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ANDY MeMAMARA
EDITOR-IN-CHEF
andy@Egameinformer.com
R e e R R
Read my calumn or

comment on this lefter at
gameinformer.com/mag or
follow @G AndyMs

Is It Out Of Control?

here is a video game circle of Ife, and that

circle begins with developers and publishers

making money. Sure, thera are starving devel-
opers and failing publishers driven by their love of
games, but ultimatedy video games is a business,
and businesses need to make money.

| would never argue against ther nght to make
maney. | enjoy playing games, and | don't mind
payng for the privilege of playing fantastic games
(that's the consumer's role in the circle of Iife, by
the way).

But there is a beast on the prowl, and that beast
is tha rapidly developing "free-to-play"” space.

The free-to-play model is conceptually great, as
it allows consumers to experience a game before
they decidae to throw down their hard earned cash
But at this point in their evclution it feels like pub-
lishers are going to great lengths to “trick” people
into spending signficantly more money than
amyone with a conscience should condone. | find
this fleecing to be scary.

The Smurfs' Village, which has been in the top
grossing Pad apps list for weaks at the time of
this writing, offers a pay option for just about
avery action you can make in the game. The cong
mechanics are well designed and entertaining, but
the game constantly bombards you with opparturm-
ties to pay cash to advance and severaly limits the
gameplay options unless you're willing to open your
wallet, So is the game really “free-to-play™?

Given its continual ranking as one of the highest
grossing iPad apps, it's obvious the game is suc-
cessful and peaple are will ng to throw down cash
teo perform all kinds of actions in games. Uitimately,
| can't blame the companies for in essence “giving
the consumer what they want.”

But | foresee a night mare scenario where I'm
playing Street Fighter online, and every match
requires a guarter, Even worse, imagine that in
order to advance to the next section of Dead Space
3, you have to either wait for 108 hours for your
“Action Paints” to reset, o you can pay $5for the
next unseen portion of the game, which leaves you
wondering how much you're really getting for your
five bucks and asking how much further down the
rabbit hole you have 1o go (or rather, how deep the
publisher will reach into your pocket) before you
reach the game’s climas

| understand that the people who have invested
and craated these products deserve an opportu-
ity to make money, be it through advertising or
selling items in game. | support that, but at what
paint does the cbvious extortion pass the paint
of acceptability?
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Mass Effe

The Reapers have arrived on Earth,.and now
you will see the results of your decisions
throughout the entire Mass Effect series.
Find out more about Commander Shepard’s
last stand in our exclusive look at the final
chapter in BioWare's sci-fi trilogy.

by Joe Juba




Spider-Man: Edge of Time

The Big Questions
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his month

in Feedback,
readers rebut
criticisms of

Lara Croft’s new look, scold
an immature Black Ops
player, recast the upcom-
ing Uncharted movie,

and lament bad video

game purchases.

a Mohe

= O
i« 3 1o Valeria's Feodback comment in
issue 215 about her displeasure with Lara Croft's
new look, please lel it be known thal moest of us
fernale gamers are vary happy with har new look,
as it is more realistic and delinitely more respect-
ful, Valerie obviousty doesn't see the bigger
picture or understand how imporant & state-
ment the redesign makes to the industry and to
gamers. It took courage to break Lara's ioonic
mold and make her compalible with the gaming
community &s it stands today.

Erika C.
Chicago, IL

Did | really st read a letter in Gl about a 22
yaar-old, very well-endowed lemale com-
planing albout how she may not be able to
win free martinis for a year because Crystal
Dynamics re-crafted Grofl? Seriously: Shul
up. The redesign does't imit your ability
o dress as the pravicus ncamations of the
character at all, and there are siil a plethora
of hercines (and villains) who have retained
ther howrglass figures if you desire a “cument”
costume. | think thal the redesign wil be an
interesting slep for the franchise. | agree that
it 5 strange to see Lara get a fotd makeover,
bt I'm confickent in CO's abiity 10 make the
gamepiay worttwhile enough 1o lessen the blow
of the revamp. I'm somy: | get that everyone is
enfifad to ther own opnions, but no one leas
bad lor your enomous gazongas.

