dead and | need an explantion.
Help me Gamenfemer ediors
wour iy only hope”

SFC Michael Parker
Camp Wilson, Afghanistan

The 595th Eng. Company poses with the latest issues of GI.
(Center) Pvt Pontus J. Adams, (Middle Left) SGT Zachary L.
Clifford, CPL Jonathan Gaddy, SSG Freddie Torres, (Top Row Left}
CPT Cody Davis, Pvt Jeremy Morgan, SFC Michael Parker, SPC
Archie Johnson

[Left) Christmas came early
Tor Armette when Edelman's
Angelka Vong amd Microsolt's
Kudo Tsunoda showed up
with Kinect games to play
[Center) After showing off
Microsoft's new weares, Kudo
slrikes his best centerfold
pose on Gl's kesurious VWarmgsa
) (Right) Gl reader Ben
Turmer and Meagan pose
st 1o Kearigan at this year's
BlizzCon

contnued on page &

feedback 7



- | -
Boycott COD?
I really love Modem Warfare and Modern War
i lemma, I'm excited

Joel
Via email

Activision’s handling of Infinity Ward was an ugly affair, but
there’s no reason to boycott a title just because it shares the Call
of Duty moniker. The developers at Treyarch try just as hard as
d IW does to make a great game, so why punish them and yourself
2 by refusing to play Black Ops? If you want to send a message to
Activision, or any other publisher for that matter, then buy the
games you enjoy and skip the bad ones.




YOI.I WILL LEARN TO WALK WITH HONOR.

YOI! WILL GAIN THE WISDOM
TO COMMAND WITH DECISIVE RESOLVE.

You WILL TAKE YOUR PLACE
AMONG THE MOST ELITE WARRIORS ON EARTH.

IF YOU HAVE WHAT IT TAKES TO MAKE IT.

MARINES

THE FEW. THE PROUD.
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[Left] Link (David Clapg) and
Zekda Bia Ose) easily won
Hhe prize for best costuime at
Tim's Hallowseen party (Cen-
ter) Meanvhie, there was

a Facaolf for worst costume
between Dan, dressed as
Business Casual Batman. ...
[Right) And Jefl M, dressed
a5 Mustache Jeff

10 feadback

CORRECTIONS:

Eple Mickey brings Disney's lconlc
mouse back into the world of video
games In a Wi-exclusive experlence.
Armed with a magle palnt brush that
can create and destroy the world
arownd him, Mickey Mouse travels
thxoungh the Wasteland of forgotten
cartoons and lost Disney memorles.
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edia conglomerate Viacom bought Rock

Band developer Hammonix in 2006 for

F175 mmillion just as the music game

genre was about to burst wide open.

Four years later, amidst relatively declin-

ing sales, its getting rid of the cormparny.
In & low-key announcement accompanying its third-quar-
ter fiscal reporting, Viacom said it was gatting out of the
miLsic game business antirely and miultiplo suitors wers i
regehatons to purchase Hamonix

Pairing Hamonies with Miacom's MTV Games label
seomad like a match made in heaven at he tima, but
Viacom dearly soured on the parinership as the years
went on, and it becama dear that the Roeck Band fran-
chise wasn't |Karfc:arrn'n~;| as Viacom had hoped — urresfis-
fic expectalions or not,

Even though the Rock Band franchise (conlaning two
Rock Band games, The Beatles, and Green Day) and its
DLC garmnered $1 bilion through the beginning of this year,
Viacom has grown increasingly unhappy with the: situa-
fion. In 2008 multiple events corverged for the worse.

In mick-2008, Viacom bemoaned the overal decline of
music game sk vell a5 the Tact that even wilh two
million units under its belt Rock Band 2 was selling less
than expactad. Moraover, the company was having a hard
fime coming 1o grips wilh the fact that the landscape of
the genre was changing. it was making less monsy on

tha big-ticket peripheral bundies as fans were purchasng
more standaons soitware and DLC

Furthermcre, in February 2010, Viacom CEO Philippe
Davrmian notad that high royvally costs were allects
bottorn line. Surely this was a reference to The Bealles:
Rock Band, another game that sold well (amost two
milion worlchwicke) but not well encugh in Visoom's eyes
considering the cost of licensing tha band's music. In an
interview with UK video game magazine Edge, Harmonix
founder/CEO Alex Rigopulos admitied that while the sales
of the game were good, they weren't 1o the level of either
Rock Band 1 or 2

Coming ofl of The Bealles: Rock Band's holiday 20009
release and Harmmonix laying off 29 members of its 1otal
stall (13 percent), the relationship got dicey. Viacom filed
with thie SEC to reclaim an unspediied porion of a $300
million performanca-basad rovalty payment the com-
pary paid out to Harmonix as part of the onginal 2006
accuasition. All of this served as background nose while
- Harmenix prepped Rock Band 3 and Kinect launch titke
Viacom Dance Centrd

Howvewver, aven with the promisae and crilical regard of
thosa games - not 1o mention the new instruments and

= the acoompanying burkles for Rock Band 3 - Viacom
S eil]..[‘lg Off ROCI{ 15 ready |U‘:l |g:g! 31 1 {Hammonix says it'll continue 10 sup-
port both titles). SO Tom Doocley said that Harmonig lost
aboutl $85 million in the last quarter while it was develop-
B al‘ld d VBIOPE‘I’ ing Rock Band 3 and Danca Central with no new product
on the shelves making money, and Yiacom had to take a
it on the overal value of Hammonix In a conference call
i toirvestors, Viecom reduced the value of the developer
H aTmOﬂlX by $30 million in a write down and took on a $230 mi-
Tion goodwill mpainment charge for the over-avaluation of
Harmonix's value.
by Matt Kato Perhaps Viacom expectad 100 miuch from Harmaonix or
: smply got nio he busness al The wrong fime. Either way,
CEQ Daurnan admits the company didrn't have the stom-
ach to ride out the sometimes-volalile video game market,
“Our decision 1o exit this business reflects our strategy’
of locusing entirely on what we do best,” he said, The
COnsoke games DUSINess requires expeartise and scales we
don't have.”

.

continued on page 14
connect
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Some potential
Harmonix buyers

continued from page 13

Electronic Arts

EA had a distribution deal with Viacom's MTV
Games for the Rock Band franchise that ended
this year with Green Day. Rock Band, and EA
had to post a $450 million revenue decrease
because of the deal's expiration. Buying
Harmonix could recapture some of that cash
flow, but a distribution deal where you're play-
ing to your strengths in the retail space is dif-
ferent than being on the hook for development,
peripherals, etc. Moreover, you have to wonder
if EA already had the chance to buy Harmonix
back in 2008, and passed in favor of the distri-
bution deal instead.

Bethesda

The Fallout 3 developer and its parent com-
pany, ZeniMax Media. have been throwing
around money as of late. including acquiring
Id Software and most recently Machinegames
Sweden (a studio formed by ex-Starbreeze
members). Rock Band and music games in
general are certainly outside of its cone exper-
tize, but that could be exactly why it might
consider buying Harmonix.

Microsoft or Sony

Grabbing the exclusive services of Harmonix
and therefore a large chunk of the music
game market must ba very atiractive for
both console manufacturers - companies
who are certainly no strangers to oversesing
peripheral manufacturing.

Both Sony and Microsoft have their own
advantages. Harmonix's Dance Central was
front and center at the Kinect launch, and
we've heard that the developer was very help-
ful to Microsoft with the device. Sony, on the
other hand, also has a history with Harmonix:
Sony helped fund the development of
PlayStation 2 exclusives Frequency, Amplitude,
and EyeToy: AntiGray.

HKonami

Harmonix also has history with Konami - it
developed the first few games for the Karaoke
Revolution franchise. However, the pair have
also traded lawsuits regarding the criginal Guitar
Hero, Konaml's Guitar Freaks, and DrumMania
franchises. Although Konaml| must be considered
adark herss in the Harmonix sweepstakes, it
would b kind of coel to see Kenami buy the
developer after all the work it has done through
the years with music games (including the
DanceDances Revolution series) long befere the
gerre became popular,

Activision

Activision may control Rock Band's. rival franchise
{and former Harmenix IF) Guitar Hero, but it
would make a lot of sense for Activision to try and
affectively corner tha music market. Doug Creutz,
industry analyst with Cowen, thinks this is 2 great
idea. “Activision's best option at this polnt would
bbe to approach Viacom with [the] idea of merg-
ing the Guitar Hero and Rock Band franchisas
through a sale of joint venture agreement.”
Activision's own Bobby Ketick also thinks
the pair can make beautitul music and money
together. Earlier this year he publicly stated he
regretted not buying Harmenix back in 2008.
At the DICE summit he talked about acquiring
original Guitar Hero publisher RedOctans and
the IP. but not developer Harmonix "We really
didn't even think, 'Hey, we should go to Baoston
and meet these Harmonix guys and see what
they're up to,” Of course, had we gone, uilrmhs
world of Guitar Hero would have been rewritten
and it would be a lot different today, and prob-
ably a profitable epportunity for both of us and an
oppoﬁmnymewudrwawmmmm
tion in the category.”

Harmonix

What If Harmonix paid off Viacom and remained
independent? Although it would take the devel-
oper back to its beginnings, perhaps Harmonix
grabs the reins and starts to control its own des-
tiny. It could self-publish its next title, or it could
turn toan unknown, much like it did with Red
mmxinmmﬂmwmmm
franchise. It would be a difficult undertaking, but
Harmonix has.a of self-conviction that's
golmamtwhereltlﬁ..ataofa‘mdlﬁsm aer'v'qr
1hemwdllnt‘hefull.l'& -
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Telling their own stories

In addition 1o overseeing ESRA, s Mational
Founcation of Computer Games helps nuiure
homegrown development talent. “We just staned,”
Minaei says. “We are new, we are youths in this
area, We don'l think our games are better than the
American games or Japanese games, bt we believe
that our games are different, because: they are based
on Iranian culture.”

(ne such game is a PG title in development by
Fanafzar Sharil Game Stios. Garshasn stars a
hero friom Iranian mythology, taking place in ancient
Persia, It's a third-persen action game in the vein of
God of War, with a focus on combat and some Eght
puezie elements.

Because of trade sanchions against Iran, the majority
of games developed in the country are created on
PCs. The country has procduced one game on the
Yoo 360, Minagi says, though developers first had
o create a corparation in Canada becawse Microsolt
woUkIn't provicke access to its XA tools, “We've
tried to ged licenses (o produce Sony PS3 games, but
at this time: we e nol sucoessiul,” Minged says,

the West, which crestes an enfirely different set
of concemns beyond localization. As a predomi-
nantly Islamic nation, Iranian cilizens — and their
governiment - are mora sensitive to contant that
o 4 mright otherwise go unnoticed hera, Wo taked
How Iran navigates the often tricky byl bl et
. f 5 Iran's Mational Foundation of Computer Games,
the organization that oversees Iran's ralings
territory oI rating games B
b}’ Jeff Cork and to learm more about the challenges his orga-
nizalion faces.
‘What's appropriate hera in the United States
may not go over as well in other countries. For

’ One of the common ways American gamers cal-
eqgorize games is by usng an East versus West
mantality. Games devaloped in Japan and other
Asian nations fall on one side, and European and
North American development land in the other —
often with ther own culiural idiosyncrasies and
references added in to suit their audiences.

But what about everybody else’? Countries
such as Iran imporl many of ther gamas from

How do nations reconcile their citizens’ desire for for- example, we're nol as sensitive 1o Nazi iconog-
raphy appeanng in our games as the Gemman
eign goods against the need to maintain their own cultural government, which prohibits such displays in
qgames, Likewisa, games with references to
identity? And how do you inspire creativity so that your aechol that might eamn an E10+ rafing through
tha ESRB might be banned entirely through an
countrymen can tell their own unique stories? An orga- Islariic nation's ralings board,
These are some of the issues that ran's
nization in Iran is dealing with these very issues. We talk Entertainment Softwars Raling Association faces.
The independent, nonprofit organizalion was
with a representative to learn more. founded in 2007, and is tasked wilh rating for-

aign and domestically developed games based

on cultural, rdigicus, and sociological criteria,
"W talked with the Iranian goverrment and

said that we can come up with a new ratings




system for it," Minaei says, "We had a very long
and scientilic process to delarmine wihat the
differences were belween ranian cullure and
Amierican culure of Japanesa culture,”

The result was a ratings systern that ranks
games on a six point scale. Minasi says games
under review ara played by professional gamers,
and specialists are brought in to avaluate
games for content such as viclenoe, sexual
stirmuli, hopelessness, and sacriege. Unlike the
ESRB's scale, which maxes out at the elusive
AQ rating = reserved for games that should only
be played by gamers older than 18 - ESRAS
scala allects gamers up to 25. Some games are
barned entirely.

We looked at some of ESRAS literature, and
much of it is universal. Parents worldvwide have
expressed concam about the effects of meda
on ther children throughout the years, and
having an easy-to-undersiand way of jcging
content is helpdul. Iran's ratings board dilfers
from the ESAB in a subtie but significant way. In
the U.S., our ralings board doesnt iry to make a
delermination as to whether or not games affect
a childs development. Instead, the organization
flags cartain content - comic mischiel, tobaceo
refarances - and assigns ralings basad on the
type and severity of those flagged items. ESRA
begins with the socidogical assumption - lor
beller or worse — Ihal children are allected by
media and should be protected at criticd points
in ther development.

Soma of that reasoning is obvious, consid:
ering ESAAS evaluation criteria, while other
FESEHONSES ane mons obsoure. Minaeci says that
ESRA is sensitive in areas whare |slamic values
are viclated, such as attacking Muslim countries,

which is one reason that Gall of Duty 4: Moterm
Warlare was banned, Other enfries in the saries
Theat dicky't take place in Middle Eastern nations -
fictional or not = ddn't face a similar reaction,
Most Americans would find [itle objectionable in
The E-rated NBA 2K10, lor examphe, though the
game was banned in lran lor reasons wa waren't
able to datermine. On the othar hand, Mead for
Epeed Hot Pursuit’s lawbreaking viclence eamed
the garme an E10+ rating in the U.S. In Iran, the
game cruised by at a +3.

It's easy for us to take our ideas of what s and
=n't appropriate for granted. Other countries
don't necessarily have that lwary. As Minaei
Says, Weslam games are exceplionally popular
among Iranisn gamers, particulary tiles such
as Prince of Persia and
God of War. Wa don't
hear about therm very
often, but Minasi says
Thet there are more than
10 million gamers in his
country, playing games
on PC, consoke, and
socid-networking sites.
It's up 1o Minaei and his
organization o ensure
that his countrymen at
laast krow what they're
getling info when they
play our games. &

+3 +7
3289 7152

ESRA's Ratings

Hete are ESRA's ratings, along with the agenty’s
el content descriptors and Westen games that
Tallin that particular category,

isei Does not distinguish between the
imagination and reality.

Example games:

Cars Race-0-Rama, Gran Turismo 4
[E=rs Reacts physically and emotionally
against fear and violence
Example games:

LEGO Indana Jones, Toy Story 3

Dependence on others decreases and
feelings of independence increase
Example games:

Ratchet & Clank: S Matters, Spéder- Man:
Friend or Foe

ldealogical games featuring discrimi-
nation and religious sacrilege don't
create problems because individuals of
this age can reconcile contradictions
Example games:

Warriors of Might and Magic, Halo Wars

zraa Can play most games without
problems, though games with sexual
| stimuli should be avoided

Example games:
Call of Duty: Workd at War, Rodgue W ior

=""- No limitations
ES Example games:
Prototype, Mdnight Chubx Los Angeles

Games Rated by ESRA (as of 2010}

20,000

e 15,000
10,000

5,000

@

+158
15,267

+12
12,324

+18 +25 Banned
1836 25134 144




Civilization V

The fifth numbered installment in the legenda.ty strategy franchise Dioug!
t of radical changes to the
s thoughts on his own (

to get

How did you appreach what to
cut and what to keep from i
ous versions of Civilization?

Our goal from the very beginning
wars 1o deviedop a new Chilization
game that was dearly inthe Freage
of the serfes, and not to smply add
some more stuff to Civ IV So, a lot of
options wene on the table, The fea-
tures we felt most comfortable bring-
ing back in Civ V were thoss that
have been in all previous versions of
Civ - basic staples sudh as lums,
tles, unts, techs, cties, and 5o on
Thess most basic elements we never
cofscered refnoving of dhangng in
a dramaltic fashion.

From thal base we decided what
we wanted 1o add. Combat was
chwicusly a large focus, and v fialt
that minor powers could be a really
inferesting addition, and so the dly-
stales ware bom. The game was
baslt up fairly organically from that
base. The rde of gold was defined
during develapment, and the form
the socil policies took also evolved
owver fime. When making a game
iteratvely, you do your best to “iolow
the fun," changing components thal
aren'| thal interesting, whie expand-
ing on those thal ase,

The Al has caught a lot of flak
from players. What led to the
strategic and tactical Al shipping
in the state they did?

Civ V' is a pretty complex game, and
developing @ Al hal can hande
evenyihing in a sirategy game is quite
a challenge, This combat n particu
lar was a major project, Changng
frorm armies as stacks of unlls lo
armies as lorces spread oul with no
more thar orne Lnit per tile was ke
upgrading the mitary side of Ci
from playing Risk (where you side

a stack of pleces Inom one teriony
to another) 1o chess (whive éach

indvidual plece's exact postion is
arilical). The issue that surfaced
afler we made this dhange vwas thal
humans quickly appreciate this now
depth and make adustments, but
that training the Al to play this “chess
game” wel was gong to be areal
challenge. W e fo allocate many
miore manths to developing and
testing the Civ V tactical Al than for
previous games in the seres.

Ve have dedicated an entre soft
ware subsystermn to sonuinizing the
actions of the olber players in the
garme. This dplomatic Al makes sure
that each Al duilzation perfams a
full assessment of each of its neigh-
bors, Each lun this analyss nodes
nolicing which players are tny'ng to
grab open kand, which ones have
particutarty large anmies, and also
making a guess about which type of
wiclony each opponenl is pUPSLInG,
So warmaongering for instance, will
be noticed by the Al right away, This
information & then aritical to how the
Al chooses iis ffends and enemies
and also to how it picks its own path
o victony

Allinall, we're proud of whal we
accomplished, and fke we have with
all versions of Chilization, we'll con-
tinue listering to fan feedback and
eaking improvements.

What took priority over Al for
development resources?
Everything in game development is a
trade-off. no matter how big or small.
Since Civ V is a PC eccdlusive, we
have a lot to batance, so everylhing
factors in somehow: Al graphics,
writing, intertac, and gameplay
depth. We devoted a sigrificant
amount of time and resources to

the Al It's nod really possiile 1o, for
Instance, calcudate thal two artsts
el a 20 percent siarter Al o

designer, Jon S
1at the dust has settled

anything e thal. By comparison
though, the Civ V team had roughly
lhe ssme proporlion of arlists 1o pro-
grammers as Civ IV did.

‘What was the reasoning behind
making those decigions during
development?

Likes most game devisopens, we
lock al what we ultimately want o
accompish, and balance the prioe-
Ties accorcingly. When we get 1o the
execution phase of development, we
take a stepx back and plot out the
elements that wil make the game
gresal. Then we priolize those de-
ments and make decisions based
upon what we fhink wil deliver the
best gameplay experiencs,

In hindsight, do you feel that
your igion to make dif
modifiers less transparent was
the cormect one?

As | noted before, we had a pretty
organic process when creating the
game. A lot was added as we went
along, and this stde of development
Typlcally gives you the best game
possbie n the end. Every time you
releass a game to thousands of play-
€5, YOU LUNCoVEr news things about
the game, sometimes fun things
and somefimes things you'd Ike to
tweak. We've heard lots of helphu
fepdback on dplomacy and wil usa
that to make mprovements as we
move forward. [Ealfor's nofe: Since
s infervesy, 2K announced an -
deveiopman! palch thal makes more
undhar-tha-hood dipfomacy infarma
tion visible fo players. |

The community has been very
vocal since Civ V's launch. What
kind of msight have you gained
from the community's reaction?
Well, beyond a ghadow of a doutl
t shows that fans are passionate
aAbout thesr Giv gamest W' defl

nitedy been meking changes based
on community feecback, and contin-
e to do 50, We certainly appreciale
leedback and construciive aiticsm,
ang uese 1 as much a5 possie 1o
improve our games in the fulure,

Did anything from the critical or
community reactions take you by
surprise?

You always leam a kot aboul your
game when 1T goes from a hun-

dred reguiar players 1o a hundred
thossand cvemight. We did Know
ahead of Ume that there were going
Lo b some long-Tme players who
wouldn'l agree with our decisions.
Civ IV was a great game, and that's
what happens when you take some
risks changing things up as we dd
Bul we'we also hesrcl Irom a bl of
layers wha've loved Civ for a wihilke
theat find Civ W a big step up. It's sim-
phy & “what's your cup of ted” kind of
thimg, Every gam ina franchise wil
pick up new fans and lose others.

Are there any design decisions
you've ultimately gone back on
based on post-launch feedback?
Anyone who subscribes o the itera-
live clesign process S never aom-
plataly locked-in on amything, umeill-
g to change. There are certainly
things F'd Fke bo revist, just as there
were a year ago, long before the
game was even announced. | think
thve ablity to change your mind and
ulilize as much feedback as you can
is vital to making games. Nobody
has a single perfect view of a game's
final state, so the more nput you're
wilng to accept the better, That
haning been said, F'm very proud of
wihal the team has accomplshed.

Out of the more radical changes
to the Civ formula in Civ V, what
do you feel really worked?

| think the: combat system s the
best example of a new fealure that's
weorkied well. [t added @ kot of depth
Lo wanlane, and presented a lol mone
options and tough decisions to play-
ers. The city-stales have also done a
It In spicng up the playlield, It's nice
Fening mone going on T the worlcl,
especaly with players who aren't
fecusad on beating you I'm exciied
to see whese future updates and
ks wil ko The gaame as welll

Seeing how everything is playing
out, are there any more legacy
systems you wish you'd taken
out behind the woodshed?
Mathing mmedately springs to
mind. At this stage we fry to look at
it as much as possible &5 "the -
rent state of the game,” and what
we can oo to improve i, rather than
comparng il oo much with earlier
versions. We definitely looked at
some of the legacy systems (ke tha
commerce gider) and decided to

go a diferent drection, but that was
stll early on when Civ IV was fresher
n our minds than Chv W While the
game has only been out for a cou-
ple of months now, same members
of the team have been fdding with
it for neary thiee and a half years,
g0 that makes earfer versions of the
game seem pretty distant, ¢
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Spyware sneaks onto your computer ] : 5. 87% ey 1
and begins collecting bits of s
information 5 i ‘ (o
like your user names,
banking passwords and recipes Q‘

and pretty soon, a cybercriminal
is eating your Aunt Cleo’s stroganoff

on a solid-gold TV tray

while you face another day of
bounced checks

and ketchup sandwiches.

T

Deny digital dangers (and their unfortunate outcomes) with Norton Internet Security 2011. thon-
Ranked first in online threat detection” everyclickmatters.com by Symantec

*Source: Denmls Teghnology Labs report, POV
© 2010 Symantec Carparatian. All rig .
€ 2018 Symant P

Protection 2011, July 2010, hity
téc and Nortan ank rgiste

chia logylabs. com/reporis/s/a-misymenteOTL_PCYP2011_SYMC paf.
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EEDAR Vice President,
Capital Research &
Communications

Analyzing Our Industry

Weathermen

Taking a closer look at the future of video gan

Wedbush Securities,
Managing Director,
Equity Research

merl @ bacth

Forecasting the future of a constantly evolving industry is
no easy task. Even with ample data and a nose for numbers,
predicting software success or hardware price drops takes
hundreds of hours of research and analysis. Widely quoted
analysts Jesse Divnich of EEDAR and Michael Pachter of
Wedbush Securities explain the process of formulating a pre-
diction and what it takes to become a headliner.




Making predictions

Divnich: Our lorecasts do difer shightly from
other analysts. By leveraging our database of
micre than 20 million nemnaly collected facts
going back 1o 2000 and corverging the data
we recene Irom our parinars, we are able 1o
run very high precsion modas, Yes, it doos
sound that boring. Thare i no magic eight
ball, no crystal ball, st a bunch of comput-
ers and analysts. | do note, however, that
the expertise of the EEDAR stalf pl a very
crucid role

For example, if you threw Guitar Hero
into our model five years ago, the results
probabdy wouldn't be grand. Mo computer
model could have predicted the success
of Guitar Hero with precision. But that is
where EEDAR's exportisa comes in 1o play.
By exarmining the produdt, analyzing the
potentials, and looking at the direchicn of our
inchustry, we can cormectly adpst lor thesa
unforeseen ndustry trends.

Most importantly, the numbers | releass
10 the press are not necessarity based on
these modds. The numbers | speak about in
the media are more of a high precision edu-
cated guess. But to be lair, those educated
eslimates come from G0 hours a weoek, mul-
tiplied by eaght years, of nothing but cnunch-
ing numbers.

Pachter: Thera's no real magic to my fore-
sasts. | ny to forecast as much as possible,
with as much datall as possible, inthe hopes
that my forecasts will help nvestors make
decsons. For example, if | forecast that Red
Dead Redemphion wold sell three million
units and it uitimately sold nine million, my
biad forecast wolkd keep the publisher's stock
dowm (Teke-Twvo, in this example) until the
gama launched, and when it became clear
as wrong, the stock would goup. If an

tor disagreed with my lorecast, he might
have been embaldencd 1o buy Take-Two
stock bafore the rdoase. If he agreed with my
forecast, he may have sold Take-Two stock
before the release.

Over the long term, | generaly make a
rumber of mistakes that offset one another,
and the sum of al of my mistakes comes out
very dose to zero. 5o, in order to do my job
weell, | don't have to be nght ever, | canbe
weran) with &l of my pradiclions, 5o long &s
the low estimates are offset by the high esti-
mates. with the total being very doss to my
estimated total. Fortunately for me, that's the
way it usually works, and F'm generally in the
top tier of analysts lor eamings accuracy,

Consumer feedback

Divaich: Mathing dalights mea mona than
thoss who gquestion my qualiications. | 'was
that same person eght years ago. Despite
their ancoymmity and questions of their cwn
inteligance, | try 1o read as much feedback
as possible. Sura, 88 percent of what il
on forums s complately usaless and can be
written off as banler, but the insight from the
other two percent more than makes up for
it. Never underestimate the wisdom of the

crowds, aver il it is layerad beneath six inches
of dog ple.