Brymi Donnelly

via email

The number of letters we recelved criticiz-
ing Valerie’s stance on Lara’s makeover
barely outnumbered the letters requesting
her pleture and/or phone number, $0 we're
going to go ahead and chalk this up as a win
for feminism.



Rated M For | 2
| just read the: letter in Feedback from Steve from
East Lansing [Play Mics, issue 215] complaining
about how his player cand was under investiga-
tion in Black Ops. His opinion seemed o be that
some mom reparted him. Ignoring the fact that
1 don't kanow many moms who would sit down
and play Black Ops, I'd st ke to say that I'm
27 years old and | report every racist/sexual’
offenahve emiblern | see, When | oome homa
from & bad day at work, | want to sit down with
a beer and unwind by having some fun with a
game. | don't nead 1o ook at Ciudely drawn oiip
art depicting sex acts, If l wanted 1o see boobs
I'd buy my wile some llowers. Grow up, Steve.
Andy Tschida
Minneapolis, MN

Regarding the “Flay Nice” Feadback latter in
Issue 215, As an dmost-A0 year old wormsan
with no chilcren wha loves 1o play Black Ops on
my FS3, | am protably the one who reporled
your player card. You sea, having the freedom lo
dasign your own explicit and disgusting image
doasn’'t mean that |, or any olher worman, should
have to look at it when we beat you. If you foel
that the gaming inclusiry should support nore:
rrature garmers, than the best sign of malurity
I8 a non-harassng gamer card that doesn't
degrade some culture of gender,
Rachel
Columbus, OH

‘While we received a few letters defending
Steve's constitutional right to be obnox-
ious, most of our readers agreed with Andy
and Rachel: Using adult language doesn’t
make you a mature gamer - respecting your
fellow players does.

The Squeaky Wi
As a fan of the Battlelield serles and a veteran
since BF2, I'm a bit disappoinied with Patrick
Bach's reasoning behind the console verstons
not getling 54-player matches, basad on the
leck of raguests rom players [Battielicd 3
cover story, issue 215]. | was unaware that if I
wanted new features in a game | had 1o take
10 the Internal and complain unlil | gol my way,
Just becauss console gamers didn’l volce their
complaints about alack of B4-player malches
doesn't mean that we don’ want them. Il there
are harchware constrainis o if Xbox Live can’t

hande B4-player maltches, then that's fne and |
understand. But if the sole reason they are leav-
ing afeature out of the game is because of the
lack of complaints then that seems ke a step in
the wrong direction.

Dylan
West Lafayette, Indiana

‘We were also surprised when Battlefleld
3's executive producer Patrick Bach told
us that the reason PC gamers are getting
Gd-player battles s because they were the
ones complaining about not having it. But
don't bug us about the decision - let DICE
knew how you feel about It

Casting Couch
I your “The Good, The Bad, And The Ugly”
colurmn in issue 214, | read that Mark Wahiberg
5 being considerad lor the role of Nate Drake in
the Uncharted movie. Wahiberg s good, but he's
no Drake. I'm with you guys on Nathan Fillion as
a good choice for Mate Drake. Does Naughty
Dog have ary say in who gets cast as Nate
Drake’? Because after Wahiberg's "captivaling”
performance as Max Payne, I'd think Naughty
Dog would keep Marky bMark as far away as pos-
sible from the project.
Faul Disscher
Emmetsburg, IA

| just read that Mark Wahiberg will be play-
ing Mathan Drake in the Uncharted fim, and
although | do love Mark Wahlberg and I'm fami-
iar with the gaming community’s preference for
Nathan Filion, | stil don't fed aither ona of them
would make a good Nate Drake, This may sound
crazy, but when | think of Nathan Drake, | think
of Bradley Cooper. | indy fecd ha's got thal every-
man appeal that Naughty Dog was looking for
nits creafion of Drake. I'm arious if anyone at
Game Informer's staff agrees.
Mike Leja
Williamstown, MA

You mean the guy who had diarrhea in
Wedding Crashers? Yeah, we could see him
as Nathan Drake = but only if Nathan Drake
has diarrhea through the entire movie,

Subliminal M
| was reading Adam Biessener's arlicle on Tera
[Massive, ssue 215] and | noficed that the

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY

caplion over the picture had some badiace
randomly scattered through it. Is il some secret
CONSPTacY™ Are youl Ining 1o commuricate with
your roboloyborg/aiengamer brethren? Are you
taking over the Earth™?! What will you do wilh us
oncs the takeover ks complete? Pleasa ket me
die panlesshy!

Craig Redden

via email

No need to freak out, Craig. The beld let-
tering was unintentional. Trust us: When
our robot, cyborg, and allen brethren begin
taking over the world, you'll know it

s A Battlefield 3

Iwarnited 10 lel you all knowy that | absolutely
loved your Battiefiedd 3 cover story. | can't
remember a game that | have anficipated more.
The infe 1'was able to find via olher sources
wias pretly scarce. The game [0oks amazing,
and fhe article went into more depth about

the game than | thought would even be avai-
abde at this fime. Kudos! Fmredlly glad | found
WOUN TTIagEzne.

Jared Gulick
Allentown, PA

Just want 1o say hanks for the very indomma-
thve miag you al pul oul. The cover story on
Battieficid 3 was great, along with the article with
M. Bushinedl showing how his lite has come full
cirde. On a saparale note, thanks for shipping
o overseas locations lor those of us in the ULS.
Ay, We move around a kol and i's nice to
know that no matter where we go wa will have
s0me consistency in our ives.
585G Barrera
Angbach, Germany

Short Answers to
Readers” Burning
“Is armpone: (oing bo achually read
s question’™
Unfortunately.

“I hove your, Can | have a hug?”
For the last time, Mom,
NO.

“Degn, Game Infermes stafl, if you
coukd hawes any super povwe, vt
weould It be?”

The magic ring that the
Green Hornet has is
pretty cool...

Quantified!

We have received over 50 kelters
infoermng us that Seth Rogan
wiasn'l i Pacf Bark Mall Cop
Feanghly half of them excused the
“mistake” on e grounds Hat
both movies equally sucked,

Worst N of
Tho Mont:

A man tried to bay an Xbox 360
withweed and war amested."

T AALTTLL LT ST AL AL AT LT LT AL L AL ST AT AT LT AL AT T AL LT LT AL AL LT LT A LT L AL AL A AT LT LT AL AT LT AL AL T T AL A LT AT T LT LA LA A AT AL T LT T LA AT LA LA LT LA A LA TA S

[Left) Wizard World's Chige
Drkstra and Meagan dem:
onshale the propes way lo
pose for a picture on a WD
al a recent Homefront party.
[Center) Bender Helper's
MNick Parker and Ben clearly
vl paying attention
[Right) Meagan choveed
down on some Lrains with
Poplap's infamous 2ombies,
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Of The Month:
‘What's your faworte military FPS
Tranchise, and wig?

8 fesdback

in issue 214, we asked readers about their
most disappointing video game purchases.
Sonic ended up being the biggest culprit
for buyer's remorse, although no one could
agree on which of his titles was the worst.
Here are some other answers we received.

| was very much anlicipating the release of Haze,
It was being devaloped by the geniuses al Free
Radical. | mean, these guys hit three consecur
tive homeruns with the TimeSpliters sefes, and
some of them even worked on the legendary
GoldenEye. But when | bought it and started it
up, | only played 30 minules before | removed
that huge disappointment from my PS3 and
refumead it to the store.

Dustin Palmer

Dinowarz for the NES. All | can say s robotic
dinosaur batles = how cod is that? After bege-
ging rmy parents for a month and a hall, they
finaly bought it for me as a Chrisimas pres-
ent. Thrilled, | ran upstairs and siammead it nto
my machine and readied niysall for some epic
camage. After a half hour of cheap levels, cheesy
NEMes, CTappy graphics, and laughably easy
bosses, | was finished., |remember being temibly
confused that there wasn't anything more 1o
the game and pissed off at being so let down. |
mean, sericusly, it lakes a pretty weak efforl to
disappoint an eight-year-old.