But let's be fair: | don't get a penny for
being quoted in the media or for appearing
vision. What | do with the media | do
o COnsumens and gamers alike

Sometimes my interviews will get picked
up by 1he core media oullels, even though
oy ntendied sudience was that of another
kind. The manstream outlels don't neces-
sarily nead 1o know the granular datails of the
ndustry, a simple “Call of Duty will be a best-
sallng title” is sul Tt for the mansineam
crowd, bul 1o 1he cone community, it comes
off as & "No s---, Sherlockl” stalerment

Pachter: | think it's healthy for people to
question things they don't understand. My
job 15 not o talk to joumnaists, il's fo talk to
I say thal a Wi HD i coming, it
ariboys who think that Nintendo
aways knows betler, but it doasn't particulary
autrage nvestors, IUs haallhy that people ds-
agree, and | am always interested in opposing
VIEWRoINtS

There are a handiul of roaders who make
persond attacks, and | would tell tham that
I have no stake in the outcome of anything |
tall abcut (| don't rvest inthe companies |
cover), and most of what | say is just opinion.
| don't say things because | hope they come
truee, | say them because | think thal they
wil come true. Since my job is 1o get the big
piciure right, | can allord to be wrong often on
the small siuff

Missing your mark

Divnich: One missed preciclion was aciu-
Ay printed in Game Informmer [ast year. | said
Grand Theft Auto V would have its unveding at
E3 2010 wilh a 2011 release dale. Little did |
know that Rockstar was delaying Max Payne
and LA, Nore into 2011, leaving no room

for a GTA W There were thousands of artides
about i, | just srply had 10 wipe thi yolk off
iy Tace on that ane.

In terms of backlash, | can honestly say 've
never had any. My persona batting average
and that of EEDAR s quite high.  Arytime you
atternpt to predict the future it comes with an
understanding thatl sometimes you will just
ba plain wrong. | am cerainly right more than
| am wrong, and the day nmy batting average
drops below 700 is the day | hang up my
tie —not out of shame, but out of respect for
the indusing.

Pachter: | don't think I've gone a week with-
aut having an incomect prediction. | model
unils Tor eviery gamiee meade by eadh of the
seven companies | cover, by platiorm, so |
make around 200 sales prediclions a year,
As far as | know, 've been nght once (Spicer-
Man 2 sales in 2004), | preckct MPD sales

by company and usueally precict Tve 1o 10
game unit sales each month, as wall as sales
by hardware platform, That totals around 20
predictions a month, or a tota of another
240 wrong precictions. |'m nol sue whal

my batting average here is, but it's below 10

percent. Nobody cares i 'minght, excepl
fanboys. My dients are merely kooking for a
benchmark in front of numbers so that they
can assess whelher the siocks of the compa-
nies | cover will go higher or lower,

Highs and lows

Divnich: The hours and deadines can be
tough. After a while it begins 10 1ake a sirain
on youl, not just mentaly, but physically.
Wiorking 20 hours a week for a month straight
will cirive st abaul aryone borkers, Then
agan, that is frue for most jobs

Thie st rewvarding aspect of my job is
anytime a project we worked on becomes
successiul, For being an analyst, and a busi-
nessman, | really couldn®t care less about the
money, Abseiutely nothing beals the amotion
of knowing you are part of a company that
mproves how games are made.

Pachter: The hardest part of the job 5 the
time cormmitrment. | arive al work at 4:30
am., leave around 4,30 pom., and work
around an hour each night and two hours
each weekend day. When we have eamings
(19 companes & report four times a year,
50 35 times a vear), | work three of Tour hours
loriger. | also ravel around G5 nights a year,
S0 My average wedk 1S really long.

The: best part of the job is that I'm paid 1o
cho something that is really [un

Career advice

Divinlch: The advice I'd give & no different
than any ofher career. Start young and start
early. But it also depends on who you are,
where: you live, and whal resources you have
access 1o, You cartanly have a much better
chance nmaking it big i you go 1o an wy
Leaqua school, get an M.BA., and land an
internship with a prestigious financia instie
tion, bt that road is not available to marny
of us. As someona who has succesdad

in this incusiry without those resources, |
can say 1he challenges in front of you often
seam mpossible 1o overcome. The dispar-
ity batween the rescurces one has and the
accomplishment one achie 5 utimalely
due to the sacrifices one B willing 1o make

Pachter: The odds of baeing a video game
analyst are prefty steep. There are only 35
of us, and thal means thal there are only &
Opanings of soeach year. L might not be
as competitive as being a baseball player,
but suifice 1o say that most games analysts
slarted out as something else, and worked
ther way into the position. The best advice

I can offer is 1o gel as much education as
possbie, and perform as well in schodl as
possible. Tha skils required nclude writing,
modeling finance), and speaking skills. I'd
suggest an M.BA. at minimum

Company roles
in the industry
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collide in Haunted
Temple’s stunning debut
by Matt Miller

ew independent studios are a ot

of fun to follow. Unshackled by

previous publishing relationships

or existing franchises, a new

developer can stretch its legs

and dive into brand new temitory.
Skulls of the Shogun is thae brainchild of st
such a leam; Haunted Temple Studics fonmed
up from a small group of EALA expatriates. Ther
first game promises somathing raraly achieviad -
a deep and rewarding strategy game fealuring an
approachable action vibe and easily understood
mechanics, The shudio brought tha game Dy the
Gl offices for a short visit, of so they thought, |
couldn't stop playing all day.

On the swriace, Skulls of the Shogun draws a
lot of easy comparsons. The shized, cartoon
art style and characters recall Castle Crashers.
The turn-based strategy battles have the smple
mechanics of a Worms or Advancs Wars game,
but the addition of resource gathering and leve-
Ing calls to mind more comples litles ke Fina
Fantasy Tactics or Valkyria Chronidles. Haunted
Temple impressively linds a way to combine all

these elements in an inviting package that's easy
10 pick up and play, New players can compete
with veterans after only a few games, and the
systems are all easy to understand so combat
bacomes a maller of pure strategic compeatition.

Players control a mighty sarmuras general who
i Siruck down by anurknawn assaiant at the
micimarit of his greatest viclony, When b amives
in the Land of the Glorious Fallen, the shogun
i intent on defiverng Lstics 1o his murderer
and redarming his lost honor, As he sels out, he
encounters ofher amless falen warrices who jon
hirm on his quest.

The garme has seven unique classes, from
infantry soidiers and cavalry 1o long-distance
archers and healing monks, As expacted, each
unit has its own strengths and woaknesses, ke
exeellant movement but low armor, or excallent
attack but limited mobiity. As the shogun's forces
growy, he faces other skull-faced warriors who
stand in his way. Strike them down, and any of
your soldiers can devour the enermy skull To level
up, eventually gainng additional aftacks and abi-
ilies. Moving across a level, characlers can haunt
ric paddies, he game's
main resource. Haunt a
nearty shring, and your
accumuated rioe can
SLIMITICN MEw Lnits to
Tight at your sick,

The game is a caraful
but fast-paced march
across the gorgeousy
drawn levels, as each

player aims to bring down the powariul enemy
gencrdl, Rather than sticking everyone o a grid,
movernent, attack, and delense are all handed
with a ciroular range system that radiates out
from each unil. It's easy to move aboul wilhin
your circle o tha perfect spot to exact a davas-
tating attack. Scool dose to a lriendy unit, and
wou'll form up into a defersive wall thet benelils
both characters.

The langthy single-player story stretches
across four lands, one for each season of the
year. The newes! dead samural warmons appear
n the idyilic spring, but only he moest powerful
ascend nito the dark hierarchy of winter, Players
can also dve into the hefty multiplayer com-
ponent with up 1o Tour generals at once. One
particularty smart design Tealure lets players
drop in and out during a game, allowing the Al
1o take over during a bathroom break or other
resistible call. Skulls of the Shogun umped
onto my radar in a big way this month, and the
tearn siil has months lell 1o polish the gameplay
and hane the witty dialogue. Keep your eye on
this ona as it nears its spring release,

Bionic Commando Rearmed 2 loalres
more of whal | loved about the first game while
fiséing the things | didn't. At least, that's the
mpression | got after swinging through the first
couple of hours, The biggest change may sound
like herasy 1o old fans, bul Nathan Spencer can
oW jumip, olfering far grester mebility and easing
the level navigation. Plenty of crazy bionic body
flinging still exists, along with the expected mix
of new weapons and enhancements. Sporting a

ORDERT LEFT:
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A video game’s success is typically measured in numbers. Quantifigble information like low review scores end poor

es are clear-cut ways to argue a games lack of worth — but some poorly received games are adored by gamers.
These games didn't move units like Modern Warfare or GTA IV, but they struck a powerful chord with @ smaller group
of gamers, creating post-release buzz without strong marketing campaigns. Here is @ collection of modern games

from the last two generations that have garnered cult followings

M O ERN Gl LA

dly Premonition
Release: 2010 | Phatform: Xbox 350

al Darkn No More Hepoes B yond Good & Evil

Sanity's Requiem Relasz 200 | bl Wi Reease: 2005 | Pltiorn: L. PlyBstion 2. Yo, Gamelbe
Release: 2007 | Platorr: EameCube e sani ' Beyond G Evi




|
|
> _
Katamari Damacy Psychonauts
Release: 2005 | Platforr: Mbax. PlayStation 2. FC

S

Ico
Relexse: 2001 | Platfoern: PlayStation 7
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Keiji Inafune

Mega Man crealor Inafune

15 the leading dssenter over
contemipMany game develop
ment in Japan, geing as far o
say, “Japan s over, We're done,
Oouar e industry is linished,”
After telfing the New York Times
that “Capcom is barely keeping
up. Tr a5, camepiay,
design — there's no diversity, no
origiality.” he abouptl left the
company. Tell us how you really
feel, Kelfl

by Matt Bertz

David Jaffe

Blogs, forums, YouTube, Twitter
from Twisted Metal and God o
Jaffe's stream-of-conscious so4
the topic is Sarah Palin, the da
anonymous developer blogs, or
always know where he stands,
mentary is never boring.

Denis Dyack

SlFcen Knights foundes Den's
Dyack has chamgyoned

viden games as a poverful
storytelng medium, but when
Too Human vias panned by
the press and public, he went
on the offensive, saying that
the haters st don't get it
because 1 vas too “innovative
and different.” Like when Kevin
Costner defended Waternvorkd,
no one but him bought L.

Gabe Newell

Half-Life creator Gabe Newsell
doesn’t minge words. Upon its
laumch, the Vakre boss called
1he PlayStation 3 a “wasla

of everyone's time" and *a
disaster on many levels.” Later
after he feversed course and
embwaced Somy's (atform, he
gave Mcrosall a tste of his
Tameous spittire, saying (hat
Mo Live is a “train wreck.”
Don't ever change, Gabe,

Tomonobu tagaki

Like the diva NFL veide receiver
and failed realty shove sl
Terrell Owens, lagaki kves
i some him. The formes
Tearn Ninka beader nevsen
misses 3 chance to praise his
wiolk, once saying that simph
demoing Ninia Gaden I would
“meake: all other developers
lose their motivation.” Like T0,
e's also krioven to trash his
former empkivers fram tme to
iz, calling his former Tecino
boss dishonorable.

Ken Levine

As a Tonmen saeenaniter and
15-year industry vet with titles
Ik BioShock and Thict on his
resime, peope Fsten when
Ken Levine taks. He's not
alraid Lo el 7t ke Ui elher,
seolding the games industry for
bt too star stiuck with its
Holipaood rivals and kambast-
ing decisions to shoehom
multipkayer into predominately
single- player experiences. Sage
arvice ¥ we've ever heard it.

Peter Molyneux

Liorhead Studics' Peter Mobymeus: s no siranger
1o generatng headines, having batlled for years
with the bad habit of over-typing features that his
games ulimatedy fad to inchede. Regardkess of the
umifulfilled promises, e charming Brit's endearing
maraneisins and e loviards innovation keep him
4 fan Tavorite.

26

Cliff Bleszinski

One of the ndustry's Tew creatie minds who has
arossed over into the mamstream, Gears of War
architect Bleszinski is no shranger to the kate-night
talk show cireat. When he's not teating s latest
civer-the-lopr acton game, he's engaging fans on
Toeitter and speaking out agamst armiul practices
Ik tabiold game journalism.

Tim Schafer

Grlrn Fandango creator Tim Schaler isn'l just one of
the lunnéest game developers; he also has a vilriolic
side. Shafer publich fewded vith Actiision over its
treatment of Briltal Legend, calling Activision CEO
Babby Kot ck a “total prick.” He kater proposed a
e after Kotick returned the pat shots by otz
Ing Schater's abty 1o miest mikestones and create
good games.

John Romero

Wi can forget the keqendary Dalkatama ad cam
paign that famously prockaimed, “John Romero’s
About To Make You His Bitch™? Unfortunately for
Raormero, e game bombed, making the formes id
Software star it Iitch and pulting 3 brsck mark on
an ofese impressive resumi tat mockides he
resvolilionary FPS Utk Doom and Queke,



Medal of Honor publisher
EA admits that Medal of
Hanor didn't do as well
as expected due to qual-
ity reasons, but then VP
Pafrick Soderlund tells
Eurogamer that the game
was "judged harsher than
it should ba." Medal of
Honor's multiplayer pro-
ducer, DICE's Pafrick Liy,
also thinks that some of
the bad reviews were dues
to the Taliban controversy.
Maybe they should have
5 ofe money o

designer and
all-around
video game
genius Keiji
Inafune resigns
from his many
duties at
Capcom
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onic Fan
Remix

o

P

il

Longtime Sonic fans were excited by Sega’s

announcement of Sonic 4, as a true 2D return to form

had been long overdue. While it received generally

positive reviews, a fan-made fribute to old-schoal
Sonic has drummed excitement comparable to the

official sequel. Sonic Fan Remix (available for free

at sonicfanremix.com] was created by two hardcore fans of the hedgehog < Pelikan [artist] and

Mercury (programmer). We talked to them about the excitement surrounding their labor of love:

One of the most striking ele-
ments of Sonic Fan Remiyx is the
fact that it's visually superior

to the Sega-made Sonic 4. How
was a team of two able to make
a better-looking game than a
major game studio?

Pelkan: In the past, game
engines ke Uinity and UDK
have not been available to

Ther public for ree, and thoss
engines can produce high
gty results and they are
really asy 10 use. Sonic 4

and SFR have very different

art styles and many people
hava complaned aboul SFRS
“busy” look, SO COmpanng
them is not simple.

Meroury: | Think that SFR
sucosads whers Sonic 4 fails
because it's more SUPIsng,
There are so many detais that
you're just not expecting to
see, and that's what makes it
S0 exciling.

Did you start development on
Sonic Fan Remix before or after
the announcement of Sonic 47
Pelian: | started working on
ihe game around 10 days
prior 1o Sega's announcement.
When | heard they were work-
ing on a 20 Sonic | felt both
excited as a Sonic fan and a
bit disappointed. | did consider

stopping work on SFR at that
point as | felt there might be no
place for it.

Has Sega contacted you in any
way in regards to the game
(praise, legal threats, etc.)?
Pelikan: MNo.

What's the plan going forward?
Are you going to release a full
version at some point, and will
it remain freeware?

Pelilkan: Yes, it can only be
freeware asit's a lan game,
and | will release each zone as
soon as it's done, along with
updates io the previous zones.

Do you guys have aspirations of
breaking into the industry full-
fime, or is this something you
just enjoy doing as a hobby?
Pelikan: | have been working in
games for the past few years
as a freelance arfist, but my
big goal would bé to maka my
W Games,

Mercury: For me if's puraly a
hobby. | wouldn't want

to work i the industry, mainly
becausa the type of project |
lka to work on isn't somathing
thal's cormmercialy wisble.

What is the team’s favorite
Sonic title?
Pelikan: Sonic 2.

interview

Marcury: Sonc CD.

When do you think Sega started
to loge ite way with the Sonic
series?

Marcuny: Sonic Adveriure, 1t
ook pretty much everything

I loved sbout the series and
threw it out.

Pelikan: | have to agree with
Mercury, athough | reslly
enjoyed the game at the time.
Sega made soma choices for
Saric from gamepley 1o visu-
als to voloe acting that never
dlicked with ma and seem to
have stayed with Sonic aver
snoe.

Sonic's movement physics
have changed over the years.
What do you think about some
of those changes?

Mercuny: Keeping strictly 1o
the 2D games, | think somea
changes Make Sense, Sonc
Advance - baing on a hand
hedd systern with a small
seraen - reduced Sonic's
ump height so that the playes
wouldn t lose sight of the
greund when e jumps., In
Sonic Rush, the roling phys-
ics wore changed to make
roling up less useid, because
they wanted 1o ermphasiza the
boost move. Other changes

lice Sonic's newlound abiity 1o
destroy breakable walls Dy just
walking through therm at any
speed, | ind 1o be oulrageous.
They seem more ke mistakes
o lazy design than intentional
modifications.

So far, these stages are remade
versions of existing Sonic lev-
els. Have you ever considered
making an entirely original
Sanic game?

Pelkan: For the fims being, the
only Sonic game | plan 10 work
on B SFH | intend to creste
onginal 2ones for it Though.

Mercury: | have. In fact, after
SFR; that's exactly what I'm
aong 1o be working on.

Have you considered remaking
any non-Sonic games?
Pelikan: Well, | have some
onginal game ideas that |
wolld love 1o create. AS 1af as
rermiakes qo, 1 would ko 1o
see Streets of Aage make a
comeback,

Mercury: Yas, actually. My othes
favorite game seres besides
Sonic i Phantasy Star, and M'd
leve 1o remake Phantasy Star |
and llin the fulure.
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A Legal
Matter: §

Last month the Supreme Court heard oral arguments
in Schwarzenegger v. EMA (Entertainment Merchants
Association), the California law that restricts the

sale or rental of violent video games to people under
18, and requires that such titles show a 2x2-inch
“18" sticker on their front covers (see “Enemy of the
State” in issue 210 for more). The EMA is challeng-
ing the law with the First Amendment - a strategy
that has already been successful in this case with the
lower courts - but the Supreme Court is not bound
by those decisions. We've read the transcript of the
proceedings and talked to professor Dale Carpenter,
who teaches constitutional law and First Amendment
issues at the University of Minnesota Law School,

about what the Court may decide.

The Arguments
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Playstation's New Po

Uncharted game already in the works for PSP 27

Sor 'Y =

i SUCCESS

an evolution

iference? Why

(e two devices when cneg would sound tot

know s

PSP 2
(Codename Veta)

It's hard 1o separate the inth from numors when it
comes to the PSP 2, bul whatever the final product
ends up being, Sony s definitely building the unit.
Moreover, silting through the rumors out there and
from what we'va heard ourselves, there seam lobe a
couple of consensus fealures (see righf).

The developers we talked to described the PSP 2
as a very powerful machine, and we've even heard
that & new Uncharted spin-off — which could even
stand in for a full-on Uncharted 3 - s in the works.
That alona is news, but it also speaks 1o how power-
fudl the: graphical capabiities are for the handhekd.
Website Kotaku has heard that the PSP 2 hag more
ntema memorny than the Xbox 360, and the PSP 2
could have 1GB of RAM = much more than the cur-
rent PSPs 64MB.

Third-party developers are curmently working with
the handneld, and it looks ke everyihing is point-
ing to a haliday 2011 launch, From
what we can tell, developers have
been gven plenty of time 1o cralt urit may book like:
software 1o do the handheld justice.  Although the final
‘We can only hope this translates into  form factor of the PSP
arobust launch lineup and games fu':u'ﬁﬂ?“m}“;ﬁ"‘
that make use of everyihing rom 1he  joaked photos you
touch panel on the badk fwhich we ;:nsa?a: gr—lrl;nmrl-
WNAGNG you Usa with your loralingers MLCLCOM Sshowing
as youhod thounif lo the PSP 25 oL anaiol sk
rumored 3G connection,

» Dural analg cks, d-pad, and f er bukts

w A tou ive panel on the back of the unit
rger form than the curment PSP

0 en than the curment PSP ¢
high-def graphics

Here's an armst's
rendition of what the

Station Phone

lCocienamed Zeus)

This Android 2.0 phone wil also play games with its d-pad and
face, shoulder, and start/sslect buttons. The unit will likely coma
out in 2011, and tech website Engadget says it's already gotten
its hands on the unit (shown). The dider phone s being made
hrough the Sony Ercsson joint veniure and other nternal Sony
divisions, and Sony has already stalad that it wanls (o bring the
PlayStation Network to Ericsson devices such as this phone.

Developers are umored to be making games for the
PlayStation Phone — induding talk of highr-profiled first-party Sony
titles. The unit, which supports microSD cards {and which will
heve up 1o 1GB of intermal meamiony will reportadly have a 1-GHz
Cuialcomim MSMBGESS procaessor, 512MB of RAM, 1GB of RCM,
a camera, a screen up to 4.1 nches, and mone.

Why don't you just
make one device?!
Whike wee'd love it if Sony com-
bined the PlayStation Phone
and PSP 2 into one kick-ass
tilitarian device icheck out
Andy’s editor’s letter in issue
211), sifting theough the umor
clowd it seems like these

o initiatives are distinetly
different. Perhaps Sony is
approaching this like Apple
does the: iPhone and iTouch.
Having two separate devices
means that those who don't
want to deal with the standard
two-year phone contract (or
don't want Lo of can't leave
their curent carrier) can

slill enjoy some sort of a
PlayStation-branded handheld.

Although the PlayStation Phone
will play games, it sounds like
the PSP 2 will be a much more
pavreriul machine with the
technotogical advantage of be-
ing geared specifically towards
(ames instead of possibly
having 1o function as a jack

of all trackes, master of none,
Creating two devices also
means you can cater and sell
to different markets and types
of consumers. While we'd like
one device: 1o rule them all, we:
don't want to be side-talkin'
N-Gage style, either.

connect 31



32

Kinect
Fitness 'lest

How do Kinect's exercise
games shape up?

With motion confrols, a balance board, and the idea that fitness can
be fun, Wii Fit had mass appeal. Nintendo’s fitness offering became
one of the best-selling games in the console's history, so it's no
surprise other companies want a piece of the sugar-free pie. With
Kinect's full-body tracking capabilities, publishers have taken the
opportunity to bring fitness games to the next level. We broke a
serious sweat putting each game through its paces to judge which
Kinect filness game is the best fit for you.



 Publisher: £

» Developer: EA Canaida
 Release: November 16
 Number of Players: 1-2

EA Sports Active first debuted on Wi with tremendous
sUCcess, leading 1o an ackd-on that offered users additional
workouts, Now EA Canada provides a controller-free entry
on Kinect wilh a bundle that ncludes a heart monitor, which
can be fracked on screen during workouts, as well as a
resislance band. The bundle mekes EA Sports Active 2 the
most expensive of the bunch, coming in at $100.

THE GOOD: Setting up the bundied heart moenitor s

easy, The accessory fits comiortatly on your left anmn and
Syncs wilh your Xbox 360 10 display heart rato levels on
soreen o madamize your workouts. The game offers two
programs: & threg-week introcductony cardio program that
helps users build stamina, and a nine-week program that
offers routines for full-body conditioning. You can customize
your experience 1o determine workout length, locus areas,
and difficulty:

Among Kinect's fitness offerngs, EA Sports Active 2 has
the greatest workoul vanaty, Your customizable avatar wil
compete aganst NPCs n on-lool races, nde abike on a
hilly path, engage in step aerobics. boxing, and dodgebal,
protect a goal nsocoer, and more. Each routing moves at
a solid pace, guickly switching between axercises Lo ratain
interest from beginning to end, The constant changes in
Solting keep you both phwsically and visually stirmulated,

Al the end of each workout, EA Sports Active 2 provides
stats ncluding calones burmed {put toward weekly goals),
average heart rate, and total workout time in both numerical
and chart form 1o help visualize where your performance
peaked during sessions. All data sutomatically uploads to
easporisactive.com to comveniently keep track of prog-
ress from a home computer as well s nteract with other
community members.

THE BAD: Spotty detection wil occasionally give you

credit for a move even if you'ne standing stil, allowing users
to cheat - but in doing so you're only cheating yoursedl,
right? There was also noticeabile lag in jumps during bike
SEences, making 1hose sections a pain. In addiion, aside
from a few annoying verbal cues from the virtual tramer, the
game does a peor job of providing feedback on fom come-
pared o other offerings, and walching your avatar onscreen
doesn't aid n this, either. The avatar attermpts to mimic
your movemenis, but il you move too quickly, your avalar
looks ke it's having a seinure. Recognition problems aso
occasionaly caused the game to boot me from my profie
mickworkout recuiring me 1o sign inagain.

FINAL WORD: EA Sports Active 2 oflers a wealth of lun,
varied workouts that wil keep you coming back, but only if
you can overlook its technicd problems.

# Publisher: Iajesco

» Developer: Fipewoks Softwvare
 Release: Noveriber 18

2 Number of Players: 1-4 (4 Onine)

Zumba teaches participants Latin dance techniques to

a sizzfing scundirack that will cause you to get fit whie
getiing your groove on, Zumba’s popularity sparked an
niternaticnal craze with classaes in 90,000 locations across
mone than 100 couniries. The dancs iNess program wenl
from live classas to a bast-saling DVD saries, and is now
supporied by Kinect.

THE GOOD: You'll Cumbia, Salsa, Samba, and Merengue
your way through beginner, ntermediate, and - il you're
Taeling Trisky — expert routines that get your haart pumping
while having a good time. Youl'll have the option 1o choose:
bBetween 20 and 45-minute routines, and an n-game work-
ol calendar will keep you on frack,

THE BAD: The only way to follow dong with dance rou-
tines is with a mute onsoreen dancer, and though he or she
will occasionally pont at a body part or drection as a due
of what's to come, prompls ke Dance Central's flashcards
that scroll alongside the action would've been far more:
effectivie. Whal really hindered thie expanencs, however, 1S
the confusing way leadback is represented. The onsaeen
dancer’s sihouatte rapidy changed colors (yellow, green,
red)) 1o ndicate how | was performing, The colors changad
S0 auickly that it was hard Lo tell bow | was doing at any
gien time. The soundirack, though fun to dance to, occa-
sionally became repolitve as the same songs kepl popping
up acrossroutines. Finally, a calona counter would've bean
a great addition,

FINAL WORD: Zumba is an unckeniably fun way to get a
good cardio workout, bul the Kinecl antry i prababily nol
your best bat. If vou want 1o get your heart rate going and
bum a couple hundred calones, | would suggest Dance
Central instead, which has a workout made,

 Publisher: Lbsalt

# Developer: Ubisolt Montreal

# Release: November 4

» Number of Players: 1-4 (4 Onlng)

Your Shape Fitness Evolved is the cument entry in Ubisoft's
flagship workout series, and is sponsored by programs
from Men's Health, Women's Health, and fitness expert
Michieile Bridges,

THE GODD: Your Shape Fitness Evolved offers a modest
range of finess oplions, ncuding specialized workouts for
man lacking to beef up and wormean who want to shed off
pounds from pregnancy, There are spedific routines 10 halp
shape ames (you can use weights), of gel you to squeeze
into your skinny jeans. The game even offers something for
the clder crowd looking for a low-intensity workout. Of &l of
Kinect's fitness olerings, Your Shape Fitness Evolved per-
formed best in maodion tracking and leadback. Your form s
represented by a sinouette of your body that appears 1o be
smothered in slime for a uid represantation of movemant.
With your figure placed dlongside your traines, it's easy to
see how you compare. You can also refer to the top right
cormer of the screen that will dearty display if you need to
Iunge lower, lift your knees higher, etc. Your Shape users
are lested on rhylhim and lomn, and asicke Irom a lew hic-
aups in motion detection linked 10 locsa dothing, the game
rarely missed a beat.

THE BAD: Though best in motion fracking, Your Shape
Fitness Evolved oflers the least variety. The speciaized pro-
grams are a nice touch, but yvou'l find soveral of the worlk-
out olferings repeat across routines, challenging motivation
1o continue. Regardess of program, thane is an unususl
ahsence of wamm up, codl down, and lloor exercisos.
‘Yoga, Zen, and boxing aclivities complement your chosen
program, but unfortunately higher difficuities of each are
locked al the outsel causng advanced users who want 1o
e right in to go through a series of ighter workouts first.
Usirs have the opportunity 10 track progress and engage
in community features in yourshapacenter.com, something
| would've: liked to see integrated into the game's otherwise
NnEmaE men,

FINAL WORD: Your Shape Filness Evolved makes a good
complemeant lo another existing workoul program, but
doesn't have enough features out of the box compared to
other offerings to stand on its own.
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LEGO Universe

The LEGO license crafts a unique MMO experience

by Phil Kollar

Cueests push you through each Zone but
rermain farly simple, with mary falling inlo tha
triecd and true "Kill X number of bad guys” styla.
The most interesting tasks ask you 1o find spe
cific parts to modify a minifig o to put tagether
anaw rocket of arace car for your persona
use, Quests also guide youl to the social ele
mants of tha game - co-op and competithe
minigames, such as suriving waves of enemy
allacks o racng

Alter dlearing out the first couple of zones, you
choose between one of four factions that will
help determine the direction of the rest of your
adventure. Senting and Paradox cheracters
will locus on combal, white Assembly charac-
ters are largaly aboul buildng. My choice, the
Vaniure League, is centered on exploring every
cormer of LEGO Universe.

Anciher important and unicue aspect of
LEGE Universe is introduced even earlies than
the factions. At the end of the Avant Gardens
Zone, you gain access 1o the Blodk Yard, a
property that you can use to buid with the vari-
ous LEGO pieces you've been gathering. Onoe
you've created something worth showing off,
you can open your property o the public for
visiting and rating

Don't think of it like LitleBigPanat; there
Nt alot of playing to be done with something
once you've put it together. The real fun of the
Block Yard lies In visiting propearties just for the
spectade of seeing what players have created.
In one fantasy-themed property, a user placed
abasket that was pulled through the sy on the
wings of a giart dragon. Bisewhers in the same
aroa, a LEGD cal was poised 10 pounce on a
cheesaeblurger.

| chain't gan any gamaplay rewards in ihese
user-crealed zones, bul the joy of discovery was
enaugh, The only downside is that each prop-
erty you visil has to be downloaded individually,
meaning sometimes il take longer to load up a
kocation than you'll actualy spend exploring it

Though LEGO Universe does an excellent
1ob of building its own identity, it still has some
growing to do. Some quests provide vague of
conlusng goals, particularly for younger players.
Ewven though you may spend some exira fime
sohving those cryplic missions, the game's con-
tent is currently very limited, with less than 10

full zenes avaiable at launch, One
of the bonuses of the LEGO license

Being a game critic who plays MMOs has its challenges. Not only am I tasked with
sinking hundreds of hours into games that are incredibly big and complex, but the
genre is also flooded with me-too fantasy games searching desperately for the
success that World of Warcraft found. Some months, I feel like I'll scream if I have
to swing my virtual sword at another level five goblin.

Some months, I get a total breath of fresh air like LEGO Universe.

LEGO Universe is an MMO unlike anything I've ever played before. It has the
varied zones, quests, and social interaction we've come to expect from the genre
without traditional leveling up. Grinding is non-existent (unless you want to build
up your money reserves), and the focus is entirely on collecting LEGO pieces to
create your own unique vehicles and areas.

The structure re-imagines the traditional 3D platformer as an MMO. Combat is a
part of the formula, but you'll spend most of your time exploring for new pieces.
LEGO Universe has more in common with console LEGO games than World of
Warcraft, as you must scour each zone for parts, flags, special bricks, and several
other collectibles, destroying everything in sight for coins and the opportunity to
build mere useful 1tems.

s that developer-created 2ones can
covar everything from ofd-school
sci-fito prates to Atlantss — thay
st need more of them represented
n the game.

LEGO Universe was clearly cre
ated with intentions of being a fam
iy-friendly MMO, but don't mistake
that to mean that it's pst for kics
Sl | heave o wonder i the fulure of
the game is free-to-play (it currendly
costs $10 per month). That change
would make it much more acces:
sible fo a younger audience as well
as to uncertain adults who think
thew right be interested. It would
also make a dow drip of new zones
more forgvable.

Whatewver its future, LEGO
Universe is off to a very solid start.
Whether you enjoy platformers,
hava grown tired of raiding drag-
ons, or simply have the perlect
idea lor avinua LEGO properly,
MNetDevi's new MMO s worth giving
achance. &
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Chamng A New Course For Sega

Saga seems like a company that's going
in a lot of directions at once. You have
the Iogacy pmducbs like Sonic, the Marvel
I d pr at West:
games like Alpha Pmtncul, and then more
Japanese games like Yakuza. What |s
Sega's Identity as a company?
It's an interesling question. Going back to 2003
and 2004, thi cbjectve of tha company was
to try to bring out quality games while at the
same fima driving market share. Our objective
was (o be a lop fve publisher in fve years. To
do that, we felt that we weren't able to rely on
our own existing IPs like Sonic, Monkey Ball,
and Virua Tennis. That's why we acquined
some studios ke Creative Assembly and Sports
Interactive. At the samea time, we needed 1o get
into genres that olber top five pubiishers were

ing well — the likes of Activision, Ubisoft, and
THQ had fim-licensed properties. W felt ke
that was sormething we needed 1o gain markat
share. Hance, the Marvel deal. Sega's own
Tranchises are casual games and character
basad. We didh'l have any shoolars, RPGS, o
RTSs. Ba, wa want out aggrassively to look for
other icenses and axternal dovelopers to have
products in thoss genes on platfonms thal work
well for those genres. Since then, things have
changed shighlly. The Tocus now is profiil and
rol market share, | think that we've had some
mixed SUCCess.

If the strategy has changed, what was it
about the old strategy that wasn't working?
W, the fim-hicensed category has bean a bit
of bad luck for s, Maybe we jumped into it at
the wrong time. That's a category that's been in
decline over the last three years as we brought
our titles to market. That's something out of

our hands. There are no lurther plans for us to
axtend that parinership bevond the Tve-firm deal
with Marvel.

In general, the games did not get strong
reviews. Was it the decline of the movie
gama ganra in general that hurt those
games, of was it poor gquality?

It's probably both, to ba honest. The way
games are being reviewed and looked at by the
press — especialy on PS3 and 360 - the core
gamers are looking for a different expesience.
Part of it is the category, but part of it is that
wa have 1o put our hands up. W brought to
market below-quality games, As we started to
work with third- party developers on platiorms
that wera new to Soga, we struggled a litle bit.
Iron Man 2 is a prime example. That Metacritic
soore is down 1o a 47 or 49 now, which is not
great. W think we're a good way to address-
ing that with Thor and Captain America, They
will both be a good bit highar than that,

The core gamer today expects a lot in
terms of production values and pelish. You
talked about profitability. Alpha Protocol
was not a success, and a game like that is
such a huge bet. You can't do a game like

that on the cheap. Looking forward, know-
ing the risks, are you still committed to
triple-A, core games moving forward?
We're definitely still commitled, and that's the
success of our stronger saling files like Football
Manager, Total War, Mario & Sonic. Virua
Tennis, whera we have achieved high levels of
profitability that have dlowed us 1o take some
of Ihiese risks. We intend 1o continue 1o look at
new IP and in core games. Aliens vs, Predator
was asuccess lor us, and we're developing an
FAhens franchise roadmap, so there will be sub-
sequent Allens games,

Allens: Colonlal Marines I still coming out?
Colonial Marines is still on. We've been working
dosely with Gearbox behind the scenes, and
wer'll be able to tall you a lol about that in the
next couple of months. It won't be November
111h [as previously reported]. We haven't
announced a date yet. This was kind of a
pickup lor us, with Aclivision acquiring Vivend
anvd s having the Alens license, With the

Slate of the code avalabla 1o us with Aliens vs.
Predator from Rebelion, that kind of forced us
andd allowed us 1o slighty alter our Aliens road
map and sirateqy. It made senss to releass that
first. We have a further tithe to announce from
Flatium Games as well, We'll also have a oone
litle coming from Magoshi-sam's [Super Monkey
Ball creator Toshihiro Nagoshi — Ed.) intermal
siucho i Japan, s a shooter.

‘Sonic is the icon for Sega. There have been
a lot of Sonic titles over the last few years.
‘Some have been better than others; it's a
bit of a mixed bag. What Is your long-term
strategy for Sonic?

Yourre right. We have been guity of bringing
too rmuch Sonic product to market, Where
we're Irying 10 maova 10 now s - wa have Mario
& Sonic, which is our party Sonic fitle. Then,
we're looking to mprove the quality and focus
of & pure Sonic platfiorm gaming expenence,
W have releasad Sonic 4 digitally, which has
reviewsd very well. Last week, we released
Sonie Froe Fiders on Kinect, Thal's us baing
involved N the launch of a platform. Histoncally,
Sega does very well in 1he launch timelrame

of platforms, Ve did very well at the launch of
PS3 and Wi Free Riders was really about being
apart of the launch of Kinect. Then, we have
Colors, which is our pure Sonic gaming experi
ence. That's had some high scores. It's also the
highest pre-selling pure Sonic title we've had
ever. That's a good indication. With the quality
of the game, we're confident of that. That's our
pure platforming Sonic. But to your pont, we
have: some announcements in the early part

of naxt year that will further suppon and add

1o thies strategy. Thars will be bwo o thies big
Sonic announcaments in the early part of nesxt
calendar year,

The 3DS seems like a great fit for Sega.
The 308 was greal. | don't know 2 who
went 1o E3 that wasn't excited about it We're

obviously waiting to bear a lot of nformation
from Mintendo. We hava announced Super
Morkeay Ball for 3DS, which will be a launch
litle. We have a number of 3D filles in our ine-
up for next financial and calendar year. There's
four or five existing franchises, one or two from
the: old Saga IP locker, and we're looking at
one or two new IPs as well. Sega has always
done well on Nintendo plattommis in Nintendo
and Europe.

Wii has been a tough nut to crack for third-
party publishers. You did The House of the
Dead: Overkill, The Cendult, and MadWorld.
How challenging has Wil been for you,
especially with these core-oriented

Yiagh, it's hard for the core tifles. Going back 12
o 18 months when we released thosa tilles,

it was a rigk, Nintendo was supportive of the
strategy. There was an intent to take the Wi
console a litle okder, and make a more core
machine. So games like MadWorld, House of
the Dead, and Conduil fit that stratedgy. House
of the Dead is a more astablished and casusl
franchise, and that did very wel. Conduit 2 1s
getting a good bazz,

How did MadWorld do? It got great
reviews. Was It successful?

Review-wiss, it was, Commercially,. Ihe
anawer has to be no. Il was a huge risk that
we really believed in at the time, but the tite did
ol sall wel.

Moving forward, will you be a little more
realistic about what the Wii audience

will buy?

Absolutely. We've got Concit 2 stil 10 release.
MadWorld was a big risk. Was it on the wiong
platiorm? | don't know. Would it have done bet-
ler on 360 or PS3Y Possibly. | think we will look
al some of those shightly mona risky type oppor-
tunities, bt vary, very carafully, We've stil got
high hopes for Conduit 2. The Wii as a platform
N a strange place, We've gol the economic
situation. It's hard for retaiers, and consumers
are buying lewer products, The Wi had such

a massive amount of success for three years;
things are different now,

Former Sega designer Yuji Naka recently
said he'd like to work with Sega on a
Dreamcast 2. The rumors that you are get-
ting back into the console business seem
to pop up regularly.

The Dreamcast fans are very devoted. You sea
on eBay people are stil buying the games and
system. We aciualy have a Dreamcast collac-
lion coming out soon. We are looking 10 bring
some of the old Dreamcast games to market
digitally and packaged. The tiles are stil 1o be
announcad. But, urless thare's something |
don't know — no one has tokd me about getting
back into tha console business, [Laughs]
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~  Windows Phon

Can the new Microsoft phone here y
operating system that boasts sl
Ybox Live functionality match the It _ has taken forever, b'ut iﬁag: aﬂE:i it ang_eas
elegance and versatility of the ~ MICIOSOft's overhauled mobile ing, GPS, 2R I;';';tace_
{0S and Androidz  Platform is finally here. The Netflix support, and smooth

stakes have changed drasti- web surfi 2 in place. But
cally since its last major update. Smart phones have taken given itg late entry into the
over as the mobile device of choice for consumers, with the nmkcm S g°£§';f;'r$
Apple iPhone and Google's Android OS duking it out for nastelfunetioha ty universal
supremacy. So does Windows Phone 7 have what it takes to threaded email
make this a three-way battle? Yes and no. is 3 cratcher. Though

plans to deliver

SO hese missing options
eal future, it's not easy
ke a splash when your
new 0S isn't up to par

e competition.
Windows Phone 7's two-dimensiona page uses large, bright
thumbnails rather than the smaller ig Ind on iPhones and Android

phones. It's not the prettiest interfacg
very easy to navigate. The rest of
hub on a second page, which you’ll &g
houses a fraction of the apps fou her smart phones.

Setting up the phone takes lesg time than it does to boot up a PC - we
had our Gmail, Facebook, Netfligand Windows Live accounts synced
with the phone, including our s list and calendar, in a matter of
minutes. Rather than offering @ drate Facebook app, Microsoft chose
to mesh the Facebook experi th your contacts database in the
People hub. Qo the p e 8 System grabs images of your contacts
from Faceboa s0 fills you tact da wifhpeop]etmm
high school you'probal BVEr v Aga

The Xbox Live mtegre.uon is supposed. o be a blg selling point for
gamers, but after playing around with it a while we don't think it's
fleshed out enough to convince Xbox 360 users to migrate to the new
platform just yet. From the hub you can pemse your list of mobile
games and view your gamerscore and avatar. To check out your friends
list, customize your avatar, or send and receive messages you need to
download the Xbox Live Extras add-on. Once downloaded, you have
to open the Xbox Live app, then wait for Extras to load each time you
want to perform any of these operations. We're not sure why Microsoft
would force us to essentially open two programs to perform these basic
functions, but it's annoying.

The biggest drawback to Xbox Live thus far is the small and relative-
ly expensive game library. The addition of achievements isn't justifica-
tion enough to price gouge players for $4.99 to play Bejeweled when
its rough equivalent costs $2.99 on the iPhone. Strangely, Xbox Live
also doesn't let you go head to head with fniends, either. This com-
promised feature set isn't enough to make us switch over right now,
but we’ll be keeping our eye on the platform to see if the game library
grows with more Arcade-style games and Microsoft adds the missing
multiplayer functionality.

‘The same can be said for Windows Phone 7 as a whole. The new
operating system is a major upgrade: that shows a lot of promise, but as it
stands, the phone is merely trying to keep pace with Apple and Google.

e vibrant, clean design is
5 are tucked onto the Apps
§5 often since the homepage
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1| T-Mobile HTC HD7
Like 1w Evo 4G 2 HO2 Dedore 1L, s wite-bodied
HITG phone sports a massive 4.3-7 sy,

The capaciive touchscreen is responsiy x.amthe
additional real estate is great for web sfing, but

iz on the du."w. and Ihu IGG13 of storage shouki

e enity ol roorm to store Bwe photos and HD video

Wour're capluring vl the S-megaptos] caimena, Our

phone czalks were crisp, but don't espect 1o make foo
[ them in a ghen day Lke the older Phone

e, e HOF's shoel battery e ad us saam

aling for Mhe chargei toveard the end of each day, Il

you're a heavy wser, you mery want to find a Windows

Phone 7 model wih a kiger battany

RN

$199.99 (with contract)

1-mobile.com

2| Logitech Revue

Thvs sel-Tog bow i concept s supposed 1o meme
e workd of cabie TV aned Infemet TV into one
ultimate package under the Google TV Lanner.

The: ececulion at his poil, however, lals shorl of
thix dream, NEG, ABC, CBS, Fox, aned Hulu v
all blocked access to Google TV, So what can you
watch? Al the time of thés writing, v wese able to
view! sieaming video on sles ke ESPN, MTV, and
Cormedy Central, and 3
best part of the Rea i i

with integrated mouse uchpad. IS o awesome
shil were avalkable separately Tor PCs.
LOETED ATEAL
$299.99
logitech.com

3 | Star Wars Dart Board
Wit the: kit Boand vy provide mong nledtain
et e bed (s packaging caught your eye first
The darthoard's case is s’k screened from (e
Tthograph Last Deavghier of Alflesaay by anist Adam
Hughes, and leatures Pring e iconic
miztal bikin, Whike the set doesn't com
darts, it dogs inchade custom Rebel of Alfance
Tlights 1o CUsbom2e your current gesr.
$164.99

gentlegiantitd.com

4| Microsoft Kinect

Ivolion- based gameplkay has Deen spotty in the
sk, bud Kinect proves to be a responsie pece
of harcheare, Voice and geshre-Tnsed mmnmudq
work surpisingly well 'n Both menu ravigation and
o’ | B bl To use

')'1} playback. Padk-in game Ki
provides hours of fun, and third-pa
Dance Central do a greal job showcasing he I(.m
nokagy's capabifties. Tha un necds al least Sk feo
of spmce to delver the optmal experience,
leaves Kinect out of households where space s at
A P Even Mough Kngets cimment e &
targely casual, we're hoping lor continued suppo
all, the controler-free
experience i sup s.nr‘.n’ =l sf‘r N and worth Bying
1 you're lwkl utm somediing nes m Be realm of

SH.!L'H
xbox.com/kinect

MEDIA SHELF

DEAD SPACE: SALVAGE

After the avents of the first
game, the U5 shimurs
vanishes. Both the govemment
and the Unitalogists believa
tha ship still contains the Red
Market, and both will stop at
nothing to-get 1t back

$17.99
shop.idwpublishing.com

SHERLOCK

SHERLOCK SEASON ONE

§39.98
bbcamericashop.com
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It's hard to believe, but it's been more than a decade since the Sesame Street gang
visited dedicated game systems. While Elmo, Ernie, and Bert have made a few
appearances on VTech's educational computers, they haven't strolled down tradi-
tional gaming avenues since the days of Nintendo 64.

Warner Bros. Interactive and Sesame Workshop set out to change that at the
beginning of the year, with an announcement of a licensing deal between the two

Everything’s A-OK

The first games from Warner Bros. and Sesame Workshop's
partnership are out. Are they worth your kids" time?

companies. The first titles from that partnership have been released in the form of
Cookie’s Counting Carnival and Elmo’s A-to-Zoo Adventure. [ was curious fo see if 1 barely miace my way Ihrough

the games were up to Sesame Workshop's typical standards, so I took them home to

give them a shol.

e door bedore | was infer-
cepted by my three-year-old
S0N. “What's that?” he asked
as he noficed the boxes. Alter
he saw Elmo's smiling face, | knew it was over. |
wasn't going to have much luck in lesting these
out done.

We started out with the Wi version of Cookie's
Counting Carnival. First, we had 1o dip a spe-
cia Cookie Monster sleeve over the remole.

It serves two purposes (ffvee, if you consider
ooking adorable™ a viable role). First, its fuzzy
fur ard rubberized back provides a good orp-
ping surface for younger hands. In a dever
maova, the cover also obscures 1ha controls thal
are't nacessary for play—a great way 1o keep
rew players from baing intimidated o confusad
Ly all thease tiy buttons,

The nterface is &s simple as can be. When
Cookia needs players to ring a bel at the cami-
val a sel number of limes, for instance, Kids just
need to gently move the remote down with both
hands like ey re using an air pump. My sen
preferred fo pratend he was swinging a giant
harmmer, but what can you do? Ininstances
when kids nead to select one of several options,
fipping the remole from side to side cydes
through those choices. A press of the 2 button
provides confimation.

Maither of the games are graphical powar-
houses, but my Son was mesnerized, nonathe-
lass, IS sasy lor Ls older players 10 Torgel how
amazing it is to meract with something on a
tedevision — particulary when your only previous
expostre 10 he device is a5 a passive form of
entertainment — even 1f they look a bit ke Flash
games.

Did vy s0n like the games? A low days
later, | came home with a Kinect and a copy of
Kinectimals. | thought I'd be: a shoo-in for some
kind of father of the millennium award. After pat-
fing his virtual cub for a few minutes (and having
agreal ime), my son lurned and asked il be
could play “thal Cookie Monsler game™ again.

My wallet may have shed a tear at that
moment, bul as a lather | was more than happy
1o accommodate him. 4
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TBD

., uncover rational explanations for the most heawly

s intended cffect on the young Croft, Y
instilling a love of the unknown that drives her to

nsconced mysteries.
While Lara’s affinity for the ancient is cffortless, ahe =5
often finds herself struggling to carve an identity of
her own from under her parents’ influential shadow:
She comes from money, but refuses to flauntit.
Her name garners respeet, but she craves to earn it,\ﬁ-f.‘
She dreams of proving herself, but wants to pursue
her passion on her own terms. To that end, she
unexpectedly turned down an open invitation to
sz]:m'dg: and enrolled at a lesser-known university
to immerse herself in real-world experiences. This
time was crucial in molding Lara in crical and
levdlnmlad young woman, groun 1 @ way that

Now 21 and fresh from academy, Lara is eager
to prove herself to the world — and perhaps to her
parents. This drive places Lara aboard the salvage
vessel Endurance with Caprain Conrad Roth,
an ex-Royal Marine commando known for his
willingness to bend (or break) the law to secure a

prize. Together, t ' w sets off on a voyage to
search for lost relics'off the coast of Japan. This first
adventure was inten. a definitive moment in

ayoung and lncxpmtncod Lara’s career, a chance to

change history with a discovery of significance.
Before they reach the isle, the expedition E
is derailed by a massive storm that cleaves the

Endurance in two, leaving an unprepared Croft lost
in a sea of blackness. Instead of finding respect and
renown, Lara will be pushed to the limits of human
fortitude. A very mortal Croft must endure both
physical and emotional trauma to survive.







Love her or hate her, in the thc
‘10& you couldn’t ignore

partly from her nahre
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Radesigning Lara Croft was as difficull a task as
reimagining and repositioning the franchise itself,
With her iconic look so engramed in popular calture,
changes to her visage haid to be meticulously consid-
ered. Crystal Dynamic's biggest challenge was finding

a middle ground between familiarity and freshness,

vulnerability and strength, and the all-important trifecta of
braws, brawn, and beauty,

“For me, every character design starts with who that
person i and whal mothvates them,” exqlains Brian Horton,
sanior a director al Crystal Dynamics. “Whal we chose 1o do

very early on with Lara was not start with the surface qualities
and inatead really work on who she was as a character.”
“After crafling the biography, cur goal was to make her as
believable and refatable as possible," Horfon continues. “We
wanled to make a girl thal fell familiar, but still has a special
quality about her, Something about the way her eyes look and the
expression on her face that makes you want to care for her. That was
our number one goal. We wanied to have empathy for Lara, and at the
same time show the inner sirength that made clear she was gong to
become a hero”

Starting with a barage of concapls as simple as sihouelies, the artists
added physical features after carefully studying the elements that made
Lara iconic. They retained the M-shape of her lips, the spatial relationship
between her eyes, noss, and mouth, and the iconic ponytail, All the elements
were then packaged together in a softer, rounder face, forgeing the hardness
for which Lara was traditionally known.

“We knew we wanted lo bring ber into a more believable proportionality
and surface quality, so that was another big push for us,” Horton says in
speaking 1o Lara's usually exaggerated physique. “We wanted to bring her
into the real world and ground her as much as we could.”

Part of what roots Lara inreality is her wardrobe. In the early years, Lara's
contextual ensembles and unockable outfits were key selling points. Crystal
intends to instead focus on funclionality over form in the Tomb Raider reboot.

“She is on this expedition and has practical clothing — cargo pants and
layered tank tops and boots — because she is in and among a group that share
the same values,” Horlon explains. "The end resull was a look that is both
contemporary and timeless, We didn't want the look to be too trendy or too hip,
but she still needed to feal youthiul and relevant.”