Dave Brouillette

Metroid: Other M is uncuestionably the most
cisappointing game | have over purchased.
This game single-handedly changed one of the
mast expertly crafted and understated female
characters invideo games into whiny, archetypal,
pre-leen garbage.

Charlie Dearing

By far fhe worst game | aver bought was
Shenmue 2. The I Shenmue was an intorest-
ing dock worker s with light Torklift racing ele-
ments thal was ruined by he addition of some
sort of story, After playing about half an hour of
Shenmue 2, | hadn't done any dock work at &l
Whal ghves?

Josh Pruitt

I recently tried the demo for Mass Effect 2, and as a fan of shooters,
RPGs, and sci-fi, I would really like to play this game. However, I
feel that ['d be missing out on a lot since [ didn't play the first game.
Should I jump into the Mass Effect series without playing the first
game and hope for the best, or bypass the series entirely?
Jeremy Jones
via email

One of the coolest features of Mass Effect is the fact that your
decisions carry over from one game to the next, and missing out
on that is disappointing. However, you would be doing yourself
a bigger disservice if you skipped Mass Effect 2 just because you
didn’t play the first game. When it comes to a great video game
series, it's always better to be late to the party than to never
experience it at all.

(Left) Andy and Anneite
aeabed el ovn Ocean’s
ih fellow indus-
15 Larsher D fann
clouds of the Parts hotel in
Las Vegas. (Right) Noth-
) s & Karaoke padty
Taster (han a bunch of
Game Informer editors.
Apoogics to 2K Garmes'
Jennier-Les Henser and
Seqa's Thu Nguyen
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[Left) Wilters Dooma
Mendschuh and Corey
A 1 oul vl Jade
Raymond and her feliow
Ubisolt peeps at this year's
NCE conference. (Middle)
Alsa In allendance were
Harmonix's John Drake, GDC
ilvector Meggan Scavio

aned sominiac’s James
Stevenson. (Right) It
weOUIdN'T e a party swithout
Gl's former media editor Nick
Ahrens and Giant Bomb's
Jedl Gerstemann.
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NINTENDD‘3DS,.

Nintendo Takes Handheld
Gaming to a New Dimension

by Matt Helgeson

Announced last March, Nintendo's 3DS
has been highly anticipated by gamers
the world over. Any new Nintendo
handheld is big news; the company
has doninated the category since the
release of the original Game Boy-in
1989. While competitors from Sega

to Sony have tried to make a dent

in Nintendo's market share, all have
falled. The 3DS, which is the succes-
sor to the most lucrative game system
in history in the DS, is: Nintendo’s hope
for staying on top of the handheld
mountain. The 3DS released in America
on March 27, and while this issue
went to print before we learned how
many units-were purchased at launch;,
the Japanese launch = in which the
unit was virtually sold cut across the
eountry - points to a strong first day
in America; Nintendo sent final 3DS
hardware to the press a few weeks in
advance of its release, and we wasted
no tme tearing-our box open and put-
ting it through-its paces. Here are

our impressions.



The 305 interface i ricely designed.
Games and apps are organized in

a scrolling, horizontal bar similer to
Sony's cross media bar. Whille Fictochat
5 gone, there's a lobto dig into.

Online Play/Friend Codes:Vitilz the
306 =till uses Friend Codes, Nintendo
has made the system much more
useable and now comparable to Xbox
Livee arvd PSN, Irestzad of a jumble of
Friend Codes for each game, each

DS owner only has one Friend Code
attached to the 305 itsdf. Once you've
added a friend, you tan access ther
profile, which provides information
such as their online status and what
game they are playing. In game, you
can scrall through a friends st instead
of re<inputting a code. If you're near a
friend, you can bypass: the Friend Code
dtogether via the local friends search
option. Online play is accessed through
in-game menus.

Hintendo 305 Sound: This mode
allows you to play music saved to your
S0 card and record brief sound bites
that can be edited {slowed down, sped
up, pitched higher or lower) with a

simple XY axis cnscreen slider. You can
aksn add songs to a SreetPass playlist
and share them with other 305 units,

Mii Maker: This Mil ecitor is simifas to
the Wi version. All the basic functional-
ity is there. The camera maode auto-
matically creates a M for you based
on & photo you take with the system’s
forward- or rear-facing camera. Mine
furnied cut pretty ugly, but pertiaps the
305 was trying to tell me something.
You can send Mis to other 305 units
via StreetPass and use the Mil Channel
1o receive new Mis, but you can nat
upload Miis to the Mii Channd from the
305, There Is also a OR reader (square,
mare comphex UPC codes that are
commion in Japan and gaining popular-
ity in the LL5.) that uses the camera to
scan a code and award you with a new
Mii. We received Nintendo's Reggie
Fils-Aime from a promotional OR code
Nintendo gave us.

il Plaza This mode s for the Mis
you collect with the StreetPass funciion.
Basicallly, you leave your 305 in sleep
mode while you walk around, and you'll
automatically recaive nolifications when

you've passed a fellow 30S owner who
has Mii StreetPass enabled Just hit
approve, and his or her Mii will then
populate your Mil Plaza. You can then
use that character in the game Find Mi,
a light furn-based APG that's included.
Jeff Cork and | used this feature to frade
Mz, and it worked wel,

Download Play: Allows you to connect
with nearby 30Ss to play single-cant
muitiplayer, We exparienced problems
with this feature, Induding numerous
game crashes on multiple titles.

Aetivity Log: Keeps arecond of the
games you play, including the total
playtime logged in each tithe. The 3DS
also has a pedomeler that records the
number of steps you take while cary-
ing the unit in sleep mode. The pedom-
eter can a0 ba used with certain titles,
like Nintendogs, which allows you to
“walk™ your dog while you walk in the
real world.

Play Coins: Flay Cons e a 305
currency that you can eam by walking
around with the unit In Sleep Mode.
The unit's pedometer Keeps track of

your steps, and you earm cne Play Coin
for each 100 steps taken (up to 10
coins per day, and a lmit of 300 coins
total). These coins can later be spent
in the Mii Plaza on a puzzie minigame
or on buying party members in the
Find Mii turn-based RPG. Being able
to buy new puezle pieces and Find Mii
combatants are valuable options for
those who live in less populous areas
anvd are unable to exchange pleces of
Miis: with passarshy.

You can also use Play Coins to buy
new levels in some of the AR Games,
Inchuding archery and fishing, Some
305 titles let you spend Play Coins for
In-game items as wdl. For example,
Super Street Fighter IV: 3D Edition lets
you exchange Flay Coins for “Figure
Points, " which unlock statues of Ryu
Churr-Li, and other characters.

Mote: While Nintendo has promised
features like Netfilx sireaming movies,
3D movie trallers, and an Intemet
browser, those functions were not
implemented at press time

ComnLed o
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One of the coolest features of the 308 s its abilty fo use s 3D camerms for augmented reality games.
The unit comes with a pack of six AR Cards. Five are pictures of familiar Nintendo characters (Mano,
Link, Kirby, Sarmus, and three Pikmin), white the suth has a question mark an i, The character cards work
simply: set them on the table, focus the 30 camera on them, and a 30 model of the character will be dis-
played on the surface of your table or desk, alflowing you to take a photo. The question mark card is mone
nteresting, as f apens up some minigames o play in three-dimensional space.,
The best was a larget-shooling mods, which opens up from the card after you lay if on the lable and
paint the camera at it. You aim by physically moving your camera view arcund, shooting targets until you
cpen up a boss battle with a dragon. Seeing compuler graphics overland on a real world envircnment s a
very cool tnck that Minfendo will hopefully expand on i the future. Some other games are also included:
a fishing contest, a graffiti drawing mode, and AR Shot, a fun contest where you aim a pool ball toward a
goal over morph changing 3D topography.
Face Raiders s another game that uses AR funchions. You start by taking a photo of your face, which is
then transposed onto a ball with a propeller on top. These face balls then start hilanously flying around
the room you're in (displayed through the 30 camera) and attacking you. You must then destroy your
fiying doppelgangers by shooting balls at them. It's a fairly imited expenence, but it's fun and wil be
useful in showing off the 3DS" unigue functionality to your frends.