‘What of Lara's legacy of overt sex appeal? “As far as sex appeal, we're
always looking Lo make a characler thal people want (o play, and part of that
is alevel of atiractiveness and being drawmn 1o Lara," Horlon says, "Bul we
don't want to play up sexuality for sexuality’s sake, Context and miotivation are
paramount in this project. | think what's going to be compeilmng, and what our

version of sexy is, is the toughness through adverse conditions, with a beauty and
vulnerability showing through, That is sexy in its own way."
While this story marks the new Lara"s debat to the world, some early tests indicate
that Crystal may be hitting its mark. Eve tracking studies of tha new Lara versus the

; f {' : old revealed that instead of looking at Lara's arsenal or curves, most participants spent
-4 rus L their time gazing at her piercing brown eyes.
docsn’l se6 Tomb Rader a5 4 reboot of the gaming property anlky,
cover story 45

¥ Crystal
& but of the entie franchise. All ancillary products, media veniures, and
Promotional practices must fil in e with Lara’s new vision. One of the first



Tomb Raides is stll an

action adventure e at
heart. but Crystal refors 4
10 it fomdly &8 an “action fa
survival® expenence

continued from

Lara comes to
after the shipwre
in a2 most traumatic

Anmmsahons ane exdremely ongame and balhier- 5 %=

able. A Lara squeees theousgh & pasticularly 5 .-v\
narTow opening. sl grazes her wound and x 1
instinchually reaches o hold her sde "“
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A Crystal is full motion capturing simultaneous

L4 body, face, and voice performances 1o ssoure an
impresmve lvel of detail, ensotion, and realism
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Lara's experimentation in thi den & a product
of desperation rather than of an ncquisitive
mand. By providing Laca with a roster of
belwewnbla 10aks, Crystal hopes that the woeld
willl feal mere dynamic than designed

48

If |héf player wards off the attacker, Lara escapes
the small spaca just as it caves in, pulting distance
betwesn her and the pursuer. The prospect of
TCVInG forwa;d ien't any more attractive thian stick-
ing arcund, 86 Lara must now navigate through a
flooded corricor housing only a small pocket of ar
Helding her head at an extreme angle to sscure
oxygen and preserve her fire. she loses her footing
every few steps, dunking down below the surface
and emenging with a panicked gasp. The camera
work here is cinematic — intentionally poised behind
Lara s0 we see her anxious face every time she
looks back to ensure she isn't baing followed.
Drawn to an expansive room by the sound of
breaking waves, Lara is introduced to a franchise
traditionally described as a
best way to characterize
as Crystal Dynamics'
et all core mechanics
‘The man philosophy
& kery action adventure
genre are halkd up to,

“‘..

4 history, the chance of

-Saveralcrates inside and redinects them to drop

ounmvsd than traditional puzzie scenarios. While
rooms of relics make cbvicus that the island has
bling upon long
lost and wholly functiénal‘mechanisms — nlia'mt
ing out keys and pulling levers to timed doors -
significantly less. Lara must instead JNWI&E
practical deyices for her own means.

This scavenger's dan seems to have purpose - a
space for the natives to sift through floteam and
[etsam for usable items camied in with the tide. A
light source indicates an exit from the seaside cave
but is blockaded by arow of explosive barrels. The
quickest exit would beto light the barrels on fire
with her torch, but in such a confined space the
eonsequences would most likely inchude death,

Lara has atternate means of lighting up the bar-
rels, however. “This is a dynamic world,” Neuburger
continues. “We are living by the rules of a real world
even though it is an unreal situation. We still live
by fire, water, and physics. Lara has to be smart,
resourceful, and solve her way cut of thesa various
survival challenges we put in front of her™

The recm ks cluttered with objects large and
small, including many buayant cloth-coverad
crates, Lara could light the crates on fire and let the
escaping tide pull them toward the barrels, but she
quickly discovers a waterfall along the path that
would extinguish her traveling torches.

Lara finglly spots a rusty shark cage used as a
sarting device for scavenged items. Enough axperi-
mentation uncovers a means to manipulate the
cage through a counterweight system. Lara loads:

atop the explosive containers. A masews explosion
welcomes in fresh air,

The illugion of triumph lasts only rmmems, as
Lara's careless use of explosives triggers a cave-in.
Sprinting toward the light that signifies salvation,
Lara tumbles down a fissure in the collapsing path-
way and must scramble up a steep path to escape.
The player is in control through the entire ordeal,
frantically alternating between shoulder buttons
to move up the incline, dodging falling boulders
with button prempls, and trying to find a safe path
through the chaos with analog controls.

As if the escape wasn't desperate anough, the
scavenger finds Lara once more, grasping for her
legs while continuing to mantain that he only has
the best of ntentions. If you are successtul in help-
ing Lara kick free, the man will fall victim to the
rapidly coltapsing tunnel. If you are unsuccessiul,

a massive boulder pins Lara's legs, giving her a
mement of conscious thought to reach toward the
camera before another bolder crushes her skull. 1t
s & shocking and ultimately disturbing moment. If it
isn't obvious at this juncture, Tomb Raider is openty
embracing an Mrating. To make people care sbout
Lara again, she can't wear that Teflon coat. She has
to be human. Fragile. Mortal. The consequences for
fallure must be real, and they must ba jarring.

Successfully avolding death this time arcund,
Lara breaks through to the surface before collaps-
ing. Her birth from the cramped tunnels isn't one of &
inherent safety, however, Before Lara is a scens of
terrifying grandeur. Stepping slowly towards a cliff's
edge, we get a view of a breathtaking ocean vista
littered with ships, planes, and wreckage from cen-
turies past. While Lara now has room to breathe,
she seems to have jumped cut of the frying pan
and into the fira.




Igmng aboul m the den, Lam comes across a can of
tood. which is added to her inventory. It appears the
natwes waon't be the anly anes seavenging for sunaval

-'\.
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The last of Tomb Rajder's pilars is still velled in
mystery. Combat has been a contentious subject
for Tomb Raider fans throughout the years, and
is an obvious point of interest in the reboot asa
result. Crystal's approach is three-pronged - to
make combat fresh to the franchise, competitive
amongst peers, and relevant to the story.

The biggest change is a concassion: removing
the archaic lock-on system. “We've been putting
ahuge amount of effort into the comiat, a much
larger emphasis than we've put inte any of our
previous titles,” says Crystal Dymamics studio
head Darrell Gallagher, “The free aim system will
help to make Tomb Raider competitive amongst
our peers in the genre, while maintaining a
unigue flavor”

Crystal Dynamics believes the new free-aim
system will fostar a raw, brutal, and desperate
combal style. With the success of a skirmish tied
to skill, the player has somethmg on the line, and
must prove his or her own strength as a survivor.

The desperation stems directly from Lara's
unfamiliarity with violence, She is often scaned
and not equipped with the right tools. “At that
age, fresh out of college, nat many gils have
been thust into a situation where they have been

ced to Kill somebody,
globxal brand director at Crystal Dynamics.

"II ] [lal‘ty traumatic to do it for that fiwst time.

asons you were forced to,
That isn't taken lightly in the game at all. That isa
defining moment for the cha

Stewart reinforces that combat will have weight
to it. For Lara, combal is a function of survival, not

killing won't get any

cal standpoint. Despite this, the playes will feed
assured that Lara can handle whalever the island
throws al her.

As tor weapons, Crystal isn'f talking specifics,
but it's safe al necassity will drive ilems
to becom in their use. Lara Croft
has always been resourceful, and we expect the
line between tools, gear, and weapons to blur. We
also speculate that the island's colorful history
will provide her with an uncomn | ars
to draw from. Lara's official concept art
depicts her with a bow, pistol, and sholgun.

i
I

continued from page 48

Lara’s evolution into a survivor

isn't one she will make in 150me-n
The sland pnrnnrm by miora 1he
handful of sirvivors from the Encl
aged to keep breathing. Cutting to
Tirecd Lara ry foreger i denial of b
necassarly botter equipped amot
cally for the hardships ahead, Reluming 1«
a diffsida vilage,
mentor, Corrad Flnln w"v: m\ L,: N
and rendered unconscious. Lars
supplies sha's scavenged, hoping for the bes
painfully awane that the sifuation is out ©

Roih wakes to a storm h](;llq ol
carmp, commendng Lara
his wounds. Gently prodding, h[ :ﬁale.-. tt
he 't going anywhere anylime soon. Both Lara
Rolh know the silent impfications of the
par had plans to fravel to & radio tower hi
village: 1 hopes of Signaling rescle, Thal 1ask now |

[
scuarely, and stlely, on Lara. The vertical clirmis is rifer

with tnsound footing and derelict structures, Lara has
regson to be disiressed,
“Yeah, | was afrasd you were going 10 say that,’

conlesses Lara n a candid moment of sefi-doubt. She

lookcs away Irom Roth, as il embarrassed. While Lara
has latent strength of character, she's made a habit
of relying on other people. Roth is an mperalive char-
achar in Lara's growin and sall-discovery, and makos
ameaningful altempt at reassuring her, reminding her
ihat she is, i fact, a Croft. Roth hands | blood-
red dimbing axe, fiercely sharp on one end. | don't
thirk 'm that kind of Croflt," counters Lara, accepting
The todl and the burden wilh a look of deleat. "Lat's
haope I'rm a fast learmer”

above the:

‘| thirk: that th




amechanmc th
res, Al any

wance her abililies. Base camps also
linimize backiracking, encour-
3 4N area al his or her

cimibing 1o
siretch of timea

g shoultkr makes

it d)v'cx.; Ihal the plann =t ;/)mrsd for landing. L.
beqgins to sprint at full speed, hurling self |
heels down a steep slope, the wreckage in hot pursuit.

Mearking one of Crystal Dynamics’ high action sat-
peace maments, the player remans in lull confrol as
the scenano unfolds, somathing that would have
been traditionaly reserved for a cuiscane. Lara gans
maomentum as the player navigates her to relative
salely, irying 1o find a path n the hillside that will lsave
her the least bruised and broken. [f she sunvives with-
oul being pancakoed by a urbine or mpaied on debris,
one final command will secura her grip on the diff's
edge, keeping her from plumimeting into the ocaan
befow. After the plane’s husk ejects to the ccean, Lara
dimbs to solid ground. She's sunived another attack
by the island

Her rescuer wasn't so lucky, andwe'ra left porder-
ing the mystery of the sland once more. Why isiit
in;x:.»pmln to escape | 5 gravitational pull? Wiy
hass its shore bacome a graveyard of dilapidaled ves-
sels? What do the natives want from the remaining
Endurance crew? Lara's fale is inexiricably fied to
unearthang the secrets of her geclogeal captor, and as
she becomes miore adept, there s no doubt she will
discover the Inuth - rational or otherwise.

Lara Croft's multimedia ampire may have boen
bt on a foundation of antiouity, but Crystal Dynamecs
is single-minciedy focused on the horizon, Its goal o
of ¢rafting a relevant character for a new age in
gaming is an ambitious one. We may 1hink we know
who Lara Crofi is, but she is discovering hersell
as much as wa ane. Through desperation and

deliance, tragedy and riumph, an l
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BY ANDREW REINER

REO PLANET’S LOST WORL

/7777 A GUIDED TOUR INTO THE

¥

ROM THE MOMENT

WE LEARMNED

EARTH was AN
INSIGMIFICANT SPECK
IN AN EVER-EXPAMD-
ING BLACK VDID, WE
DREAMED OF TRAVERS-
ING THE STARS. ORIVEN
TO UNLDCK THE SECRETS
OF THE UNIVERSE, WE
LEARNED HOW TO FLY.
WE WALKED ON THE
moon. WE TURNED
MARS INTO A SECOND
HOME. WE THOUGHT DUR
ACTIONS WERE GUIDED BY
DUR IMAGINATIONS AND
HUMGER FOR KNOWL-
EDGE. WE THOUGHT
WE WERE LEADING OUR
PEDPLE INTO A MEW ERA.
NDO MATTER HOW GIANT
OF A LEAP WE MAKE FOR
MANKIND, WE LAND IN
THE FODOTPRINT OF OUR
AMNCESTORS. THOUSANDS
OF YEARS OF INTELLEC-
TUAL GROWTH AND SCi-
ENTIFIC ADVAMCEMENT
DIDN'T CHANGE WHO
weE arRe. DuR PEDOPLE
ARE NOT EXPLORERS.
WE ARE CONOUERDORS.
DestroveERs. WE con-
OUERED EARTH. WiTH
THE WMEXT STEP WE TAKE,
WE CONQUER MaRs.

feature 53




In a foolish haste to expand our empire,

£ |

we settled Mars in the name of humankind,

Swetunneled
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Operation Flashpoint:

Red River

Codemasters cleans up its thinking man'’s shooter

» Platform as| year military FPS lans eagory awaited
PlayStation 3 Ihe release of Operation Flashpoint: Dragon
Ebox 360+ PC Rising, but spotty Al and game-ending
» Style  glitches marred the ratum of the redism-or-
1-Flayer Action  ented franchise. With its second atternpt at cre-
[4-Player Online]  aiing a tactical mililary shooter, Codemasters is
» Publisher rebuicding the series from the ground up, focus-
Codemasters  ing on slory, co-op gameplay, and customiza-

1ion while maintaining Aashpoint's Lnwavering
dedication to authenticity,

Players once again take contra of a four-man
souad of LS. Marines in a fictional confiict. In
Red River's near-future stonding, the military has
pushed Alghani nsurgents into the Mountainous
nation of Tajkistan, a country thal borders an
Alghanistan and Ching. As tha highting conlinues
east, China's military, the People’s Liberation
Armmy, steps nto the fray. They have no inter-
estin having the nsurgents spil over into ther
country, and aren't about 1o rely on the U.S,
mifitary fo delend their border. As both militaries
push further into Tajkistan, confict betwean the
two superpowers becomes nevitable, and soon
players ane waging war on two very different
Tronts: small-scale, cose quarters encounters
with the Afghani insurgents, and larger batties
with the supericr PLA forces. The latter missions
fall into the franchise's specialty of mid- to long
range combal.

With no shortage of enemies threatening
,  vour existance, having adept alles is key to
o your sunvival, Tharkiully, the campaign is
* designed specilically Tor four-player Co-0p,
and incudes drop-inddrop-out support. IF
yourre short on human alies, the mproved Al
automatically steps in and follows your orders via
arefined command wheel. Two additional four
person re teams, Alpha and Charfie, also assist
wour sauad. You won't have direct control over
these NPC squads, but they automatically help
you complele objectives and cover your flanks.

Red River's creative director Sion Lenton
demonstrated the improved Al for us on alevel
thal lakes place i a small market wn bull out
of repurposad shipping crales (basad on a real
town that Codemasters documentad on a thp to
thi country. As e macks Bis way through the -
lage, his saquadmates sutomatically sought cover
and suppressad enemy fire while he effortiessly
mssued more comples ordars, such as dafending
target areas. Even il you don't touch the com-
mand wheel, your autonomous squacimales
prove o be a big help.

Players also have more customization options
this time arcund. Each of the four classes (rifle-
man, grenadier, scout, and auto rifleman) has
Tts own set of weapons, as well as unfockable
equipment and gun attachments for customiz-
able load-ouls. You can chooss wo perks from

a wide variety of dass-specific abilifies when-
ever you spawn, while a separate skil point
syslem alows you 1o permanenlly uporade

% Developer
Codemasters Studics

your soldiiors coro skills. Codemastons hopes
these additions will lead to greater replayabiity,
as players oreate and upgrade a diverse roster of
soldhers 1o uliize in different modes or with differ-
ent friends. Whether you're playing the campaign
or ane ol the lowr mulliplayer modes, you will
Aways be eaming XP hal can unlock equipment
and level up your skills.

One of Dragon Rsng's nmost prased leatures
was ils sense of realism, and Codemasters
it resting on its laurels. All of the guns have
been completaly remadeled 10 reflect realistic
waar and lear, and every gun features authentc
damage, audio, bulal drop, recod, and gun
dimb. Red River even simulates realistic fico-
chets and bullet fragments, as wall &s a vanioly
of explosion types. Cur demo featured the deto-
nation of & 2,000 pound bomb (called in by the
player), and even in ils pre-alipha state, the par-
ficle effects and sense of scale were Impressive.
Codamasters talls us that the linal game also
indudes destructible emvironments and more
defaied character damage, including ragdol
physics, limb loss, and “explosive disnlegration.”

The redistic damage doesn't just apply 1o
your enamies. If you get shat, your character
wil start bleeding oul, requiring you to patch
yoursell up with field dressing (every class has
healing capabiities this time around) to limit the
damage. Once the Dieeding s1ops you can con-
tinwig, but the inry will affect your performance;
aleg wound causes you 1o move shower, whie a
shol 1o The s causes your hip fire accuracy 1o
sulter. You can fully heal the injury at any pont,
but it will require you to remain defenseless for a
longer period of ime,

Despite this realism, Codemaslers s expend-
ing alot of effort o make Red River accessible 1o
fans of more action-arented first-person shoot-
ers, acknowledging that accuracy doesn't mean
muchiif the game isn't fun to play. To that end,
players are provided with a number of assists,
induding last-known-position radar, an improved
HUD, arvd several aiming assists, Al of thesa
supporting lealures can be turmed off tor tactical
FPS veterans looking for greater challenge.

As for mudlipdayer, one of the modes, Last
Stand, tasks you with delending a position
aganst waves of naeasngly powerful enemies
{similar 1o Gears of War's Horde mode),
However, a novel twist on scoring gives the
meche a unicre feal, In order 10 Save your scong,
wou rmcest call i an axiraction halicopter 10 Moo
your opponents; il you and your squadmates all
die before the helicopter amives, your score s
lost. This creales a constant gamble between
siriving for a higher score, and saving what you
dready have. The actual gameplay lelt a lot more
tactical than other horde modes, and the enemy
forces were far from the typical cannon fodder.
After sniping a few encmies from a rooftop, the
opposng freops pinned down my location with



Codemasters has complately rewntten Operaton
Flashpaint's graphies engins, whiel utilises the same
lighting sy=ten: as its Dirt racing sones

Alihough Codemasters has mproved i

ciose quarters combat, B game will =T S
- gill locus on mud- o Hng-mnge combat ." ]
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Smanes Al means no Hwo
frefights will play out the same

Food Fiver foatures a perk systom that
will holp assist dilferent styles of play
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Deao R|S|ng 2 Case West

1th is out th

This jar might be the most huniBating
way to Bludgeon a zombie

Wier're: mot sure what eactly this
thing 15, but we want one. Now

» Publisher
Capcom
#» Developer

Blue Castle Games S 2 i : ; 2 ? ; Great Amenican hcmﬁ o
greatest American hemes?
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Newer et it be zaid that Phenolrans 180t a classy jout
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Sovy SRS

In addition to swords, maces and
spbars, 1anged and thrown Weapons h

will e an option m sonwnmmrL
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» Platform
PlayStation 3
Xhax 360 «PC

» Styls

1 o layer As
{2-Flayer Online)

» Doveloper
Kylotonn Entertainment

" Ralanso
Summer

Klyotonn iz going for a brutal, realistic
flowe o combat that avouds the comic 1 1
book violence af many Action games . =
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Guerrilla Games

¥ Releare
February 22
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Killzone 3

Guerrilla adds new maps and tricks to Killzone's multiplayer formula

t may not have made the impact of a new
Call of Duty or Halo, but when Killzone 2
arrived for the PS3 in early 2009, it provided
an addictive and deep multiplayer experience.,
Guerrilla Games is ready to do it all over again
with Killzene 3 next year, and | got an sarly look
at some of the tweaks and changes coming to
multiplayer with the ongoing beta test.

While Killzone 3 multiplayer carries over some
of the best parts of its predecessor — such as
Warzone, the awesome mode that mixes up
objectives on the fly as you play - it also plays
with some of the basics. Last time, each class
had to be unlocked as you leveled up through

hours of play. All five core classes = engineser,
marksman, tactician, infiltrater, and medic - are
available from the start now, and you choose
which to focus on and purchase unlocks for,

The Operation mode provides a noteworthy
addition. While the gameplay i this mode is
made up of fairly traditional attack/defend sca-
narios, the exparience i im by cccasional
cutscenes that tell the story of the ISAHelghast
conflict and showease the best players. While
the scenes are generally brief and inconsequen-
tial, they provide bragging rights for the winners
and a healthy dosa of added embarrassment for
the losers.

Of the new maps, Frozen Dam is probably
the least interesting, athough it's also the most
played. The map contains two small bases with
several floors and various bridges and catwalks
cannecting them. As with Killzone 2, Guerrlla
designed many of the maps with vertical play in
mind, 5o be prepared to be nervously checking
the walkways above and balow you constantly.

Ceorinth Highway, a much bigger map, features
anice gimmick in the form of giant mechs that
spawn cecasionally in the midst of the dev-
astation and can be piloted by players. These
powerful machines sometimes lead to frustrating
situations. such as one match where a skilled
enemy player pinned my team down in our base
for a good five minutes, but in general they make
the match more interesting and help swing the
batance back and forth,

Finally, there's Turbine Concourse, a map that
drove me insane until | realized | was approach-
ng it incomrectly. Anather heavily vertical level,
this one offers (and practically demands) the use
of Killzone 3's new jetpacks. If you don't grab a
etpack on your way out of the base, it's likely

that you'll be picked off from the sky as soon as
you step into the open ar. Just to keep players
on their toes, Turbine Concourse also features a
hiuge EMP generator in the middle of the map,
When it starts powering up, players have to scat-
ter or risk being insta-gibbed. Once the EMP
goes off, jetpacks and radars will ba offline for a
short period of time.

For those worried about the conirols, rest
assured that Guerrilla Games has put significant
work into tightening them. General movement
slill feels slower than most anline shooters, but
not to the extreme degree that tumed some
people off from the previcus game, and aiming
speed has definitely been increased

‘While my short time with the beta has been
fun, Guerrilla has some balancing to work
on. The infiltrator class, for example, has the
averpowered abllty to disguise themsaives as
members of the opposite team. Unless you'rea
tactician, who can reveal enemies with the recon
ability, it's all too easy for infiltrators to pose as
an ally, get in close, and launch into an automatic
melea kill, In most matches, this is a minge incon-
venienece, but when you go up against a team
that has three or four infiltrators, it can quickly kill
any sense of progress or skill. The new melee kil
animations look great, but some way to counter
them would help balance encounters,

Whatever quirks are left to be ironed out,
Killzone 3 is already undeniably fun and abso-
lutely gorgecus. With an improved leveling and
unlock system and the Operations mode adding
more incentive to perform well, the gama's multi-
player is packed with content to keep fans play-
ing for months beyond its quickly approaching
February launch, = Phil Kollar
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Bulletstorm

Leave no bullet unshot

hen we first glimpsed Bulletstorm, we

were immediately drawn in by its crass

sense of humor, playful combat, and
sci-fi pulp vibe that would be right at heme
in a Robert Rodriguez flick. That was just the
single-player campaign. Given that the bom-
bastic shooter bears the Epic Games stamp,
we knaw it would come strapped with some
creative complementary modes as well. Enter
Echoes mode.

Bulletstorm's skillshot system offers a natural
benchmark for competition: whe can rack up the
most impressive streak of creative kills? Echoes
made strips the single-player campaign of its
story-based elements and boss battles, leav-
mng you with a destructive playground filled with
baddies just begging for your bullets. Players
choose their arsenal before heading into battle,
and must run threugh the levels racking up as
many creative kills as they can in a set amount of
time. If you finish early, you'll @arn a time bonus,
Once you make it through the gauntlet, the game
tallies your points, gives you a star rating, and
uploads your scere to a leaderboard.

The level | played, called The Hideout, takes
place in a tropical, vertical ndustrial complex
filled with cranes and rusted sheaet metal stnuc-
tures. With campaign companion Ishi along for
the ride, | maneuver through the lavel trying to
cook up the most creative ways tofill enemies
full of lead. My best results come when | use the
leash to slam enemies into the ar and then fire
a flail gun round that detonates in midair, taking
out all the enemies around the paor sap wrapped
in the grenade belt. Using the environmental
objects to generate higher scoring skillshots also
comes in handy. In one scenano, | kick a door
off its hinges and it pins the hapless foes behind
it to the far wall, | end up with two cut of three

stars = not bad for a first run, but if you want to
earn all three stars you'll have to be especially
crafty with your skillshots.

In addition to Echoes mode, Bulletsiorm slso
features a new online cnly four-player co-op
mode called Anarchy that encourages you to
work together to pull off nsane team skillshats.
Playing as a group of recruits who are trying
out for General Serrano’s feared Dead Echo
killing squad, your team must earn a skillshot
benchmark to progress to the next level, Like
Echoes mode, the bullets are your pant, and the
enemies are your canvas. Your best bet is coor-

dinating team skillshots to generate points, but
they take timing and coordination. For instance,
the Drawn and Quartered skillshot requires all
tour players to grab a lmb with a leash and pull
at the same time to dismember the unfortunate
enemy at the center of attention. To beef up the
experience, Anarchy mode features a separate
progressian systern from the single-player mode
that allows you o spend points to tweak uni-
forms and upgrade weapons.

Gamers will get the chance to show off their
skills in these new modes on February 22,
= Matt Bertz

» Platform
PlayStation 3
Xbox 360 «PC

» Style
1-Player Shooter
{4-Flayer Online)
» Publisher
Electronic Atts

¥ Deweloper
People Can Fly/Epic Games

» Release
Febniary 22
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THERE IS A MARE THAT VISITS ME MISKTLY, A DREAS 1N

WHIEH | AN ALONE. BROTHERLESS.

OMIY A DREAM, SISTER. AS I STAND NERE NOW, I WiLL
MEVER LEAVE YOUR SIDE.

P 1, THAT T CANNET DO,

2. [ SHALL DO WHAT I BUST,

 Platform

PSP

n Style

1-Flayer Suategy/RPG
» Publisher

Seuare Enix

» Developes

Square Enix

# Release

February 15
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SMPENS, [EVIATHANS.
SALT'S SEEN OME.

ON THE S0ULS OF MY DESTINED WIFE AND RER MOTHER, I

SWEAR YOU WILL NOT LIVE TO SEE ANCTHER DAWN!

ANY MAN OF THE SEA WORTH WIS

BY PRILANA, DID ¥OU TRULY SEE IFI7 WMAT DID THE
MONSTER DO NEXT?