Battery Concems




The anginal River City Ransom

River City Ransom s back, and RCR 2 (for consoles and PC) s even being made by some of the original
creators, The game i coming out this summer (winter on PC), and we expect it to be a downl oadable title.
Thirty years later, are Alex and Ryan still ervolled at River City High?

Square Enix; has canceled Gun Loco, a litle about a prison
planet where the inmates run the asylem, Seunds ke it
would have been an awesome game, achually.

Arecent motion capiure casting call from studio

Teisey & Company leaked info about a future Rockstar

Games project codenamed Rush. Superannuation
uncovered casting detalls, which point toward a
Rechstar game set in Calfformia starrng dharacters
such as a weed evangelist, FBI agent, cult leader,

mefl ow swinger, and
rmore, With the FBI
imvolved, could this be
announced-but-gone-
dark game Agent?

Or ts it Grand Theft
Adov?

EA Sports’ MMA franchise found itsalf in a weird spot after Strikeforce was absorbed by UFC. The Strikeforce-allied game
featured one its fighters, Fedor Emelianenko, on its cover, EA says it hasn't yet committed 1o a sequel to the game, but this
sure goesn't help matters. UFC says that it's not going to interfere with Strikeforce, but the corventional wisdom s that UFC
s simply waiting out Strikeforce’s two-year contract with Showtime before alssorbing its fighters. UFC currently has a deal

with EA rival THQ that goes through 2017

‘What do you call an encore that nobody asked for? Ubisodt 1s crafting what it daims is an original
title that is nothing like other games that may be out there, You be the judoe: Rocksmith (out in
Septemiber) lets you phay along to 45 songs from bands ke the Raling Stones and David Bowie as
you strum in time to stuff onscreen with a real guitar. Ch, and the game can also be bought in a$200
P53 or Xbox 380 bundle that comes with the game and areal guitar.

Inchustry analyst Michas
Pachter revealed an aspect
of the February NPD
numbers that the sales
organization wasn't making
puldic — Xbox 360 Kinect
bundes outsold the PS3
Move bundes five-to-one
that month. Surprise. One
COMPany agoressively mar-
keted its product, and the
other let its launch leak out
like a fart in the wind. Guess
which e & which.

news
with a
sarcastic
spin

“Of course
I want to
make it...
Sega I think
is going to
let me make
it, I think it
is just up to
the budget.”
~Yu Suzuki on
the ever-tantalizing

possibility of Shenmue 3
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Over the past few years, the dominance of Epic's Unreal Engine 3 has been striking. Filling the void left by id Software's ill-received
Doom 3 engine, Unreal 3 has become ubiquitous, powering everything from shooters like BioShock to Epic subsidiary Chair
Entertainment’s 2D action/adventure Shadow Complex. With the release of Infinity Blade, Epic proved that the flexible development
platform could even deliver awe-inspiring graphics on iPhone.

Epic shows no signs of giving up its iron grip on the engine licensing market. At this year's Game Developer's Conference, the devel-
oper showed a new tech demo designed to showcase new top-end features being added to the engine, including improved shadow-
ing, depth of field, lighting, and reflective effects. Some of these features will be put to use on current high-end DirectX 11 PC graphics
cards. It's important to note that the demo was run on a PC outfitted with three top-of-the-line Nvidia GeForce GTX 580 cards — the
most expensive graphics configuration on the market today. However, Epic's Mark Rein feels that this is an indication of where main-
stream PC and console hardware might go in the next few years.

“Maybe the next Nvidia graphics card bump means we can use two, we don't need three,” Rein said, “and maybe the next bump
means we can use just one. And the next bump after that means that we can use the mid-range card.”

EOKEH DEPTH OF FIELD

Epic shows off its latest Unreal

engine technology at GDC

by Matt Helgeson

Epic's slways had a knack lor drama, and the cdip
shown at GDC was far from a ofinical tech demo.
Entitied “The Samaritan,” it would have madae an amaz-
g ntreduction Lo a new Epic 1P (which led 10 some
heated speculation, but more on that later)

It 3 with a panning shot of a city street at night,
which nicely shows off mudfiple ambient lighting sources
from a variety of neon signs reflected on the rain-slick
pavernent. Add in the flashing lights from a police car
and a roving spothght, and it's a tour de force inreal-
time light and shadowing. The camera pans up to the
olip's tilular protagonist, who's attemplting 1o ar the
chain on a padocked door with a blowtorch, He briafly
pausas (o light & cgarette with the torch, allowing us
o see the ultra-realis skin textures and wispy trails
srmoke ourl around his faco He pauses and walks 1o
the edge of the rool of the buiding he's attempiing to
enter. Down below a group of armed thugs are beating
0N & pecesinan

From here, all hell breaks looss, Suddenty, his body
covers itsall with thick, metallic looking plating - a
marphing effect similar to thal of Mystique in tha X-Men
movies. He leaps [kn.fJ] |d](| s withat hKI anil begins
1o digpatoh the he
ballle, we s 1-_.)0ppux.g u[v(, 15, from
slow- n'\ntlunhllll 1o the re = shatter of plate glass.
Tha Samaritan guickdy mompihs between his human
Tormm and his ammored, aien-looking form, which hae

3 > repal bullets from 1he last thug's machine gun.
atching the last adversary with a grisly head-
1565 1o light another smoke. In e Dack-
x a giant robotic walker approach. He
wrns 1o lace the nsect-Ike mech, smiling as it ssues
& W IIIITLJ Hm dqldll Wi St The ama

in the rl&'dn:u’blnk-
owards il _at which point the

¥ thea familiar “Powerad by Unireal
Technology™ 1000 wa've Seen N So Many games,

F .
1 !

SHADOWED POINT LIGHT REFLECTIONS

MELLON
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The Mind Behind The Engine

What are some of the most notable
new Unreal Engine 3 features that
you showed at GDC?

Unreal Engine 3's DirectX 11 support is
the basis for most of the new features
we're showing. We're utilizing tessel-
lation and displacement mapping to
amplify geometry, increasing the detail
of characters dramatically as they
approach the player. Besides imgroving
the visuals, tessellation enables artists
to create these highly detalled, realistic
characters more efficiently than tradi-
tional maodeding techniques.

Unireal Engine 3 now supports
image-based reflections, enabling
surfaces of any shape to reflect an
appreximate version of scenes with
varying glossiness and blurriness. In
Samaritan, you can see this in the
refiections of neon lights on wet walls
and the “long” headlight reflections on
slick streefs that move as cars drive by.

This is complemented by high-
quality dynamic shadows from
many environment lights, induding
paint lights and ather light sources.
When the robot in Samaritan hovers
under the street light its shadow is
reflected dynamically beneath it onto
the pavement.

Subsurface scattering simulates the
light that scatters inside semi-trans-
lucent materials. 115 the key to litelike
sKin, exposing illuminated flesh layers
where you expect to see ruddiness and
veins. Some light is absorbed and some
is reflected, so non-opague surfaces
appear to be more luminous. Our
characters have more natural-looking
hair thanks to improved anti-aliasing
support, naturally softening the edges
of the hair.

Bokeh depth of field (DOF) provides
a filmic quality to games. Bokeh refers
b the blur of animage's out-of-focus
areas and lights, which often cast
small circles or hexagonal accents
In the camera lens as you pass by a
light source.

How are these new features golng
to impact the games we play in the
next few years?

I'm maost excited about the ability for
more realistic characters and movie-
quality environments to enhance the
player's emotional attachment to the
game world. In the beginning, games
anly delivered fun, engaging chal-
lenges - Donkey Kong's graphics were
sufficient for that. Doom was, to me,
the first game with sufficient realism to
deliver a genuinely Scary experience.
Game developers have much further

to go in delivering truly dramatic inter-
personal experiences. Alyx in Haif Life
2 offered a glimpse into this possibility,
| think increasingly [ifelike characters
are the key to further progress.