Tactics Ogre: Let Us Cling Together

Updating a beloved classic

afore thare was Final Fantasy Taclics, there
B was Taclics Ogra. When the small team

that made the classic Super Famicom
sirategy’RPG was bought out by Sauare Enik
1o take ils juggernaut franchise in a new drec-
tion, FFT created an enduring lanbase and a
sub-genra unto itsell. Reunited under direc-
tor Yasumi Matsuno, the core team thal put
its stamp on gaming in 1985 is updating its
ITEGNUIM OpUS Tor a re-releass on PSP, Now
characters, a vastly mproved localezation, far
more detail on Taclics Ogre's complicated
pecditical intrigue, and anounusual ime- rewinding

sysiem are ha cormnearsiones of this remake.

Though Tactics Ogre can't daim a fraction
of the fans that FFT has, and has gameplay so
similar they are as cose as sibings as video
games can be, it ks in many ways a superior
game. The stonfine has dozens of branching
paths, giving players a greal deal of authorship

over how the complex conllict at the heart of the
plot unravels. Having over two-dozen units per
sicle ina single battle B typical, lending a grander
scale to combat. As hlanous as it s to use clever
ability combinations 10 have a characler that can
sngle-handedy dismantie the toughest chal
lenges (and dual-wiglding Excalibur and Save
he Queen while pammying literaly 97 percent of all
incoming altacks will always have a special place
nour hearts), that kind of game-breaking abuse
s Impossile in Tactics Ogre's betler-balanced
systems.

They don't make for sexy preview copy, but this
remake's locaization mmprovernents and revealing
of expanded detals on the alreacy-fascinating
plot wil likely be the most significant changes.
Thee rmick"905 were & spolty time for Armenican
releases of complex Japanese games, and the
fact thal Sguare Enix has tasked an expenenced
localization team with re-translating the .S,
release from the ground up is heartening.

On the other hand, the Whesl of Fortune
system is the mest obvious change and car-
ries the greatest gameplay implications. This
time-Bending lramework encompasses both the
combal and story-driven parts of the game. By
taking advantage of it, players can play out alter-
nate scenarios without the hassle of repeatedly
saving and reloading.

Curiside of battle, players can go back to any
pont at which the plot branches. The story has
dozens of pamutations as previously mentionad,
s0 fracing a different route involves a senous time
nvestiment even with the Wheel of Fortune at
your disposal, You'll stil have to mantan a save

fox the lurthest-progressad game you have dong
each individual path if you want to play through
muifiple scenarios simultaneously, but this is
nonetheless a big mprovernent lor complation
isls or anyone interested in sampling the many
delicious plotines Tactics Ogre has to offer.

The in-combat application of the Wheel of
Forture system is more confroversial. A tep of
the L button at any point during battie allows
Playvers 1o resat the game state 1o any point in
tha last 50 turns, This carmies an obvious risk of
cheapening The experience, especially In a game
with permenent characlor death, Wiy nol lake
bigger risks when you can rewind time at your
lgiure if things go poormy?

Square Enix is counting on two hings 10 keep
this from cumbing down the dalightiully strategic
battles. For one, the random numiber generalor
sn't reset, so the same sares of actions will ghwe
ientical resuits every time. This hopelully means
you'll have to try dramatically different tactics to
maove the outeome much in the desired direction.
Additionally, while 50 tums seems lke a lot, in
practics it wan't be much more than two rounds
agiven that there are 25 or so units on each sida.

Despite these mitigating lactorns, | have seious
reservations about the possitiily of the Whesl
of Fartune robbing the tense battles of ther
gravitas. Strategy/BPGs have fraditionally only
dllowed n-baltie saves 10 be “soft” saves (mean-
ing that they're wiped upon loading the game
1o prevent cheese tactics) for good reason. The
Whoal of Forung s a massive leap in the oppo
site direction. Fm holding out hope that it doesm't
end up as much more than a quicker way to
refry tough batlles in practios, because Tactics
Ogre is a briliant title that deserves as broad an
audience as possible. Unlorunately, thane's no
way 1o tell how it shakes oul without spending
significant time with the game, and we've yet to
get our hands on it. » Adam Biessener



Monster Tale

Metroid meets Pokémon in this promising mash-up

ing scana, you probably remember 2006's

Henry Halsworth n the Puzzing Adventure
on DS. The game claverly blended challang-
ing platorming on the top soreen while a
match-three puzze game continually ran on
the: botlom screen. Hatsworlh had a ton of
character and showed plenty of polential, but it
missed the mark in a lew key areas. Following
thes reloase, key leads Peter Ong and Ryan Pl
left EA Tibaron to start their own compary,
DreamAift,

Morster Tae is the company's first project, end
it's easy to see the connection to Hatsworth on
fest giance. The cute and vivid sprite animation,
the tight melee and rangad combal, and the
unipue midure of genres all showcase the devel-
oper's signatune stylo,

Hayers contral biue-haired young girl Ellie as
she wakes up in an unfamiliar world. She scon
wilnesses a creature hatch from an egg and
promptiy names it Chomp. Getting these two
to work together is the main hook; Bllie can
shoo! projecties and perform meales combos,
white Chomp floats around ke a lamiliar attack-
g enamies. If ha loses haalth in battle, you
can send him to the monster sancluary on the
bottomn screen to heal. From there Chomp can
niteract with any items you collact, aither gain
ng experience and atiribute ponts or using the

| Fyou keep your eye on the portable platform-

object to attack foes on the top screen, For
axample, ha can use a cataput on the bottom
screen 1o launch metal balls at enemies on the
lop screen. Blie can also directly command
Chomp to perform specid actions like shooting a
series of spread shots, forming a shield, or fum
nginto a bouncy platform.

Rather than collecting hundreds of different
morstons, players must evolva and acance
Chomp. A troe of 30 diferent evolutions dlows
You to push him in the direction you prefer, We
Iriexcd ot the defenss locused Ballista form and
1he powerful-yet-siow Sentingd, All of the forms so
far have exclusive special moves, and if you use
tham enough to master them, you can perform
them in any of Chomp's loms.

The world is designed 10 encourage explora-
tion, ard 1he pause screan leatures a handy
Super Metroid stye map. The next cbiective is
always highlighted, so we never lelt lost while
navigating the world, Of course, plenty of cbsta-
cles block your path, 50 youll have to remember
ter ratuen once you've upgraded enough to
progress. Throughoul our time with Monster
Tae, we scored things lke a longer projectile
shot, amelas combao, and a ground roll that gels
Bllie through tight spaces. So far, this definitely
scratehes the itch for a 20 Mefroid.

» Bryan Vore
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No More Heroes: Heroes' Paradise

The crazy adventures of Travis Touchdown move to PS3

hough No More Heroes was held back by

some significant design flaws, Japanese

gamers received an improved HD port
in the torm of Heroes’ Paradise in 2010, PS3
owners in North Amernica have yet to be infro
duced to this wild franchise, though, Thanks o
Konami, that's about to change, and the game
will récene sama huribhor Fnprosements Balore it
reachss o shores again.

Mo More Heroes follows the exploits of Travis
Touchdown, an anime-cbsessed young man
who gets pulled Nilo an aftempt to become the
top-ranked assassin in the world by femme
Tatgle Syivia, Heroos” Paradss follows 1he same
plot as the onginal game, but the graphics have:
been beeled up to HD and Konami added new
mades, such as the creepy Viary Sweelt Mods,

which puts the female characters into more
revealing alternate outiits,

Unlike in the Japenese release, Heroes'
Paradise in North America features mofion
confrol support via the PlayStation Maove con
troller. Acoording lo producer Tak Fuji, playing
with Move leels a litle diferent than with a Wi
reamote, bul il will mosty be a diect ranslation.
Though Fui recamimeands expanancing he game
with Move, players can chooss a fraditional PS3
COnMrol scherme & wel,

Ir acdchition to Move suppor, Konami is adding
in some further graphical fourishes. Performance
issues thatl wore reponed wilh tha Japanose
release wil be ficed by the time the game
launches here. Most mpressively, this release of
Heroes' Paracise inchucles new bonus bosses

brought over from No More Herces 2. Marvelous
Entertainment, the Japaness publsher for the
senes, daims to have no current plans for a simi-
lar HD portfiupgrade for No More Heroes 2, so
thiss may be the dosest that PS3 owners can get
to playing the seque,

Fuj assured us that he's “a fanatic” lor the
sones, and Marvelous Entartainment considens
tha Maove-enabled version of Heroes' Paradse
to be the “final cut” of the first game. If your're an
Xbow 360 owner who's fesling laft out, Fusi also
let us knowy That Konami is cumenthy working to
come up with “a fully safisfactory control scheme
Tor Kinecl," Hopedully soon dl gamars will be
able to experience ther first outing with Travis
Touchdown, no matter where you lve of which
console you prafer, » Phil Kollar
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films like Rocky and Raging
EBull have captured the brotal=-
ity of the sport both in and
out of the ring to great effect.
ERA hopes 16 conjure some

of ity own storytelling mejo
in the new Champlon mode.
The story cpens with a bang,
as the main character gets
clocked in the head and falls
to the mat. After he comes to
his senses and his eyesight
adjusts, you reallze this lsn't
any old besdng match. The
protagenist iz going hesd to
head with a tattooed skinhead
in a stabe penitentiary as
insnates watch and cheer
beside the ring. Don't expect
this to be a happy-go-lucky
tale, ax the dev team says
Fight Might Champlon will be
the first M-rated game in ER
Sports hiztory.

7O previews

Fight Night Champion

Building a better boxer

efending the belt is a dangerous proposi-

tion, You can keep doing what got you

there, but your movements and punch
cambos become pradictable aver time and
opponents will inevitably expose your weak-
nesses. To avoid losing their standing atop
the boxing world, champions must constantty
reinvent themselves, adopting new tactics and
shoring up weaknesses while at the same time
preserving ther unigue talents that landed them
atop the rankings.

EA Canada is facing a similar dilemma with
Fight Night Champion. How do you improve a
game that won universal acclaim? The develop-
ment teamn went to the tape to find some hidden
flaws, and discovered the telemetry data showed
players threw a censiderably higher amaount of
left-handed punches than they did right-handed.
It's not hard tounderstand why — moving the
right analog stick to throw a night uppercut or
right hook forces your thumb 1o ecntort in unnat-
ural ways. To bring the stats back in line with trug
boxing, the team decided to reinvent the Total
Punch Control,

The new punching system still uses the
right analog stick, but instead of swinging the
stick with different gestures to create different
punches, you now just need to flick the stick na
specific direction. Different angles determine di-
ferent punches, and the new system has allowed
EA to cram twice as many punch types into
the stick. With all of these new punches being
added to Fight Night, EA Canada went back to
the mo-cap studio to recreate more signature
punches from star fighters like Manny Pacquiac
and Mike Tyson,

Throwing winning comboes is enly one aspect
of becoming a winning boxer. To improve its
defense, EA also implemented a new reflexive
blocking system that changes the way you play
defense and counterattack. Instead of holding
down the block button and swinging the analog
stick to the appropnate blocking location, you
now can either tap the trigger to block a punch
right befere impact or held down the button to
raly on the boxer's reflex ratings. This also frees
up the directional control to let players to punch
trom the guard posttion for the first time in
the series.

Perhaps the most dramaltic change EAis
miaking to Fight Night is the increased impor-

tance of staming, In past games you could
ndiscriminately and continually throw a fiurry of
punches. The new stamina system drains and
refills. more quickly, encouraging fighters to ba
smarter about when tounleash a long combo.
Other changes include one-punch knockouts, a
20-paint leveling system for each type of punch,

and the ability to choose where you tran 1o eam
maore stat boosts,

Taken togeather, the list of imprevements and
tweaks to Fight Might Champion i impres-
sive. We can't wait to go atew rounds in a few
rnonths to see if the changes result in a more
impressive boxer in the ring. » Matt Bertz
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L.A. Noire

Another look into the seedy world of L.A. Noire

ur cover story on LA Noire gave the
O world its first real look into Rockstar and

Team Bondi's L.A. Noire. As the writer, |
get to see both the game (in demo form) and
the groundbreaking facial capture technology
that Team Bondi created to make it. | came
back from my trip excited about the game, and
| hope that the finished product can live up to
the very high bar that Rockstar and Team Bondi
have sat. Racently, wa were able 1o get another
leok at the game; Rockstar brought by a brand-
new live gameplay demo that showed off
another mission in the career of LAPD detective
Cole Phelps.

This case cccurs during Phelp'’s stint on the

traffic desk = but it's a more sordid tale than a
mere speeding ticket. It starts with Phelps and
his partner Stephen Bukowski getting a call to
nvestigate a car crash. Two women, actresses
June Ballard and Jessica Hamilton, have appar-
antly driven their car off an embankment and into
a Coca-Cola billboard. Things get a little maore
mnteresting when Phelps arrives at the scensto
nterview Ballard, who claims they were drugged
and put in the car 25 a set-up.

From here, this ssemingly open and shut case
drags Ballard into the seedly underbelly of 1940s
Hollywood. Ballerd, a veteran b-movie actress
and moll to mebster Guy McAfee, appears unre-
liable. She's intent on fingering producer Mark

\“

Bishop for the crime, but then wams Phelps to
let her and her husband “settle the score.” She's
clearly shifty, but Phelps knows there's definitely
more to this story when he finds an unsettling
place of evidence on the scene: a tom pair of
women's underwear, A fellow detective also
shows him a fake shrunken head, presumably
stolen from a movie set, that was used to wedge
down the car's gas pedal.
From thera, Phalps goes 1o interview the other

passanger, Jessica Hamilten, at the hospital,
Her doctor informs him that there is evidence
that Hamilton was drugged and possibly sexu-
ally assaulted. Speaking with Hamilton, it's clear
that she's a naive girl who wants a break into
acting so badly that she's easy pray for the
predators that populate the movie industry.
‘While she has little memory of what happened
and is scared to talk, Cole cajoles scme infor-
mation out of her. It's interesting to sae how

the player has to judge the character of each
witness, Here, Phelps takes a much softer
approach than he did with June Ballard, perhaps
sensing Hamilton's fragile makeup.

Throughout the case, Phelps makes constant
notes of clues — bits of interviews, objects in the
environment, photographs, letters, and more.
Each clue will open up more lines of questioning
during your interviews, 2o it's wise to gather as
mueh nformation as pessible. Yeu'll frequantly
have to use documented clues and facts to con-
tradict a witness. who is lying.

After interrogating Hamilton, the case takes
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aturn into dark territory. First, Phelps doss a
tail mission on June Ballard, who makes a call
at a diner telling her husband to “take care” of
Bishop. After Ballard gives up Bighop's address,
Phelps arives al the producer’s apartment

just in time to get in a fight with some Mafia
thugs who are presumably there to rub out the
praducer. After dispatching the goons and inter-
wiewing Bishop's wife, Gloria, a sinister picture
appears totake shape: Bishop is somehow
involved in a ring that takes aspiring young
actresses and makes them sexual pray for
depraved Hollywood types.

While wa won't spoil the solution to the
case, suffice it to say that this game might
feature some of Rockstar's grittiest content
ever, However, before you accuse them of
baing shock merchants, consider the fact that
every cass in the game is actually pulled frem
the newspapers of 1240s Los Angeles. This
stuff really happened; it's just been adapted
and slightly altered for the game (most of the
time this involved writing endings for unsolved
cases). In addition, we got a few hints of the
game's larger, overarching plots, which seem to
center around Phelps’ struggles to combat the
internal cormuption that plagued the LAPD during
this time in history. At one point, Phelps has an
interaction with & vice cop that suggests the
lines between cop and crmnal in LA are very
blurry indeed,

This case also gave us a better window into
the game's pacing. While &'s impaonant to note
that this is not GTA in period drag — expect to
spend a lot more time n tense conversation than
in gunfights - Team Bondi doesseem todoa
good job of injecting action sequences at logical
points 1 the story, During the mission we wit-
nessed the brawl in Bishop's apartment, the tail
mission, and a car chase - plus a farly elaborate
gun battle.

Howewer, the real meat of the L.A. Naire experi-
ence comes from the investigations. Once again,
the character animation (accomplished through

|

Team Bondi's groundbreaking camera-based
facial capture system) locks as good as anything
‘we've seen in a game. It needs to be; with so
much emphasis placed on the interrcgations,

it's the true-te-life expressions that allow you to
really feal invested n the expenance.

LA Nore is a risky propostion for Rockstar.
While the painstaking recreation of 1947 Los
Angeles is as richly detailad as any of the cpen
‘werld environments the company has envi-
sioned, this game has a distinet, deliberate pace
that's quite different from anything else it's done
in the past. Basad on what we've saen so far,
LA Noire has the potential to be something very
special Will Rockstar's audience be ready to
embrace it? » Matt Helgeson
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Twisted Meta

Eat Sleep Play brings car combat back from the dead

riot to this year's E3, Eat Sleep Play had
Besen quislly developing a title that was
never directly revealed, The only thing
we knew for sire was that David Jaffe was
steadlast in daiming thal his game was not
Twisted Metal, However, there wera David and
Scott Campbel riding on stage in an ice cream
Iruck by the end of Sony's press event, proudy
chisplaying the newest installment of ther car
combat classic. We taled 1o the tleam about
the upcoming mutiplayer - heavy reboot.
» Dan Ryckert

When did you first get the urge to revisit the
serles with a full-scale console release?

Dianvid Jalle: It evodvied. | Think it evolved in the
bBast way something could evolse, We staned
Eat Sleep Play and said, “Let's make small
games. Let's be a prenier PSN developer.” We
ariginally were gonna make Twisted Malal ke a
$9.99 or $12.99 download game and thal was
it. | think what happened was, as development
started to come onling, there was a sensa that
1he foundation was solid and fun, and it was like
“Hey, lremember Twisted Motal This could be
really, really cool.” There was sort of a continual
adding to the scope and uitimately the budget
and the schadule because Sony and Eat Sleep
Plary was Ike "You know, | think we should set
our sights higher.” It actually began as a much

smaller expernience that we said "Let's make this
lor the hardeore Twistod fans: that we know an
slill out there, let’s iry (o bring some new fans

in there as well." As we started development,
there was a sense of, “Hey, we could enterlan
alol more people with this, but it means we're
gonna have to have more levels, more cars,
more modes.” Every four or five months we'd
have meetings with Sory and be like, “We really
need a single-player [mode] now, and we really
nead sorme more mlliplayer modes.” By the end
of it, it kind of evohved into what it is now. | hirk it
avolved becalse what wi saw S0 early sbemed
to have so much potentia,

In terms of online player count, what do you
think the sweet spot is in a title like this?
‘Was it ever tempting to say “screw it, we're
doing 256 players online,” or did you always
ntend on keeping it somewhat limited?

DJ: For me, there are two ways 1o make a
Twisted Meta game online. One is 1o be a told
punist about it and say we'ra designing this game
from the ground up fo be like Mortal Kombat
onfing...one on ane. | stil think il we're lorunate
anough and the lans really enjoy what we've
done with this game and wa get to do down-
Ioadable content or wea gel to do a sequel, |
would love to sort of take a corner of thal design
and make something smilar to the last Call of
Duity’s Spac Ops mode. We'd just say “We're
st gonna make eight levels and a number of
weapons and modes [hat are just one-on-ona”™
becauss | do think Ihal redly represents a sweat
spot, But | think as we've also gotten into devel-
opment and design on this game, certainky there
15 & case being made thal you can make a really
un Twisted hMetal game with more than one-
on-one. Fdon't think 250, | don't, 1don't think
256 with humans...as mpressive as a game ke
Resistance 2 or MAG is...| think they do a lot

of work to curb the chaos, but | still think you
really want to be able to wrap your brain around
what you're doing. To me, with Twisted Metal

I'd say this swoet 5pol s anywhers from 5.0n-5
to B-on-8 depending on the game mode that
you're playing.

Seott Campbel: | think when David and | are
kired of talking about onling ard multiplayer, it
needs 1o lead ke it used 10, Some of (hose das
sic TM battles didn’t really involve a lot of players.
The mae infimale batiles Decame mora memo-
rabie and required a lol more thought and skdl.

[0J: s funny because especially with new gener:
alions of players coming up, | absolulely love the
Last Man Standing mode of this game. | know wa
have guys on the team thal are indo the hardeore
shooting games that are like “Oh, we f---ng hete
that.” I'm like “Why do you hate that'?" They say
“Oh, | don't wani to die and sif in a lobby.” But
dude, that makes your life valuable, thal means
hiealth matters, that means playing defensively
matters. I'm oglad we can support those modes,



Twisted Metal 2 had somewhat dark, some-
times violent endings with a cartoonish

art style. Twisted Metal Black was more
realistic, featuring much darker themes and
far more gore. Where will the new Twisted
Metal lie on this spectrum?
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from the original gam
- Ideally th

What about in-game comedy, like shooting

the Kid inte the swimming pool In New York
or running over mimes in Paris? Wil it stay

maore serious in-game as well?
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BCANEZMONTH
ampionship Edition DX

his early days in the arcade parlor, you
Live Arcade and PlayStation Network.

If you think Pac-Man
haven't seen his latest

Cha'r;ﬂ-oml'lpEdlﬂm takes the fantastic gameplay of the classic, layers on the:
smart timed mazes of the first OF, and adds some thrilling improvements of its ovn.
~ Check out details on one of best arcade experiences around on p. 78.
[HE SCORING SYSTEM AWARDS
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andl-shoulders above its competition. falla short as a whole. .EE"L"S' eyt
Very Good. lnnovative, bul parfups not the ight chokes for Pairful. If there ks arytheng that's redesmeng in a game of Sand9.5
8 everyons, This score indicates thas there are many geod 3 ihis caliber, it's buried beneath ageniing gameplry and
lhu!q_pwbarad.bma'?m:tpn | uneven exaction in s leatures or themea | Awarded to games
Borerage. The gams's festures mey worle but are nothing Broken. Basically unplayable. This game is so insufficient .SI[_VER ‘;‘:mj,?‘m
7 thet sven cosasd pligyers haven't soen bafore. A decant 2 in axscution that any valus would be derived in sxtramasly -
e from beginning to end small cuaniies. if at all
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» Concopt

Return to the original video
gamée hero and his hot
new tricks

» L

1P
Customizable visuals le

tyou
choose the Pac-Man look
you remember

Thumping music evokes
the trance-like quality this
game needs

» Play
Pac-Man established the
paradigm of mmple to learn
and tough to master, and that
hasn't changed

» Entert: it

The most exciting Fac-Man
game ever made

» Roplay Value

High

Pac-Man Championship Edition DX

SCORE
588.770

7y wrists will ery Toul, bt this is the mest

sible and fun Pac-han game in the
haracter's long history. Numerous mazes
and modes, completely customizatie s ard
visual exper and several unice fwists
on the lamiliar garmeplay combine to make
thiss installment thrilling. By expanding on the
ExpErie stablished in 2007's Championship
Edition, which was itsall an evolution of the
origing dassic, this new DX version shines as
one of the finest pure arcade expeniences avail-
abde onloday’s consades,

There's nothing wrong wilh the adcdictive for-
mila that made Pac-bMan a household name
i the "B0s. Chamg pellets; flee the ghosts, Eat
a power pallet; chase the ghosts. It was such
a polshed and smple mechanic that develop-
ers have stniggled 1 find worthwhile ways 1o

= acc

o 1-Player Actio
2o November 17 [Kbox 360], November 23 [PlayStation 3) ESREE

mprove the axpananoe in the intervening yoars.
The original Championship Edition finally suc-
ceeded with timed mazes and a more strategic,
shifting playhield. DX adds a lew simple but
game-changing mechzn o the mix. When
Ihose dastardly ghosts gel cose, time slows
down and gives canny players the opporiunity
to change course and keep the action lowing.
‘\When even that fais, a cache of bombs are at
your disposal; thesa blast the chasing speclers
back to ther base, and give you a chance to
ascapa, Findly, dozens of ghosts now train after
ong ancther in a long snake behind you, encour-
aging a carelul route plan through the noreas-
ingly crowded maze, Combined, these lealures
make the game easier to enjoy for new players,
while ofiering expenenced Pac-Man addicts

1he opponnity for ncredible point 1o1als, You

SR
953.800

&
L

¥
a
L]
o

HI'SCORE
S 588.110

Namco Bandai D por Nameo Bandai

haven't ved Lntil you'va tlaken down 40 baddios
in one frenzied power pellet nun.

Lest you lear that all the challenga has gone,
et me ease your mind. Pac-Man DX ascends
to minck-shattering speeds in a hurry, demand-
ng last minds and thumibs bolh. Severd of the
courses ane bult around patterm recognition,
and 1he abiity 1o race the most expedient path
15 ey 1o victory over your friends’ scores. Eight
excalently designed courses each have unigque
challenges attached, from achieving the: highest
ghiost combo 1o numerous time trias, Plus, overy
game mode you play lets you choose the Pac-
Man visuals you like best, rom the stark pike-
lated original 1o moderm-cey 30 affacts. Whathor
on PSN or XBLA, this phenomenal revision of the
classic franchise has video games’ origingl hero
reachy for ancther day in the sun, » Matt §

78 reviews




Nail’ d

F dau ngel

us speed

d of

A worlc

Style 1-Player Racing |12-Player Online of Local] Publisher Deap Silver D

! Techiand Rl 30 ESEB EID+

P

ecent arcade racing tiles like Spiit/

Second, Pure, and Blur have tried to

make racing aboul mona than ust oross-
g the finish ine first, Because of this, I've
admired those games and how they expanded
the lexicon of racing litles, Nai'd is not cne of
those games. Mail'd is not trying to redefine the
traditional racing expenance, but rather fulfil its
orniginal promisa: I you go really fast and make it
to the finish line first, victory is yours. However,
that doesn't mean that Nail'd is any less excit-
g than those other games. In fact, Nail'd
attempls to capture what is fundamental about
e genre in ils own way, laaving he plaver with
a powerfully distiled experance.

Imagine yoll're on a speeder bika from Star
Wars and you're bombing through Yosemite
Park and Greece, You have had 1,000 heart
attacks atter the number of near-misses you've
survived, but your've gotten used Lo fying by
the seat of your panis. Trada out the speeder
bike for an ATV, and you get the picture of what
Nail'd is like. Palish developers Techiand {Call of
Juares) have captured lightning in a bottle with
this game’s sense of speed, and have smartly
posilionad other aspects of the game in senvice
to the glory of higher mph.

The game's racks do an
excellont job of combining sel-
pieca moments, s building
straghtaways, strategicaly
placed gales that give you lurbo 2
boost, and enough twists and Pt
s to koep things vary inter-
esting. My favorites are the racas
that consist of ong long courss
rather than alap formal, simply
because everything you exper-
ence is new from moment to
moment. Although Nail'd doesn't

¥

match the over-the-top craziness of Split/
Second, there were anough bolder avalanches,
hurtling trains, and gisnl swinging sawbiades 1o
keep things deadly and exciling.

Courses are also spiced up by the fact that you
¢an stoer your Dike Lp, down, 1eft, and right while
you're in midair. This doesn't sound fike mudh,
it the wary that this functionality is merged with
the tracks’ design and the overal sense of speed
amplifies the thrills to gravity dalying proportions.
Many of the jumps in the game require some sort
of mid-air adiustment. Choosing where lo go is
olten aleap into the unknown and part of the
Tur, Somietimes you have 1o decida pratty early
on whether you're going 10 pull up for more ar o
ive down to avoid gatting smacked in the face
wilh a tree. Other times there are mulliple routes
arcund a level to choose from, and the game
gives you the eary of deciding while you're
Iy several stonies up in the ain Nai'd's daus-
trophobic, lish oye-like camera complements
the onscreen adrenaline nush, and even though
il can leave you bind occasiondly, there ana
enough environmental dues to steer youin the
right direction - even when you're tuming almost
180 degrees in midar.

Mid-air course eorrections are olten needed for sarvival

Techland's single-minded focus on deliver-
ing a high-spead, thrilling experience comas
al the expense of the game's overall breadih,
The: career mode consists manly of the same
come-in-first race type, punctuated by Stunt
Challenges. These are basically the same as a
nommal raca, only the winner is determined by
wiho can perfomm a limited roster of shunts =
which are nol like ATV vs. MX-stylo tricks, bul
ara simpla feals lke landing on other ridears or
making huge boost pmps. Of coursa, Nail'd is
not supposed 1o be a ick-based lile ke Pure,
but | wish it found a way to augment its speed
rush with more gameplay options and varsty, At
least thera's day-one DLG featuring a Datonalor
mede that requires you 1o perform a boost maove
inorder to gat a bomb off your back. Still, Nai'd
s ot 8 game with great depih,

Creating a fast racing expenience sounds like a
Turichamental reguirement of ary racing titke, bt
Nail'd isn't just a game that blows by low expec-
tations, It's a focused experience that sticks to
a fightt racing ne and capiures e essance of
speed in aflash. » Matthew Kato

7 8 v

PS3 » 360

» Concept

The game’s sole purpose is
to deliver fast-paced, near-
miss thrills

» Graphics

The color palette is vibrant.
The game does a pretty
good job at making sure the
correct environmental cues
pop &s you're blistering down
the track

» Sound

Queens of the Stone Age:
are the lone standouts

in an otherwise

forgettable soundtrack

» Playability

The camera can be
disorientireg and does not
always present the best
viewing angle, but eddly
ensugh this is pan of the
Nail'd experience

» Entertainement

Nail'd isn't the most ambitious
game you'll ever play, but
it captures the excitement
of racing better than some
straight up racing games

» Roplay Value

Moderate

; Steep drops add to the ganse's sense of speed
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PS3 « 360

» Concopt

Fill in the gaps between the
ariginal Tron filim and the
sequel, Tron: Legaocy. through
an all-new story

» Graphics

Sparse and clinical like

the films, with the added
dizadvantage of being ugly

» Sound

The light cycles make a neat
henming sound, but that's
about the only memorable
thing m the audio department
» Playability

The controls are touchy. the
platforming is awtul, and the
levels are uninspired

» Entertainmennt

Thiz game iz why gift receipts
were invented

» Replay Value

Lowr
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Tron: Evolution

| hen it debuted in 1982, Disney's Tron
offered an inoredible glimpse of the
potential power of computer-generated
animation. Decades later, a sequel is hitting
theaters - dongside the inevitable video game
companion. Set batwean the events of the
first movie and its sequel, Tron: Legacy, Tron:
Evolution makes it clear thal soma gaps don't
reed 1o be filed,

Rlayers take on the role of Anon, a digital
evenynan purpesafuly devord of personaity o
other distingushing charactaristics, Ha's a virfual
ermissary of sorts for Kevin Fiynn, Jelt Bridges’
cheractor from the [ims. Evolution assumes that
players have recently seen Tror, offering lithe in
the way of a plot summary of expositony dialog.
If yiour clon't know your ISOs from your Basics,
prepars to ba completely dumblounded by the
story, such thal it is.

Az a bota varsion of the Grid Systern Monitor,
Anon can upgrade his abilities and wield a variety
of different discs in combat. These include bomb
altacks, which cause splash damage and can
bredk open weakened struchures; stasis fields,

\l\ i

which termporarily freeze
enemies; and comuption
discs, which cause debili-
tating damage. There are a
heanciud of dilterent anemy
types, each vdnerable to
different atiacks.

On its surface, combat,
like: everything else n
Tron: Evaolufion, sounds
satisfactory at the least,
Unfortunataly, the exect-
tion s bungled up 1o the
pont where iU's barcly
functional, let alona fun,
Targeling is ematic, particulary when facing
groups of enamies - a frequent event - and
camera issues compound the problem. It's espe-
cially bad when you backlip dose 1o a wall and
he camera freaks out trying to determine whare
Anon went,

In addition to backllipping, Anon has fo fra-
verse the game's world using other acrobalic
means. Wall-runs and mantle jumps are com-
monglace, and navigating hose seclions is
ong of the mone frustrating expenencss e
head inyears, Anon s a toudy fala, prone to
ralling off of ledges and lalling into cblivicn. I'm
all for games with agile characters who can
create exhilarating, fast-paced moments. Tron:
Evolution leans o0 much on the acrobalic
sections, particulary since Anon moves like a
dnurken missde,

Asica from the awlu onelool seclions, somea-
times Anon finds himsell at the ham of a light
cyde or light tark. Where the core game is frus-
trating and twitchy, the vehicular segments are
dull and boring. The light cycdle segments give
pleners an exouse 1o fp down a siraghtaway
and dodge obstades = naver mind those conic

arena battles from the first movie. The tank por-
tions are plodding exercises in creeping ahead
and shooting at the occasional enemy. Both

of thesa dversions st way 100 long, thoaugh
they're a nice change of pace from de-rezzing
biindly off ledges.

Tron: Evolution's multiplayer is a high point.
mostly because it's the only part of the game
that actually leels ke Trorr. Up to 10 players
«can battle in arenas, which make good use of
tha game's weapons and vehicles, Players can
summon ther light cyclas at will with the press
ol abutton, andit's codl 10 jump nilo the ar as
a person and land as a vehicle (3 situation that
never happens in the campaign). Unlike the
campaign, tha light cydes funclion as they did in
the movie, leaving semiscid bands of color that
damage anything that touches them

Trom: Evalution will probaibly have a handiul of
defenders, but | can’t reasonably suggest that
anyone play it. It's a shoddy experience that
ultmately =n't much fun. Tron superfans would
o better srmply watching the movie again and
célling it aday, » Jeff Cork



I\/Iarvel Plnball

MER
Helease December 8 [¥box 360). December 14 (PlayStation 3] ESREE

Styls 1.or 2-Player Action (4-Flayer Onling)
Publisher Zen Studios Developer Zen Studios

miss the pop of the fippers and the real-

ity of that litile siver ball bouncing hap-
hazardly off the bampers, That changed with
Zer's ellorts 10 bring the éxperience back 1o ils
roots. While Zen may not be able to transtorm
My Qamea reom inte an arcade parlor, they've
finally managed to nail whal makes pinball so
miuch fun, The development tearn has made
the most of the Marvel license and aalted a
numiber of awesoma new pinkall tables hat

The Edge

Theugh the two consoles have identical tables,
the play experience iz quite differant on Xbox
360 and PlayStation 3. On Sony’s platform,
Marve] Pinball is a standalonse game. On

Hbox 360, the four Marvel tables fit comfortably
az an expansion into the expanding array of
pinball tables available in Pinball FX2. Since
part of the fun comes from building up scores
and competition across all your tables, it's hard
not to recommend the 360 opfion.

\/ ideo pinball has never been my thing: |

should satishy even
the most skeptical
pinball fans,
Spider-Man, ron
Man, Blade, and
Wobverne each have
a dedicated pinball
taile, andd every 4 H
onge of the four coud absorb a plasrer for endless
howrs of discovery and scone Improvemant. Each
Table bows 10 the stia of the character - Spider-
Man, my personal lavorite of the four, is filed
with soaring ramps and amusing voicecvers.
Walverine has the abiity to rage and fum neary
every shot on the board into a high score jack-
pot. ron Man transforms from Tony Stark nto
his armored alter ego for the most dangerous
missions. Blade lealures a day/night cycle that
complately changes the ted of play. No matter
the table, each hero is matched up against three
or four of ther greatest nemeses, from the Green
Goblin to Whiplash. These unigue missions are
o to rigger and easy to understand, thoughit
wiolitd have been nice i the tables hacl ther own
gimmicks rather than all of tham baing tied 1o

supenllan fights. | dso dom't always like when
onscreen events occur that wouldn't be possible
onared table, like the Goblin's exploding pump-
Kin rmulti-ball. The game is at its Dest when ha
lluesion of tnue pinbal is maintained.

Withoul exception, the four lables are excel-
lenthy designed, and fantastic bal physics make
the game worth repeated play, A metagame ties
the tables togather; your combined score across
&l tables shows the deflinitive leaderboard king
among your friends. Pack in some highly detailed
options for customizing your game experienca,
from table tit alterafions to camera view, and
there's a lot to love. Given this stellar effort, |
can't wail to see how Zen's pinball collection
Continues o expand, » Matt Miller

8.5 7

PS3 » 360

» Concept

Take four of Marvel Comics’
greatest heroes and give
them each a well-designed
pinball table

» Graphies

Excellent comic ant and highly
detailed visual effects make
each table pop with energy
and color

» Sound

The jaunty musical themes
arer't going to blow you
away, but some of the
character voiceovers are fun
» Playability

The bast video pnball physics
ever combine with tght and
responsive flipper controls

» Entertaimment

If you anjoy either pinball or
comle Aperhercss, you cant
fowrong

» Roplay Value

Moderately High

Harry Potter and the Deathly Hallows: Part 1

¢ kids should

scho

Styls 1 or 2-Player Action Pulilisher Elsctronic Ants Develapet EA Bright Light Relosses November 16 EERE T

i the final book of J.K. Rowling's jUggermatit
franchise, Harry strikes out to tail Vademon's
plans, leaving the iconic wizard academiy of
Hogwarts behind, Ths narrative broak from tra-
dlition worles wall in the books, but introduces a
maijor prabilen lor the game version of Dealhly
Hallows, Warndering arcund the school and
nteracting with its students were the primary
redeaming factors in the last two entries, which
raes the question: Can a Hary Poller game
be fun without Hogwarls? Apparently not.

Instesd of explorng hi castie grounds and
going 1o class, Harry is shuffled from one
tedious shootout to the nesd, flinging spells
at Death Eaters in nuins and
forests. | don't mind that the
old free-roaming gameplay
i gone, Whal Bolbers me
is the third-parson shooting
mechanics that replace it are
staggerngly horrible,

Harry is confronted with &
constant stream of moronic bad
quys, who he dispatches by
shooting various spells that all
o pretty much 1he same thing,
I tha gamae worked, you'd be
switching spells on the fy, sira-
tegically confusing or paralyzing

ona enamy while blasting the naxt, In reality,
changng spedls slows the action 1o a aawl since
you need to bring up the weapon whesl every
COUpe seoonds, so you're batter off sticking with
ona or two spells for antire encounters. Even
Than, the complete lack of variety n enermies and
tactics makos every hght a bore,

Things would be bad enough it Harry just
had to contend with dark wizards, bul stealth
SECUENCES give youl 8 whole new reason 10 hate
Deathly Hallows. Despite the fact that you own
and use aninvisitaily coak, Harry can’l seem
lo stay hidden o save his life. Your novitable
detection doesn’t necessariy mean game over,

bt it sy triggers a firefight against neary
nsumountable odds, You can st die, Iry agan,
and sowty give in to the dull hopelessness of
Daathly Hallows,

The Harry Potter games were gatting balter.
By locusing on the simple jovs of explonng
Hogwarts and casting spells, EA dmost came
within reach of making its last two enfries
entertaining. With Deathly Hallows, Harry
regretiuly relurns 10 his reots by offering atro-
cious gameplay that no fan could enjoy. Like a
Cuickditch phayer Talling from a broomstick mid-
match, this installment loses al forward momen-
tum and goes plummeating toward a faceplant at
lop speed. » Joe Juba

The Edge

Even theugh the 360 version has exclusve
Kinect challenges, they're just timed rail-shoot-
ing sequences that bazely work. If you must buy
Deathly Hallows, both versions are aqually bad,
50 feel free 1o pick your poison. EA would ot
send us an early copy of the Wii version, 5o we
will evaluate it after release and provide a sepa-
rate review if necessary. Otherwise, consider this
our defimitive review.

9.9 7/

PS3 = 360

» Concept
Watch Harry floundar and

fail without the charm of
Hogwarts to protect him

» Graphics

The main character models
lock like their corresponding
actors, but a lack of enemy
vesiety means that you're
blasting the exact same punks
over and over again

B Sound

Expact to hear lots of shouting
of ridiculous speil names

» Playability

Nothing works well, from the
camera to the cover system.
Ewven switching spells is

a pain

» Entertainment

All enjoyment is buried under
a suffocating mess of poor
controls and tedious combat

¥ Roplay Value
Moderately Low
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PS3 * 360 * Wii
PC * Mac

» Concept

Constnuct contraptions to
solve challanges in an amay
of themed worlds

¥ Graphies

Simple, stylized, and one of
Create’s only strong suils

» Somnd

Folksy guitar funes and
carmval music may be
contextually appropriate,
but that deesn't make
them enjoyable

» Flayability

Controls are iffy and the

UI is invasive, making it
difficult to appredate the
creative axperisnce

» Entertainment
Inherently flawed, Create
ismi"t engaging enough for
adultz or intuitive enough for
children

» Raplay Value
Low

Create

In need of some inspiration

Styls {~Player Puzzle Publisher Electronic Arts
Dawlmr B.I\ Engha‘ l.mht .rmm.zn llmrarmbsl 16 L'SRB E

ame Create as a sandbox 1o imaging-
tion and tootset for ingenuity, | often felt
unnspired and oulnight frustrated while playing.
Given that LitilieBigPlanet nearly perfected this
type of experience already, my largest quaims
are not conceptual, but mechanical,

Most of the puzae challenges are sobved
through repelition rather than rescurcefulness.
These bouts of trid and eror require you to
set up scenarnos and tweak contraptions until
the stars ahgn and you fullil a bizame comple-

\/v hila EA Bright Light positioned its puzzle

tion dlausa. In one
instance, | spent a hall
o slowly reposition-
ing a ball so hat it
woLld hit & toaster with
just enough force to
vault some burmnt bread at the perfect trajectory
1o land on a plate atop an n-mofion vehicle.
‘White The physics are realistic and mpressive,
solving each puzzle s often a happy accident
rather than a show of skill, a lactor compaounded
by poor contrals. | attempted nearty &l the chal-
lenges usng both Sony's
Maove and a standard con-
trodler, anc nailhar provided
me with the precision
neaded 0 make minule
rmanipuations to a ramp's
positicning or the angle of
a fan. While using Move,
| frequenty found mysell
Twisting my wiist al annoy-
g angles 1o rolate and
scale objects as needed.
The gameplay experi-
ence is 50 marred by
load times and an
nvase user nlerlace.

Objective boxes dmn obscure the buid area you
nead 1o access inorder to solve a chalenge, |
Also found mysell referencing the manual repeal-
edy, inang to remember a path through unintui-
tive menus in order to access sky stickers, paint
patterns. wirk] objects, and mone,

Compheting challenges rewands you with
urlackable items like wall clocks and lamps,
whiich you can usa to decorate the background
of each unigue chalenge world, EA provides little
incentive 1o adom your stage, however, as tha
system of decorating simply feeds back into the
other non-compsling mechanics.

I identily mysell as a right-bramn thinkor, but
nstead of being irsprred by EA Create, | felt
my creativity restricted by flawed controls and
frustrating challenges. If pushed and polished,
Creale could have been a rewarding experience.
Instead, it feels like EA Bright Light nesded some
inspiration of its own. » Meagan Marie

7 4.5

PS3 = 360

» Concopt

Take the Twisted Matal car
corbat concept and add zombies
¥ Graphics

We've seen worse this
generation, but Blood Dmive sull
leoks like a budget title

» Sound

The music is generic and the
voice acting is grating, but

the classical music that plays
during the pause menu is
ineredibly amusing

n Playability

The contrels are too siippery

1o be acourate, but there are

20 many zombies scattered
acToss the field that it almost
doesn't matter

% Entertainment

I yeu enjoy throwing your
‘hands up in frustration after
spinning out of contrel and
suffering a cheap death, then
Blood Drive could be your game
of the year

» Replay Value
Low

82 reviews

Blood Dnve

You'll de okie ¢

after put

iNg up with this b drive

Style 1-Player Action/Racing [4-Playsr Online] Publishes Activision Developer Sidhs Relasse November 2 ESREM

merica can't get past
A ils zombie obsession.

We have more zombie
movies, TV shows, and video
games than ever bafora = wa
zombified versions of action
figures, superhero comics,
arnd Jane Austin novels. And
now wa have Blood Driva,
a zombified Twisted Metal
rip-off. Whila running over
hordes of undead in cars
built to shred steed and bone
'l a larnible pramise, this
killar car combat title is as
fun to drive a5 a classic car
thal’s been trashed by years
of neglect.

After the zombie apocalypse, the Vegas-

fice town of Las Ruletas plays home 1o a car
combat reaity show starming a group of mentally
disturbed caricalures so out-ol-this-world that
they'd be out of place on a WWE pay-per-view
event. These Blood Drive toumaments are:
vehicular glackalorial malches where contestants
battle each olher across obstacle courses litlered
with the undead. The tone is playful, and the
aubject matter & ripe for comic mischiel, bul the
story s superficial at best and we're given fitle

oontext for each event. Since there really is no
slory end the sngle-player gamea only consists

of timed challenges and tournaments with Al
racers, the oflling experence s nearly the same
as what you'll find online (good luck inding online
opponents, by the way).

Blood Drive has a midura of challenges: explo-
sive desiruction derbies, checkpoint races, and
score competitions that require you fo run over
the mosl zombies. However, They begin to Teal
repatitive alter a few hours. The gama's mix of

weapons i unbalanced, but the
bigger protiom is how those
Frankenstein vehicles control.
Most of the cars take comers
about as wall as a shambiing
corpse, and the smaller, more
agile vehicles have trouble
standing up to the more tank-
like trucks. You need to be able
to absorb a lot of damage,
Decase you won't be dishing
out too much of it. Aiming — or
SVEN driving in a straight line - is
often a challanga. I you hit 5o
much as a pebble, your car
ens up jerking ofl-course,
Bigger collisions can send you
floating into the ar for several
seconds, making you an easy target for the
hawkeyad Al

Arwmamng for a quick car combat fix
belore next year's Twisted Metd might be able
to waste a few hours on this title, but thay
won't be whally enjoyable hours. Since you
can't save in the midde of a tournament, and
some of the later cups last a couple hours, the
game eventually tests your endurance. I'd rather
gve Bone memow than sit through this Blood
Drive again. » Ben Reeves
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» Concopt

Explote the island of Lemuna
with the help of adorable
cubs in a variety of fun
challenges

¥ Graphics

‘The lush and gorgeous
island environments mesh
perfectly with the realistic
and detailed cubs. They're
absolutely predous

» Sound

Everything from the
whimsical soundtrack to the
‘warm purting of the cubs will
induce a smile

¥ Playability

Players of all ages can
participate in the different
minigames

» Entertainmont
Enjoyable for kids and
adults alike

» Replay Value
High

84 reviews

Kinectimals

A v melesea bl
An adorabl

Drive the Car
Drive forward for 5
seconds.

Timer

0:00.0

> adventure with a surprising amount of de

Style 1 to 4-Player Simulation Publisher Microsoff Game Studios Doveloper Frontier Developments Relaase November 4 ESRE E

a precious litthe girl took center stage 1o
show off Kinectimals for the first time, The
girl and her baby tiger, Skittles, showcased
Ihe depth of Kinect's nleraclivily, as he cub
responded to her every word and command.
Though we scoffed at the ridiculous name
ariel brushed it off &s just another pat sim,
Kinectimals proves 1o be far more than just an
adorable, hery face. Fronfier Developments has
delivered an entertaining and lengthy adventura
with a surprising amount of depth. Also, it's
really, realy cute.
Kineclimes 1olls the story {yas, il has a
story) of a kind and gentle pirate in search of
a fantastic treasure. While living on the island
of Lermuna, he recruited a few native cubs to

ﬁ t Microsoft's 2010 E3 press conlarence,

Change Double Sofa >

heip find fragments of a treasure map tolead
him to his fortune, He never found the trea-
sure, ard now ils up 1o you 1o ermbark on this
quest with a variety of cubs to eam discovery
points, complete challenges, and open new
parts of the land to explore. As opposed to a
series of stafic mini-games, Kineclimals plays
oul like an early moming kid's show, lealuring
a cute realure named Bumble and gorgeous
cinemalic presentation.

Each of the 30-plus challenges makes excel-
lant usa of the Kinect technology. You can feed,
wash, and pet the cub with a few simple hand
Swipes. Playing games Tke volleyball or soccer
with your pet or teaching it tricks also shows off
the impressive gesture and voice recognifion
capabiities, The game amost always accik
ratedy recognized my
cormmands, hough
there were a few
minor hicoups with

:
.

gestura-basad cat training. Thasa activitios will
aarm players a few discovery points, but the
st entarlaining way 1o progress is through
he: challenges.

When moving 1o new areas, Kinectimas pres-
ents a minigarmsa challange for you to complate
for a high score. Race an RC car around an
absiacle-liled rack, kick soceer Dalls 1o knodk
down different objects, shoot targets with a
waler gun - the fist goes on. Though some aof the
challenges are repetitive, later challenges lake
familiar mechanics and ramp up the difficuity and
complaxity to keep things fresh.

With around 20 hours of gameplay, Kineclimeals
offers planty to do. You can play with your cub,
shop for new items, decorate your house with
Irinkets found on your adveniure, complate
challenges, have friends join in to beal your high
SCOores, and mone. It you're looking tor a rich
gameplay expenence jam packed with adorable
creatures, lookno further. » Annette Gonzalez

i

The more the armals play the dutier they get. Keap them clean




Style 1te 4-Player Sports [4-Player Online) Publishatr Mictosalt Game
Studios Develope: Rare Reloase November 4 ESEE E 10+

inect Sporis isn't the first game to bite VWi
K Sporls’ style, bul it's one of the lew 1o best

have younm in place
with the latler throwing

87

W noept
it in exacution. All of the sports hera contral in jumps. While the javelin toss indudes running without a real paddle to hold, but it works just Mal:k?ﬂ;l;mwﬁ sequivalent of

naturally and ntuitively with very lew duds nthe  belore the throw, the disous event doesn'l allow line. Insingle-player you can even strale from Wii Sports
mix, The collaction features a variety of straight — you 1o spin arouncd before you throw, This is side 1o side 1o get the best angle on the ball. » Graphics
sports replicalions and a few fun minigame probably for the best since dezy players would Versus mode gets a litle crowded, but | man- A dlean cartoony
twists as well. be plowing into their coffee tables. Long ump aned not to smack anyone in the head so far. vibe permeates the

Soccer & the most complicated event and warks a5 one would expect, so get your Van Ackfiional mingames that take a sngle aspect  whele expenence
probably the weakest. Your on-licd player Halen spiit ump readly, Playing theough this sec-  of a sport 1o an extrems round out the colection. |, gauma
doesn't run at all. They just stand stil and try to lion made me long lor onine leaderboards similar | had a blast throwing an endless series ol oWk Surprising licensed nnes
pass o the next eammate withoul letling the 1 thosa in Pnball FX2 whane you're constanily ing balls at regeneraling pins o blocking a bar- trom Beach Boys to Lady Gaga
ball get blocked, Shots on godl (andblocking as taunted by your friends” scores. rage of soceer bals, If you've got a big group of appedar a5 bumper music
the goalia) are the best part since the bal seems Boxing racks your amm movaments pratty wel peopia 10 play with, you can check out arandom Flayability
10 go whese you want it and lencks ilsell 10 some strateqy. If someone st assortment of these in quick succession within All of the vasious games work

Bowling is even easier to grasp hene than in llsils wildly, it's not tough to block and counter. Party Mode. This 1s the best way to play local ke they'te supposed to for
Wi Sports since you don't have 1o worry aboul You also gel bonus power added 1o your next rulliplayer snce you're dong alol more playing  the most part

releasing the ball. You simply reach oult, grab
aball, and toss it. You can even strafe side to

punch every time you block a hit. Opponents get
blown back a little after a big hit, so you can't just

without having 1o navigate a bunch of manus.
Thera isn't much of a career for single-player

» Entertainment

A great accessible way 1o

side to line up your shot and put spinon thebal  combo endiessly until they fall down. fans outside of a basic leveling system. You'll get  show off the new Kinect
with & twist of your amm. Up to four players can Volleyball was the biggest surprise for me. experience every time you play under your profile  hardware to your fnends
take turns bowling, and it's really nice not having Burmping, setting, and spking works very wel, and earn a new badge and avatar awards every » Replay
16 pass around a remola. My Tavonte ick is 1o and the automel overmenl always soems 10 lewvieds. That's about all e s Lol Moderate

throw the ball like a shot-put and take a huge
divot out of the nice cean lane.

Track and field blerds ve diferent events into
one long tournament. Sprinting and hurdles both

to put you nthe right place. IS especsaly fun
T co-op with anather player and Set up Super
spikes against the computer-controlied Leam.

| thought table tennis would be a little strange

In the and., il you're kooking for a way to
show oll your new Kinec, ths provides a
greal complement 1o the pack-in tille, Kinect
Adventures, » Bryan Vore

Kinect Adventures

Delivering a solid launch experience

W&

Styls | or 2-Player Party Publisher Mictoscft Game Swudios
Developar Good Science Studios Releass November 4 ESEE E

nect Adventures is exactly the kind of all- understand. You
» Concept n, jump around experience that Microsoft stand at the end
Get a taste of what Kinect can must have envisioned for its Kinect periph- o a boxad-in
do through a series of fast-  eral. The game irwites players to push the fumi-  haltway and have
Ppaced mirgames e ot of the way, take off their serious gamer  to destroy boxes
# Geaphics  hats, and simply heve a good fime. As a pack-n and targets by
Everything is bright, cdear,  fitle, it does a brilliant job of demonstraling what  sanving a rubber
and cartoony. Avstarshave g tach can do. playground ball toward the objects. The ball after each round your're freated with stil images
oo tendeney to fleak AWl As with ather Kinecttitles, youlll neod to cloar  bounces around the endosure and retums, and  of yoursall umping, squaiing, end gonerally
gestures, however oLt & lithe spaca before you start this ane up. voul have 10 swal the ball back using your hands,  looking ke a goofball. Tha gimmack works
2 More specifically, the game scans your playing head, and legs to keep it nplay. River Rush and  well in the roller-coaster world, and it's just as
> " Sound  geag balore starting, determining if you have an Reflex Ricige are similer, putting you on plationms effective here,
IV Largely forgetiavle. thoueh  optimel space or one thats merely good. s an  and having you either work 1o greb cbjects (n By now, most of Us have played games thal
i 933'“ andjmping  MPOrtent distinction, since the latler restricts River Rush's case) or avoid getling pummeled by use glorilied webcams, bul they lack the preci-
youl 1o the single-player mode. Since somuch of  them (in Rellex Ridge) by jumping and ducking.  sion and hidality that Kineet offers. Baing able
. B Playability  inact Adventure's suocess rides on the frantic In Space Pop, you have 1o fleat around in Zero o move anound precisely n 30 space in Space
et Mg”ﬂ:‘t’:;;%" multiplayer, its worth taking whatever steps are granity to pop bubbles. Finally, 20,000 Leaks Pop o 20,000 Leaks is incredible, and it speaks
wrl rwacact icidy becoms  "MECESSAY 10 Make enough room. throws you in a glass undersea box in which 1o the hardware's potential. Avatar implernenta-
‘sacond natire Once you're in the game, you canplayone of  you must move to fill inlesks and caracks with fion isn't flawless, on the other hand, as the
» Erlortairanent V8 MEINMirkgames in a standalone free-play your body. characters have a tendency to frealc out when
There's sohsthing cocd b moda or in a seres of events called adveniures I's rermarkable how well everything seems o you move your anmes behind your haad.
playing amue witheuta (ahal). Five might not sound ke a particularly work, and after a while you take the controller- Kinect Adveniures is a perlect game for in
controller, but whether or mot  large number — and S nol - bul there are Iree expenence for granted. Al first, playing River  and oul party-type play, but as the acven-
there's encugh meat inhereto  EnoUgh subtie vanialions of eadh game type to Rush co-op was an exercise in near colisions tures become longer they can gel ledious ard
keep players going after the gee-  keep things from growing stale mmedialdly. and unintentional pratialis. After a few rounds, exhausting —particularly Rellex Ridge's sadistic

‘whiz factor wears off is debatable

» Replay Valne
Moderately High

Rallyball was one of the earliest mplamenta-
lions of Kinect shown to the public, and for good
reason, I's conceplually simple and easy o

my teammate and | wara abla to navigate
through the rapids with ease, leaning and ump-
ing in fandem. As with a lot of Kinect games,

“squal, jump, sidestep, repeal” gameplay. That
said, Kinect Adventures is sure 10 be a family hit
a5 pecple gather lor the holidays, » Jeff Cork
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» Concopt

Racing without the fuss of
brakang of accelerating. ..o
strategizing

» Graphics

The environments are
reminiscent of an old Road
Runner cartoan. I should also
point out that avatars don't
use seathelts

» Sound
Generic beats and mundane
vehicle sounds

# Playability

Does a great job of reading
basic movements, but

not having the optisn to
change speeds removes a
fundamental aspect of racing
% Entertalmment

Loaded with content, but the
thrill doesn’t match what a
controller-based racer can
give you

» Replay Value

Moderately High

Second Opinion 6.8
Joy Ride started as a
raditional Xbox Live Arcade
garme, and it probably should
have stayed that way. The
steering weorks pretty well
once you get past the odd
feeling of ¢ripping an imagi-
nary wheel, but | missed not
having cordrel over braling
and accelerating. In that
way. it feels a lot like Tony
Hawk’s Downhill Jam, which
15 not a compliment. The
sloppy contrals make the
game more difficult at times
than it might otherwise be.
Blow a turn in the middle

of & drift by leardng too

far or not far enough, and
you'll careen around track
barriers like a pinball. When
Kineet inexplicably fails to
read your gestures duning an
airborme stunt section, you'll
=ail through the air doing
nothing. Racing garmes, from
Sims 1o KATt TACHIS, Iequire &
degree of predsion to be fun
Joy Ride is simply lacking on
that front. = Jefi Cork

85 reviews

Joy Ride

close approximation of .r._.\_,”‘lﬂ

Style | to 4-Player Racing [8-Flayer Cnline) Pabilisher Microsoft Game Smdios Developer Big Park Release November 4 ESREE

gaming is possible, but it hasn't shown

us that controller-free gaming is possible
with established genres ke FPS or racing. Yes,
froim a concaptual standpont, Big Park’s Joy
Ride s a racing game. It offers cars, tracks,
and sophisticated driving maneuyvers like drifts
and boosts. What it doesn’l oller are tha basics
of racing. As the manual points out: “Tum the
wheed to steer. Don't worry about acoelerating
or braking = the garmne handies those for you."

Without the ability to adpust your speed, tha
sensation of contralling your car s never lully
redized, Sure, iUs amazing 1hal Kinecl can red-
ognize you are holding an invisible steering wheel
andd can pick up the subtiest movernents of your
hands. Leaning inlo a Wem to apply a arift works
without fal, Twisting your hands o lowearing
Them o rodale your car &S il soars through the air
& a greal way 1o perform iricks. The unclionality
is sound, and from the perspeciive of the player
being the controllen, largely entertaning.

Even at Joy Ride’s highest peak of excite-
ment, | found mysalf thinking that this experi-
enca woukd be so much better with a confrolar,
Unless you memorize every turm and straight-
away, you're bound to run nto moments where
you'll want to pepper the brake to ease nto a
comer of let off the gas to glide nto a shortoul.
These moves are racing 101, and every gamer
or person who has driven a car instintually
uses themn. Without these aclions incorporated
nto Joy Ride's gameplay, you have 1o ive with
bauncing ol of walls or Tying past that shorleul,
‘While the car cruises at a sat spead, | never falt
like: it was jLst being pulled through the course; |

K inect has proven that contraler-lres

spun out on turns, and aso slammed nto walls
headiong, Dringing ma to a complete stop.

| got a kick out of holding Lp items 0 my room
50 that the game could duplicate the color of
said object onmy car, but the need 10 swilch
cars naver arose, Since speed 't a factor, al of
the cars accalarate and cruse at the same valoc-
ity. A crappy ico cream truck has just as much
horsepower &5 & sports car. The long load times
and extensive menu navigation required before
each race compounded my lack of desire o
enter the vehide salection menL.

Joy Ride affers plenty of depth in its seven
modes. In a similar vein to Rock Band's
approach to unlocking venuwes, new tracks for
sach mode type ane eamed through the number
of lans you being in. Your performance on the
track dictates how marry fans join you after each
avenl, With an average race nefing arcund 160
fans, ardd unlocks coming in the tens of hou-
sarkis, you'll definitely get bang for your buck.

While: | begrudgingly playecd the three Dasic
racing events (pro race, battle race, and Xbox
Live race), and thought about knocking myself
out so | dicn't have 1o play the trick events (al
you do is pose yoursall in hilarious ways as your
car soars though the douds), | it Lp every time
the game presented a new siunt, smash, or dash
event. All lhree of these events require pedal-
to-the-metal speeds. Stunt is comparable to
the trick park in the Nintendo 64 San Francisco
Rush games, whera you must laundh off of
ramps and strng togelher as many tcks as you
can 1o eam a high score ard madal. The stunt
events sucoassiully plant that addictive *l can
do batter” hook, yet dor't offer much varnation

in coursa dasign. Should Big Park decide to
make a secpel, | wouldn't mind an entire game
of slunt events.

The smash event ermbraces high-speed drift-
Ng, and ends up being lun even haough | gpent
mast of my time n the car viewing tha screen
sideways snee a greal parformance requires that
yoln hold your drill (by leaning 1o e side) for as
long as you can. As you drift, you must knodk
ower hundreds of wooden characters to up your
scorng muttiphier.

If you want racing broken down to the absolute
basics of just Mipping your wrist 1o make your car
autormatically hop o the naxt lans, dash moda
i fun and suprisingly intensa. With obstacles
litteredt on a straight track, it can be comparable
1o the Death Star run in a Star Wars game. The
faster you get to the finish, the higher your score.

Maintaining spead B everything in Joy Ride,
bt finishing the raca in frst place doesay't mean
that you will eamn a gold medal, Medals are only
awardad il you beat tha bast time, which | found
1o be defeating, Placing is challenge enough, tut
unlocking gold medals requires extensive playing,
memorizing shorcuts and boost zones, and not
ITHISSING U Once.

In the right modes, Joy Ride pumps out
axciternent. In the less desirable avenues of
play, it only brings frustration due 1o ils inability
o deliver a full wiﬁoqan'herﬂrngemm
A close approximaltion of racing in a marked
loaded with greal racing experiences ke
Burnout, Praject Gotharn, and Forza just doesn't
aut il. » Andrew Reinex



lomila's visuals will draw COMPansons 1o
LittleBigPlanat - like that dassic platformer,
the: main characters are adorable blobs that
instanily charm the player. That's where the
compansons end. lomio i an action/puzze
game = one brilliant in design and fiendish
enough that, on the night of my second day of
paying, | actually dreamt about it. That's a tes-
tarnent to its addictiveness, espedally consider-
ing the other garmes | can recall sesing Inmy
sleep are Telris and Rock Band.

The sat-up is smple, Both characters (llo and
Milo) are placed on different cubes in a three-
dimensional world. You goal is 1o reunite the two
by getling them to adiacent blocks, at which
paoint they do an adorabla happy dance. While
the concapt s sinmpla (ke every great puzzle
gamc) negoliating he perspective-twisting levels
s a complex task, You're not given much 1o
work with, just a small number of blocks that you
can pick up and place in gaps on he boards,
Some are st blocks used only for filling in a
gap. Others have special abilities, like expanding
1o fill three-block gaps, moving up and down
lier an elevator, or twisting on an axs to alow
youl to step off on anather plane. A number of
obstacles also exist, like sock creatures that grab
and spit out the block you were camying, spring
plates that send you fiying to another block, or
craatures that pop oul like a jadk-in-the-box to
block your path. From here, evendhing is in your
hands (and head). Switching off control between
Bo and Milo, you'll slowly work your way logethor
by making the cofrect movas and placements
10 reunite the duo. This dfficully is not extrenes,
Bt by the end youdll Tind sarious challonge, aven
frustration &s you try to wrap your head around

There are some brain-hendmg shafts in paspective

rous

puncn

Style 1 or 2-Player Action/Puzzle Publisher Microsolt Game Studios
Developer Southend Interactive Ralease January 4 ESRBE

solutions thal often reguire thinking in three

or four different planes at once. For example,
placing an davator block going “up” on one
Plana rmight work as a ferry for a character on
perpendicular plana. In forcing you to challenge
your assumptions and think beyond the obyi-
ous, llomilo reaches a level of sophistication that
belies its cute extarior.

In many ways, llomio recalls Valve's classic
Portal. Both games present everything you need
to solve the puzze onscreen — it's just a matter of
teasing out the line of logic. Both give you a very
smple and limited set of ools and nules, then
recjire you to apply them in the comact manner
Ty Tallowing "it'then” logic,

Whils Southend's concepls and level dosigns
are nearly lawless, | have a couple of complaints.

One, the camera syslem i somelimes problem-
afic — | often felt like | was switching between two
unsatistactony viewpoints. This is especialy true
on he expansive later lovals, where you need 1o
gat an accurate view of the area. While llomio is
well suited to co-op play = if only 1o have some-
one to bounce ideas off of - | wish there was the
option to have a Iriend drop info your existing
carear, As il stands, you have 1o start over from
the first level for co-op. Also, while the furmn-
based co-op works fine, | think an online mode
that allows both players to move concurmently
would be a great addition o a possible saquel.

Siill, thess are minor quibbles. The overall
axparience of playing lemio is absohutely acdict-
ing; i's as mudch fun as 've had with a puezs
game in ages. » Matt Helgeson

8.15 7

» Concept

Reurute twe cute cntters ena
3D playfield made of hlocks,
Sounds easy. right® Wrong!
» Graphics

You might be forgiven

for locking for the Media
Malecule label on this game.
Sackboy resemblance aside,
the visuals are vibrant

and charming

» Sound

A whimsical and tuneful score
fits right in with the game’s
overall vibe

» Playability

I hawve some problems with
the camera and the feel of the
controls, but the puzzles are
finely tuned

» Entertainment

As good a puzzler as you'll
play this year. Hats off to
Southend Iteractive

» Replay Value
Moderate
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# Concept

Build a few towns and
collect resources in this
relaxed city-bullder

» Graphics

No mind-blowing spectacle
here — just simple, cartoony
wvisuals doing their job

» Sound

1 found miyself himming the
pleazant background music
to myself, though it could use
mnore varety

» Playability

I 1an into some slowdown and
jeiky animations in espedially
crowdad areas, but otherwise
the game controls and
performs well

» Entertainment
Alow-pressure way 1o
expenience the joy of creating
a thriving avilzation

» Replay

Moderately High

W Local co-op adds more fun and less hassle to the multiplayer

88 reviews

A World Of
Keflings

Ninja Bee’s ¢
on a solid foundation

sequel builds

Style | o1 2-Player Simulation (4-Flayer Online)
Publisher Ninja Bee Daveloper Ninja Bee
Reloase December 22 ESRE E1O+

Kingdom for Keflings surprised me whean it

released n 2008, What | thought was merely a

girmmick (o showcase Xbox Live's siupid avalars
tuned cut to be a charming simulation that addicted
me nstantly with a laid back approach to bulding a
bustling city. A Waorld of Keflings, the sequel to Ninja
Bee's downloadable sensafion, keeps everything | loved
abrout the oniginal, but twaaks 1o the gamaplay make it
even betler,

All of the fun of Kingdom for Kefings is stil ntact. | love
the process of ordering my kelfings 10 collec! resources,
then streamiining and refining producticn. When things
qet rolling, A World of Kellings corwveys the same joy of
constnucting a well-oied maching, augmented by new
blueprnts and three separate areas 1o stip-mine and
harvest to deplation,

Ninja Bea has addressed practicaly every complaint
from the previous title, and the experience flows much
batter becausa of it. You no longer nead to backirack
constantly to buid stnuclures thanks fo a cadre of
devoled flunkies carmying componants right to you (they'll
even erect some buldngs themselves). If you don't ke
whera a structurs ends up, vou can just push it 1o a new
lecation without having 1o brealk down and reassemible it

Towering over the olher mprovements is the presence
of loca oo-op, which was missing ha last time around,
MNow you and your friend (or your kid) can sit on the same
couch and go through the entire game together - a pro-
cess made even easier with the spit-soreen and drop-in
features, The game SUpROrs Up to four players over Xbox
Livia, It playing with mone peopie in either muliplayer
mode doesn't really change your approach. It just more
fun than plowing through the linear campaign solo.

Though optimizing your supply lines and customizing
your buildings is safisfying, the process ends up being
too shallow o COITpB‘tE with the giants in the city-buiding
ganre. Adcitional layers
of willage governance,
branching development
palhs, o alree-play sand-
box mode would have:
been great additions and
given the simple formuia
more depth, However, A
Workd of Keflings stil suc-
coods al berg a unique
and accessible simulation
that serves as an exod-
lent first step nto a larger
world. » Joe Juba

L 101,260
' ﬂ i

T 9

PC * Mac

» Concept

Match some gems 1o make
them disappear. A variety of
modes stretch this mechanic
to its limit

w Graphics

Simple, crisp, and clean - it's
a PopCap game, after all

» Sound

Audio has always been

a reliable utility player in
Bajeweled, but Bejeweled 3's
excellent sound design is the
best in the series

# Playability

Experts can mouss away until
their deskrops smoke with
nary a hitch

¥ Entertainmant

Whether you're a casual
player locking to relax or a
twitchy expert ready to blast
your way to the high-score
table, there's something for
everyone here

»® Replay Value
High

Bejeweled 3

PopCap takes its flagship series in
unexpected new directions

gme cformer Style 1« Puzzle
E‘E'A’\AE L MIONTH mblla?t::s Pap&pmnﬁmas
et Davelopar PopCap Games
EEDLE[ Relsase December TESRE E

years. Inless than a decade it's gone from a tiny

Flash garme 1o somelhing you can play on mobile
phonss, consoles, and even the backs of ailine seats.
Thiera's a geod reason for its succass, too. Bejmwalad
offers a concept tantalizingly simple to understand -
match three similarly colored gems 1o remaove them
Trorm a shilting playtiald - vet impossiste 1o truly master,

With the: first lull-ledged sequed in more than six years,
PopCap has taken the core concept and stretched it to
its fimits, Rather than simply offer ightly prettier gems
{which Bejeweled 3 does), the latest nstaliment adds a
varigty of clever riffs on the fommula that change the expe-
fience in substantia ways.

Theare are eight main modes, a few of which are
holdovers from previous versions. Classic i the varilla
Bejeweled you eilher love or don't; Lighining is essentially
Blitz from Bejaweled Twist, which offers a race against the
clock; and Zen is alot like the no-pressure endess mode,
with the addition of oplional relaxation cues buil in.

Of the new games, | enjoyed Butterfies and Diamond
Mine the most. Once you get past Butterfiy's cutesy
narmea ard prasantation, you'll find a challanging game
n which winged gems inch their way 1o the top of the
Soreen aller each tum, I one creeps 1o The spider al
thie 1o of the scroen before i's removad, the game &
over, Diamond kine has you blasting your way down
by maiching gems. You have to chip away all the carlh
beneath a white ine before the timer counts down. As a
longtime Bejewded player, | lied how quickly these two
mockes play and how challenging ey can become, If you
don't plan ahead n either game, your'll find yoursell over-
nnn no time.

| wasn't as fond of the other two main altractions,
Poker and lce Storm, though | can see their apped.
Matching gems fo create winning hands is a clever idea,
Bt it it kesepy mie inferested for long. lee Stomi's
rising pillars of ice create tension, but I'd rather stick to
Lightring i | want a hectic game. Ques! offers a nice
tesr of all he modes, ghing plavers a reason 1o sample
each of them by providing challenges. Most decent play-
ars will tear through Quest in an hour or so, but it's a fun
fima - and | beat several of the challenges by the skin of
my teealh,

Il Bejewaled has becoms part of your evening ritlud,
Bejowdled 3 deserves a prominent spot in tha rmota-
tion. Core gamers may scoff at the idea of playing
somathing so simpte, but they'd be mssing out by
not giving it a shot. Sure, it's pretty, but it's also one of
the purest, most addicting — and, yes, chalenging -
games around., » Jeff Cork

B ejeweled has become nearly ubicuitous over the



Sonic Colors

i
SONIG (

Game Art
Bachalor's Degrea Program
Campus & Online

Game Development
Bachelor's Degree Program
Campus

Game Design
Master’s Degras Program
Campus

Bachalor's Degree Program
Onlifne

‘Somatimes the anount rsmmm

makes il easy 10 lose ack of Sonic
{/
Style | or 2-Player Flatforming Pablisher Sega Developer Sonit Team
Release Noverber 16 ESEE E %

ario blew gamers’ minds when rill, rocket, or ricocheting laser resulls n i Conou

he blasted to space in 2007's the most enjoyable action I've played in mmcm!:” Marie by

sublme Super Mario Galaxy. 4 console Sonc game in years, but the going into the galaxy and
Now Sonic is taking his platiorming wall-clinging buzzsaw and frenzied ber- frying on some ability-
antics o the stars with Sonic Colors, but  serker powers condrol ke you're holding  altering power-ups
unlike Nintendo's plumber, this hedge- he nunchuk upside-down. Handing the » Graphics
hog is stuck floating in a gaping void hedgehog becomes aven mare frustrating Myriad locations show off

of mediocrity.
Thirs fime, Dr. Eggman has bl a gigan-
tic galactic theme park he's using to cap-

whean you combine his floaty physics with
precious, life-gving rings that disappear
unreasonably last after getting hit.

some of the most vibram and
beautiful graphics the Wii has
to offer

Campus Degrees

Online Degrees

ture colorful siens called wisps. IF's up lo Sonic Colors is plagued by uneven dif- » Sounmd Master's Master’s

Sonic and Tais to free these critters while  ficulty. Al its best you'll be blasting acress  The orchestral tunes sound Enterta W Business Creative Writing

cracking sall-aware jokes that poke funat  water and dismantling ggantic starships. like good Super Mare Galaxy F Game Design Education Media

e senies’ absurdity, Sonic Colors Sports ALNS worst vou'll be repaatedy laling into Bp-offs and the veice acting is Bachslor’ Design &Technology
improved from previous titles Ao, Entertainment Business

e witliest writing |'ve ever heard in a
Sonic gama, and even the suiest Saga
fan will chuckle.

Like: Sonic Urlesshed, Sonic Colors

SUNEIISE PILs OF QROSNING a8 & JoyoLs run
s halted by a jaming section with moving
sing platlforms, A two-player mods

i which two Sonics share & screen is

5 Plagability
Sonic’s movement iz floaty,
and not because he's

Computer Animation
Digital Arts & Dasign
Entertainment Business

Ertertainmaent Business:
with 3 Sports Management
Elsctive Track

i ‘ s - in space. This becomes Film Irllcr.r'ml Mﬁ-kr.-l'mg
frequently shifts between .SDa.jd 0 avalable, butl you don't want to play that weubl s i S A Media Design
gamepday, but instead of ofensively bad crowded mess. Soome Jving

platforming sections ¥ Game Development Bachelor's

combat, this game featuras the pre-
dictable onerais running wa've known
since Sonic Adveniure. Whike thesa

Sonic Team's most recent Wii offering
5 avidance that it's attempting to claw its
way oul of a deep grave crammed wilh

» Entortainment
There are some clever jokes

Music Business

Recording Ars

Computer Animation
Entertainment Business

quidded rollercoaster rides show off stun- disappointing fitles. Some diehard Soric 23 S%ting boss batles, O e o b Game Art

¢ 2 = el f g bat they're buried beneath Web Design & Development
ning emvironments ke a park macde of fans with unlimited patience may find inconsistent difficulty and » Game Design
sweets of a lush alien planat, ther imited anjoyment here, but the rest of us should repetitive lovel design Associate’s Graphic Design
contral either laft me yawning or dead pick up one of Sonic’s fully 2D tifles unti » Bonlay Tales Graphic Design Internct Marketing
as the action abruptly shilted back it~ hey get it right. » Tim Turi Bsacaety Lowe Recording Enginaering Music Business

iy posver, During several last-paced
stralches Sonic is supposed
to perform quick sidesieps,
but the move is unvesponsive
and the game never clarifies
when you need o mantan
momentum by prassing loe-
ward on the analog stick,

Music Praduction
Web Design & Development

Sonic's adveniure enjoys s
some marginal mprove- F U L L AI L
ment in the 20 sections. IVERSITY.
Wisp power-ups do well to
snice up gamaplay varaty, .
but for almost every usaful fullsail.edu
ability thera is a complate Winter Park, FL

dud. Transtorming nto a

200.226,7626 - 3300 University Boulevand

Fmanial s avadable bo thoss who quali'y =
Accrodaad Universty,

development assista
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» Concopt

An mteresting Walt Disney
history lesson featuning a
wealth of classic characters
and leng-lest foctage

¥ Graphics

‘The paint and thinner effects
look fantastic. Junction Point
also capturad every detail
from Walt's clder cartoons

i Sound

Eazily one of the bast
soundtracks of the year Given
hew much dalogue and
cutscenes are in the game, it
seems odd that none of the
characters speakl

» Playability

The painting and platforming
mechanics are sound, but the
camera fracking couldn't be
much werss

» Entectainment

A lengthy game with plenty
of secets to find, but linde in

terms of engaging gameplay

» Replxy Valus
Moderately High

A colorless history Iesson e

Style 1-Player Action/Platforming Publisher Disney Interactive Studios Devaloper

letter to Walt Disney. The life's work of this

legendary creator is on display throughout
the game's museum-like worlds. As Mickey's
adventure unfolds, he bounds through the black
and white cartoons that put both him and Walt
on the map, explores Disneyland's most recog-
nizable landmarks, and even takes a second to
gazre wide-ayed at a bronze statue of Walt.

As a tribute, Epic Mickey hits most of the right
notes. After soaking up the neetalgic sights and
sounds, | tracked down and watched old Mickey
cartoons. Thanks to this game, |'ve developed
an appreciation for Oswald, the Lucky Rabbit.
For those of you not up to speed on Disngy

E pic Mickey is Junction Paint's thank you

trivia, Oswald is the first character created by
Walt. Due to copyright issues, he was sheived

Second Opinion 7.78

‘The retum of Mickey Mouss to vidso games
leaves me torn between two extremes. I'm
and
mdlhghhoﬂﬁnluddl of Disney. As

& land of forgotten Disney characters, The
Warteland iz a fantastic setting and a breath
of fresh air for the long stagnant fiction.
Vibrant environments are flled with secrets
and surprises, many of which include nods
to Disney history. A pitch-perfect musical
£oT Pl the rlg‘htlombltmplwhlnd

see such an

and forgotten until his revival in
Epic Mickey.

Watching Mickey and
Oswald interact is cne of the
game's most surprising allures.
Iickey is mischievous, yet
ultimately innocent. Oswald
is the exact opposite, He's
bullheaded, and most of his
dialogue expresses a harsh
cynickem. Though they only
share the screen mostly
toward the end of the adven-
ture, it's worth the journey for
Disney devot

ng the twisted cart
mﬂmm“wm“
sxploration over anything slse, and it offsrs
& genuine sense of discovery. Even with all
this groat content, the game struggles in key
areas that threaten to bring dewn the fun. An
uncocperative and finichy camera is the worst
affender, sticking at odd angles that can lead
to disastrous jumps. While the quest structure
is open -ended and often has multiple sohu-
tiens, many of the actual chjectives involve
tocions tem collecting and backtraciing. At
other times, the quests seem directionless.
Furthermore, the innovative paint and thinner
coneept makes for scme great pussles, but the
mechanic iz srained by targeting problems.
Pull it all together, and you've got a good
gume that probably isn't the revelation for
which many Disneyphiles hoped. But as a first
stop to making Mickey Mouse relevant once
more, this is a better direction than the little
guy has gone in decades. » Matt Miller

The gama begins with
Mickey sneaking into a wiz-
ard's workshop and acciden-
tally spilling paint thinner on a
minature world. As the thinner
spreads, Mickey is pulled into
this peculiar land. He sees
that it has been turned into
awasteland, sapped of its
Iife and color. After spending
atew minutes here, Mickey
realizes that he's standing in
a twisted version of Walt's
greatest creation, the Magic
Kingdom, The residents of
Main Street are miserable,
tha rides in Tomorrowland are
malfunctioning, and Mickey's
accident is to blame. He has
o clean up the mess, and the
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task won't be easy. The thinner

has taken on physical form, and continues to
corrupt the land,

Eplc Mickey clings tightly to one cool
gameplay gimmick = Mickey's ability to apply
paint and thinner to the ervironment. Channeling
a little magic lite he did in Fantasia, Mickey
wields a magic brush that can spray mighty
streams of both paint and thinner. Paint revital-
zes chjects. Thinner removes tham from the
world. With one flick of his wrist, Mickey can
transform a dilapidated housa on the verge of
collapsa into a pristing work of art that shinss
with life. He will also be forced to temporarily
remove cbjects from the world to gain access to
areas that will help with the repair. For instance,
spraying thinner on a reoftop will give him

access the interior of the building. When his task
is completed, he can restore the building with a
blast of paint,

Junction Points uses this paint and thinner
mechanic to create a variety of clever puzzies
and combat scenarios. Objectives are rarely
clearly telegraphed, which leads to paint and
thinner being tessed arcund libesally. The
hunt for solutions is the heart of Epic Mickey's
gameplay. One spray of thinner could reveal a
secret area, and a blast of paint could reanimate
amachine that changes the complexity of the
entire level.

While combat encounters are few in number,
most of the foes Mickey squares off against
dermand different attack strategies. Blothngs,
creatures infected and/or created by Mickey's
thirner disaster, melt into a puddie if you pour
thinner on them or become docile f you spiat-
ter them with axcessive amounts of paint,
Beetleworx enemies require thinner to expose
their weakness, but can only be finished off
with a spin attack by Mickey, Some enemies roll
at you, foreing Mickey to leap into the air, and
quickly spin arcund to establish another steady
stream of thinner. Mo matter what creature | was

Foint Ealk J0ESRBE

squaring off against, the battles proved to be
exciting tests of skill and precision.

All of this spray functionality s handled beauti-
fully on the Wii remote - st am and shoot.
Fans of Super Mario Sunshine should feel right
at home,

‘While offering exciting propositions for both
combat and exploration, the entire experience
is plagued by an uncooperativa camera, As
Mickey strafes arcund an enermy, the camera
could catch on awall, causing it to lose frame
of the action, or freak out to the point that it's
impossible to gauge what is going on. The
platforming segments, which send Mickey up
perilous towers and across moving contraptions,
are marmed by the camera tracking, sometimes
Ineking in a position that blinds you for the
next jump. The camera can be realigned and
the player can also zoom into first person, but
sometimes the game just won't et you alter
the angle. Frustration abounds in almost every
worid. This Is a shame, as the worlds are teem-
ing with well-hidden secrets, such as body parts
to construct bizarro versions of Donald, Goofy,
and Daisy, With the camera working against me,
| often felt the secret wasn't worth the effort.
Death often means you have to start an entire
leved over again.

As much as | loved the artistry in the werlds
and the general vibe of the game, many of the
missions Mickey is sent on are the very defini-
tion of mundane. Miserable talk-intensive fatch
quests periodically rear their ugly heads, and
challenges like "shoot the glowy bits on seven
passive thinner tentacles™ do little to get the
blood pumping. As imaginative as the worlkds
are, the quests feal tacked on, and sometimes.
come across as time sinks to extend the length
of the adventure. The end result is a game that
offers fun gameplay mechanics that are sapped
of life due to the mind-numbingly boring nature
of the challenges.

| got & Kick aut of the side-serolling levels,
which turm Mickey's okdest and most memo-
rable cartoons into fun (albsit challenge-free)
platforming sequences, but getting to them
meant slegging through the larger worlds, Epic
Mickey goes out of its way to show gamers.
Walt Disney's body of work, but rarsly fres cn a
leved that turns this beloved content into excit-
ing gameplay. » Andrew Reiner



Tron: Evolution Battle Grids

MNot exactly an evolution after al

Style 1 to 4-Player Action Publisher Disney Interactive Developer Propaganda Games Release December 7 ESREE

Legacy doesn't even try to pull off the
spectache of the 360 and PS3 games,
muuch less the excitement of the film. Instead, it

strings together a handiul of minigames based
on compeatitions within the Tron universe with
the weakest of plots. This wouldn't be the worst
decision if these events were a lot of fun to play,
Bt with most of them Baing antiraly forgatiable,
the game settles on mediocrity.

Whiather youl're competing in the story mods
1o become the Game Gricks Charmpion or playing
in a tournament with a couple of friends, Battle
Grids’ biggest problem is that its minigames ane
amixed bag, Events ke hyperball, where you try
1o dissolve your opponent’s plationm by ricochet-
ing bals al each other's leet, control well and
offer genuine excitement within ther structured
gameplay. Alongside the: passable events, how-
aver, is garbage like the iconic ight cyde races.
These events are plagued by broken steering
meachanics (you hold the controller sideways and
it e umj, and | exploded so reguantly that
I'wanted to drive into my own ight trail just to
ki th imisery end.

Each event has mulliple variations that chanage
garmaplay in fun ways, and you can sat up your
oW CUSTOM toumaments, Choosing yoar fneup
of avenis helps you avosd the worst minigames,

T his Wi tie-in for the upcoming Tron:

and playing with friends alleviates some of the
frustration of playing against the computer.

The Wi Bl known as a graphecal power-
housa, but even in a room full of ugly ducklings,
Baltle Grics has reason 10 feel Sall-conscious,
The character modets sport a canoony shie
reminiscent of Star Wars: The Clone Wars, but
the fuzzy visuals and minimeal detail take away
from the charm, | know the game is supposad 10

Ghost Recon

One of these gho

Styla 1-or 2-Player Shooter Publisher Ubisoft
Develaper Next Level Games Eelease November 16 ESEE T

ts is not like the other ones

om Clancy's Ghost Recon franchise
mada a name for itsell by embracing
suacl-based tactical warlare over the
Rarnbo-siyle, go-il-alone mililary shooters
that dominated the landscape upon its debut
in 20011 In bringing the franchise 1o the Wi,
Ubisolt and developer Next Level Gamnes aban-
don most of the traits that made the sanes suc-
cessiul in lavor of a guestionablo third-parson/
rail shooter hibrid.

This only area this version of Ghost Recon
stays Irue (o its namesake i with the near future
plot, which takes place directly after a group of
power-hungry ultranationalists stage a coup in
Russia, In a move 1o appeal 1o the casual Wi
crowd, Mext Level Games ditches the hardeore

tactical elements in favor of tra-
difional rai shooting. Players do
not control scidier movements save lor ponting
Tharm 1o the nest cover position, and enemies
predictably flood in as soon as you reach your
naw entrenchment. The Ghosts deploy differant
arsendls depending on the craumslances, with
your secondary weapon offen rotating between a
shanded sriper rille, rocket launcher, o M249,

Ghost Recon doesn't split the screan for local
<co-0p. Instead, Next Level mplementad a ter-
rible scope maechanic that places your telescopic
=ight n the lower comer of the screen, Given the
andl size of this piclure-in-pichure display. it is
cilficudt to e L a shot quickly, which exposes
your position and leads to trouble. Throwing
grenades s equally Nawed, as thay lake
120 long to propery am, and once you
toss them they often fall short.

To break up the monotony of the
cover beaping levels, Next Level incuded
several missions where you man a gun
emplacement in a vehice or control
the weapons of an unmanned ground
vehide, Other levdls raquire the Ghosts
1o mave stealthity while mathodically
laking out groups of enemies with
silenced weapons before they have a

take place inside Tron's cyber world, but some
of the digital enwironments are so basic that |
thaught | was playing an NS4 gama.

Battle Grids may not be able 1o competa with
the Wii's more robust minigame collections, but
if o some reason you can’t get enough Tron,
thiss tarnily-friendly fitle is a better choice than the
350YPS3 adaplation. » Jeff Marchiafava

67,7

Wii

» Concept

Skip the big-budget movie
tie-in for a collection of Tron-
based minigames

» Graphics

Warse than the special effects
in the origmal 1982 Tron

» Sound

The voice acting is rough, but
the techno soundwack isn't
that bad

¥ Playability

With the exception of the
horrible racing segments,
most of the action controls
just fine

¥ Entertainment

Half the minigames are
entettaining, and the others
are forgettable

» Replay Value

Moderate

chance to react 1o your presence and lire ofl a
warning flare. These steallh missions devolve nlo
exercises n frustration thanks to your guestion-
able Al comrade, who doesn't operate with the
necessary sense of ungency or prioritize the most
dangerous threats. Thase silLations are more
managealie in Co-ofp mods, whera you two can
daterrmine who s responsible for which enamies.
Like many games tor tha network-challenged
Wii console, Ghoest Recon doest indude
oriine co-op. Your only option oulside of the
campaigns 12 missions is & simple arcade
mada with online leaderboards thal ncroases
your scone multipler as you take down hosties
and punishes you for taking lre. You can either
play with or against a friend, But its pracictabiity
hardly makes it a destination mode.
In stripping Ghost Recon of its best-known
Iraits, Nexi Level Games does the franchise
a dissenvice. This Wi shooter is harclly worthy
of its namesake, delivaning a pradictable and
ullimataly forgettable shooter hampened by
poor confrols and uninspired level design. Lets
hope Fulura Soldier Nas a more [romising
batte plan, = Matt Bertz

4.5 7

» Concept

Deliver a forgettable Ghost
Revon for the Wil that featwes
elamants of both third-persen
and rail shooters

» Graphics

Blocky graphics with washed
out textures make Russia
lock drabher than it does in
real life

» Sound

Thits “reloading™ echio will
ring in yeur head long after
play sessions

» Playability

Sketchy scope implementation

¥ Entertalnment

In abandoning the traits that
made Ghost Recon successhul,
the Wii iteration comes off

as yet another uninspired
shooting gallery

» Roplay Valuo

Moderately Low
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» Concapt

Machael Jackson meets

Just Dance

» Graphics

Each song's stage is themead
arcund its respactive video,
The blury Jackson sithouette
an be jaming to watch

» Sound

Fan-favonite dance tracks
like “Bad.” “Billie Jean,”
“Smooth Criminal,” “Beat It,”
and “Thriller” are perfect
fits. Ballad selections from
Jackson's library are an

odd choice for the dance-
only gams

» Playability

With the Wil remote as the
only source of movement
detection. you can get away
with cheating, which iz not
nearly as fun as actually
performing the moves

# Entertaimmoent

There's only so much

you can do when dance
detection is focused on one
anm's movements

» Replay Value
Moderately Low

Pler A
LI | I (=1}

y Of fan service

otherwise shallow e

Michael Jackson The Experience

ith Michael Jackson The Experience,
W Ubisoft wants to give fans a chance

to leam performance technigues used
by The King of Pop. While the P53 and Xbox
360 versions (available in 2011) will offer a {ull
experience with both snging and dancing that
utilizes the enfire body, the Wii entry only offers
the dance componant that fesks more like timed
anm swingndg than an actual performance,

I you've played Ubisolt's othar Wi dance offer-
ngs in the Just Dance Iranchise you know what
your're getting. Michael Jackson The Expersncs
lacks any sort of career mode, so players can
ump right in. As gither Jackson or a backup
dancer (move sats are shghtty different for each)
you'll dance through the game's 20-plus tracks
fromm he likes of Bad, Dangavous, Off the Wal,
and Thriler. The gameplay basics are simpla:
Held on to the Wi remote and follow the stick
figures scraling along the left hand side of the
screen that display what move you'll need lo
perform next. The prompts were confusing at
times and the stick Nigures oocasionally stopped
appearing, which calsed a few misstaps on
iy ervd

Galling perlec] Mamks on your moves reguires
timed movernent of the Wi remote, soyou can
easly gat by full-on dancing, of just standing still
arvd moving the remole-ecuipped anm accord-
ngy. Of course, the latter way is far less fun. To
get the most of the experience, kest let loose as
ol play through your favorite songs, somelhing
fans will have no problem with, On the downside,
the garme is brulal with peronmance Soonng, so
despite aaming many good and perfect marks,
| rarely passed the three-star point at the end
of mry performance (you can gat up 1o five).
Eaming stars unlocks training videos that look
like they were shot in the '80s wilh live action
choneographens leaching some ol Jackson's
more advanced moves. This is a nica touch for
tans interested n brushing Up ther moves, as the
sol offered in aclua gameplay are laidy Senplistic
regardess of difficulty. There's only 5o much you
can do with remote waggling.

Inregard to the soundtrack, your'l perform
zoimbie-like moves in “Thriller™ and attermnpt a
mean lean in “Smooth Criming," which makes
These tracks some of he mone enterlaining

chiowees, Howaver, vou'll k5o come acress bal-

lads like “Earth Song” that are odd selections
for the dance-onty Wi version. These slower
Iracks would be best served wilh a Keraoke
gameplay mod.

Desgpite being modeled on one of the best
performens of all tme, Michael Jackson The

Exparience on Wi puls on a laily lackius-

ter show. SHl, if you're & die-hard Michasl
Jackson fan with the Wi as your primary
Consoke, you may find somathing 1o ke hare.
The rest of us will be laft wanting a more well-
rounded experience, s Annette Gonzalez
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YS The Oath in
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| can't pror
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Felghana

d the gar

game belore baing assigned The Oath
n Felghana. | heard lots about the long-
running series, but this was my first expes
ence with its old-school hack-and-slash
gamepday. As il s o, it was a perectly
pleasant introduction.
¥'s 5 an isomatric action/RPG that plays simi-
larly to Secret of Mana. You cul up enemios, level
up, and collect items 10 speed you along on your
auest to save the troublied town of Redmont,
The game sticks to a dassic formua, but battles
are kept fast and lun, and new powers are
introcicad frecently.
In ackdition to the obvious ncreases in defense
or attack power provided by new equipment,

F ull disclosure: | had never played a'Ys

acoessonas give new abilites,
such as wading through lava with-
out taking damage. If you want o
uncover all of Felghana's sacrets,
you nead to revisit dungeons once
you've ganed acoess 1o each
new power. This backiracking is
optional, but it bulds the wordd

in anenjoyvabla, dmost Matroid-
esoue way, Each area leds like il's
Tieing many secrels lor when you
return at iull power,

Qath leatures a few interesting
characters — particularly the devi- 18
ous (and awluily namec) Chester — but since the
game is a remake of the generally disfiked Y's il
the phot 1 what you'd expect for a
game that orginated in the ‘80s.
Sient protagonist Adol Christin
has litthe motivation, but the story
& redlly just an exarse o keep you
maving swiftly around the small
reggicon of Felghana, and | was
thankiul for the brisk pace. Your'll
never spend longer than a few min-
utes inchalogue before you're back

Qath, elements of it will rustrate some gamers.
Success in Ys depends on trial-and-eror and

offers less Wstuction han many modem games.

Giant bosses require numerous deaths as you
leam their pattemns. At other points, you'll even
nn into reguiar enemies who you can't harm
until you've acquired a cerlain weapon or spll.
Be prepared for a challenge, and Y's will not
clsappoint you.

Mo prior knowladige of the series s required
1o pmp into Oath in Felghana, though a tond-
riess for 16-bit-era BPGS helps. As a newbie,

» Concept

A lirtle Secret of Mana, a
little Zelda, and alot of old-
school awesomensss

» Graphics

This sprite-based, top-down
weorld wen't blow anyone
away, but it provides a colorful
backdrop for dungeen crawling
» Sound

The voice acting nuns the full
range from fantastic to awful,
but the music is incredible

B Playability

Simple combat makes it easy
to pick up and play. though
some of the deadlier bosses
radquire skall

» Entertainment

The scale may not be as
huge as some RPGs, but ¥s
provides a lot of enjoyment
i & style that 't explored
often enough

» Replay Talue

i 5" to sparing with bad guys. this entry sold me on the seres, and I'll be dig- Maderate
Flatinming works better than you'd Though | enjoved the relalively ging inte the archives 1o check out more Ys as
EXPAET (AR (e CAMSIR PEISpEctive simpla old-schoal gameplay of a result, » Phil Kollar

0 Bud

» Concept

An encare by the only
develaper capable of making
good Sonic games

» Graphics

Noticeably improved since
their last Sonic DS game. and
the cinematics are very cean
B Gound

The bast Sonic tunes I've
heard in years. The special
stage music still gets me
pumped up

# Playability

Sonir’s boost and homing
aftack make the controls
smoath like butter

» Entertainmaont

smﬂmg all the way to
the aedits

» Replay Value
Moderately High

Sonic Colors

afts a ther amazir

Dimps ¢

E SIVER

Style 1-Player Platioming [2-Player Online| Publisher Sega Developer Dimps Releass November |6 ESEB E

ny sell-respecting Sonic fan will tell you

that Sega's premier franchise has spiraled

dowrnvard over the years, However,
an important distinction must be made hera:
While the console games have Deen awiu, the
handheld files quictly retan mpeccable quaity,
Developer Dimps has been leading the hand-
hedd charge with terrific Senic platformers from
GBA 1o DS, and it continues its run of enterlain-
ing tiles with Sonic Calors,

Sonic Colors capiunes the most fuid sensa of
gpead 've ever experienced in a Sonkc game.
Players blare through bright and gonzo bevels at
the push of a button thanks 1o a holdover from
the Sonic Rush senies — the boost gauge. The
dassic spndash still esdsts, but boosting retains
rmormantum betler and makes leanng through
double soreen loop de loops and Zipping across
watber last and easy.

The boost ability is jpined by a plathora of mul-
ficciored powerups called wisps, and each adds
an nteresting new gameplay mechanic without
suecLmbing to Werehog-ilis. Sonic frees cap-
tured aliens, gaining abiities like a dril, ricochet
laser, and rocket. My Tavorite translonms Sonic
into an all- consuming Black-hola, which allows
him o vacuum up enemies and oons, becoming
huge in the process.

Sonic Colors has moments that

/| ectipse any oiher Sonsc game Tve played

Boss fights are handed similarty 1o the Sonic
Rush titles, which infuss a 20 aement to create
mare deplh in perspective and strategy. These
fights shine brightest when Sonic is dsmanting a
gigantic spacecraft by destroying urets or chal-
lengryg Dr. Egoman 1o a dramalic, multi-stage
final batile. Sonic Colors also fealures the senes’
most addictive and well-Dalanced special stages.
Players steer Sonic with the stylus through
halpipe collect-a-thons, reminiscent of Sonic 2,
which make going back for chaos emaralds
more of a treal than a chore.

‘While the core gama is a riof, the experience
ends just as it approaches biissiul levels of fun,
Sonic Colors can be completed in a few hours,
about the same time as one of the Genesis-era
lilles. Replay incenlives such as tme trials, ilem-
collecting missions, by-the-numbers multiplayer,
and unlocking Wisps in earlier slages are nice
additions, but become (0o repalitive,

If you're: craving more after Sonic 4, looking for
a greal DS game, or st want 1o experience an
awasome platformer, don't let Senic Colors pass
you by, » Tim Turi
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Platform 360 Release October 27 ESREE

Pinball FX 2 brings the excitement and authenticity of
modarn pinbail fo Xbox Live Arcads. Banging around
the sitver ball is a blast in and of itself, but the social
options turn this experience into an addiction. Not since
Geometry Wars: Retro Evolved 2 have I had this much
fun competing with friends on Xbox Live.
— Andrew Reiner

6.75 | Time Crisis: Razi

Platlorm PS3 Release October 18 ESRE T

Uttimately, the compilation’s two light-hearted rail
shooters will entertain gamers who don’t mind a
healthy dose of absurdity mixed in with their action.
The titular Razing Storm, on the other hand, will
disappoint and frustrate virtually anyone who has
played another FPS in the past 10 years.

— Jeff Marchiafava
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Platform 360 Release November 4 ESRE E10+

Kinect was devslopsd with
movement in mind, so dance
games make a perfect fit, but

only if done right. DanceMasters

makes an attempt af creating a
controller-free version of DDR that
unfortunately foils to replicate the

addictive quality of that series.

From one dance fan to another,
I'd say pass on this one and get

Dance Ceniral instead.
— Annelte Gonzalez

Babysitting Mama 6.5 | The Fight:

rkto it
U 5 UL

Platform PS3 Releass November 3 ESRE T

Accomplishing its goal, The
Fight delivers a more robust
fighting experience than is
currently offered by other
motion-controlled fitles. My
aching muscles are a testament
fo the workout I received, but
the recognition problems and
repetitive gameplay made it an
ugly fight not worth bragging
about, - Jeff Marchiafava

Platform Wi Release November 5 ESRE E

It's hard lo sven call
Babysitting Mama a gaine,
as the only real interactivity
comes in the form of stightly

moving a doll around, pushing

an analog stick in a particular

direction, and manic controller
waggling feven by the Wii's
standards]. If real kids are
anything like this, then this

is gaming’s version of a

confraceptive. — Dan Ryckert
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Flatform PC Release November 4 ESRE M
This expansion pack builds on the successes of Divinity Il while mitigating its
ft ;rs': The writing is belter than ever, the plot setup is far more interesting
than the base game’s vanilla fantasy, and the combat is slightly less annoying
and u'm‘ alanced. Even so, I only recommend this fo gar who haw, -‘."r-'-
patience to deal with rough edges in the gameplay fself. — Adom Bi
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Platform Wii Release Octoberl® ESRE E
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Platform P53 Release October19 ESRE T

I enjoyed The Shool’ s‘ ul CLrate
aiming controls and level varisly. [
ith }‘mﬁr g o to S}:O'J.

lamne cardboard citouts instead
of real ensmies and the maorbidly
obese director insulll !
performance every five se
The ;o:: fm- You have to post
al ores just o

unlox crh-c. ‘.ﬁrx, I: vel or play with

|, howeaver, is unforgivable.
Jeff Marchiafava

Visit gameinformer.com/mag for the full reviews




One of my first jobg at Bethesda wag helping with thg
CD-BOM wersion of Arena in 1994, Every time there Wiks a
new build, I togl it HPOn myself to finish the main quost,
Ican Probably finish that ‘Jame faster than anyone, The

all” spell, which ally carve youy owm
Path through dungeons, js still cool.

Daggerfall in my memary is mostly flavored by how large it was.
It was something we really struggled with during the Project. We
Were never gure if it wag big 1o just be biy, since it Was randomly
dial up or dia) down the size very easgily, Byt
i 0 50 much, It's algg
oduced the skills System, and the
‘prove by doing™ Paradigm, which [ thiny defines
¥ ways. You really felt like the character you
Played was up to you, and not the game, — Hy

8till young ang responsible,

This was also my introduction to the m
remember my amazement at being ah)
fire up the executable, ang

SCreen in an actual game, I

after all these pears, — Kurt Kuhlimg




“lder Scrolls series, we

decided to logk back
‘Tole-playing EZperiences. We asked

E3 was coming up and we were scram-
§ mmgwgelmmmumm.m
l' time. Th.epluuwwhshnwadﬂlm-
the player's story. By the end of the day, 5 m:;l;pl:-rﬁlwu ';::9 to being p.:l-
almowhnumequwshadbuencut,mnk- i) ished and I was fapl; Pretty good. This
ing it much bettar, Since then, I've never 7
forgotten that we make stories for the
Player, not for ourgelves,

e SN s
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Was Friday night and the demo needed
to be ready early
called me over 1o gee something
that Istvan Pely had prototyped - a fign
through a ruined city. Todd: “This ig

i e

£
:
8
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£
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g

§

¥ou to get jt working?” Ma: »,_ .« i
may have yelled Something unprintahe
as | walked out of the office.) It turned
Gut fo be the right decision — this was

' the Kvatch demg we showed at E3, and

time, gince we only had

_‘.,,._.
ey T

ment was spent thinking, "r'm pot sure t

] the oﬁgtmlteg-lm fight ended up i the
i “Bothenda A game as a random encounter npay an
hig is ever . o : .
going to actually work.” [ was roally influenced by _../_3_-'“ T :‘;"my' Oblivion gate. — kit j himann
the Lord of the Rings movigs ot that time. It felt req), —
almost historica), and that's something [ think ig key
to The Elder Scrolts, . Todd Howard

i
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- J\_}- I've always found j interesting that the art style for pach

[ e Jame is a direct reaction to the Previous game. After finigh.

| f |I ing Morrowind | Wwanted to take the Elder Serolls in g mare

I f The Bilder Berolls TV i} realisticdirection, With some high fantasy eloments. I brought

; ‘-__'—_-_'_—"'—-—-———__ iy this to Todd's attention and Suprisingly I found out wWe werg

- Sl‘lIVER!NG {SLES sJ on the same page, Similarly, at the end of Oblivion | felt the
I g i art style could going completely different direction, which
FE « ' 3 r drove the look for Shivering Isles

- EAE vy

Elder Serolls series began. |
think changing the vigual style between James helps keep the
serieg imama&ng for us as developers and for the People who
Play it. — Matt Carofang, Art Director
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self a soccer ball
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ADRIAN CHMIELARZ

People Can Fly's Adrian Chmeilarz isn't putting half of the crazy things
inside his head into Bulletstorm. Here are a few things you didn’t know
about Bulletstorm’s creative director, in his own words.
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