The demo ran on a PC with three
new Hvidia GeForce graphies
cards. Obviously that's well almrl
the consumer standard now,
for gaming rigs. How long will II Iu

and GED Tim
ather

before we see PCs on the market
capable of running this demo with
all the effects turned on?

We're doing frailblazing work here, 5o
our early technology is way more brute
force than a final product. With signifi-
cant further optimization work, | expect
we could deliver this quality of experi-
ence on a single high-end graphics card.
G out two of thres years, and thanks to
Moore's Law [referting to the theory that
computing power doubles approximately
every two years - Ed] that's going to be
mass-market hardware.

What are some of your faverite
parts of the demo that some fans
might miss?

To ma, it's the little details that stand
out. The splashes of rain on the ground
causing ripples in puddes to be
highlighted by the reflections of a street
sign. The shadows on the charac-

ter's face underlaid by light reflacted
throwgh his skin. The subtie: turbulent
ripples in the smoke from his cigaratte.
The little hexagonal blur patterns on
distant objects, simuating the appear-
ance of light masked by a camera's iris.

Is this demo partially aimed at the
consele makers? Do you expect the
next generation of consoles to be
able to run this demo?

This demo is aimed at everyone who is
forward thinking in the game industry:
developers, hardware makers, hardcore
gamers and, of course, hardware mak-
ers of all sorts. Of next-generation con-
soles the Samaritan demo only requires
what Moore's law will readily provide.

Many have speculated that
Samaritan might be a new Epic IP.
Was this it? If you're not confirm-
ing that it s a new IR, is it at least
something that will pessibly be
developed further?

Asmall team of extremely talented de-
signers, artists, and programmers spent
alot of time fleshing cut the world you
saw in the Samaritan demo. Where we
go from here is a question that can only
be answered with time.

Are any of the features and en-
haneements to the Unreal Engine
that we saw in the video able

to be used on Xbox 360 or P53
right now?

The features and enhancements we
showed in the Samaritan demo are
intended to showcase both next-gener-
ation hardware possibilities and Directy
11 on teday’s high-end PCs. While
parts of it, such as cloth and some
post-processing effects, is technologi-
cally compatible with Xbax 360 and
PlayStation 3, the sheer magnitude of
the features’ usage in Samaritan goes
far beyond what current-gen consoles
can run. Al of these techniques are
available to Unreal Engine 3 licensees
and can be readily adopted in PC
games today.



Is Activision Planning
To Buy Take-Two?

Recently, talk has
circulated in the
industry regarding

an Activision plan to
purchase publisher
Take-Two and its
stable of Rockstar
and 2K Games devel-
opment studios and
properties. We spoke
to some of the leading
analysts in the indus-
try to find out just
how likely this block-
buster acquisition is.

by Matt Helgeson

Rumors and Speculation

The speculation regarding Activision's nferest in buying
Take-Two began in February, largely due to an article on

the webslle IndustryGamers. In the article, game industry
analysl Arvvind Bhatia of Steme Agee made an angument
that the move would make good sense for Activision, which
had recently put many of its long-running IPs like Guitar
Hero and Tory Hawk on indelinite hialus and dosed inter-
nal studios Bizarre Creations, Luxofiux, Budcat Creations,

7 Siuclios, Shaba, and RedOctane. Activision conducted
large-scale layolfs at other studios, nduding Neversoft and
Raven Scltware. While these moves were done in response
1o shuggish salas, it aso drastically diminished Activision's
internal development capacily.

“We: think such a combination would be positive for both
companies,” he said. "Activision will benalit from taking
conlrol of several proven intallecius properfios at Take-Two
such as GTA, Red Dead, Max Payne, BioShock, Malia,
Chvilization, Michnight GlLb and new, UPCOMINgG proper-
fiers such as LA Moine and Agent. It woukd balp Aclivision
diversity its portiolio, which has recently become oo con-
centrated lollowing the cancellation of titles such as Guitar
Hero, Torw Hawk, [and] True Crime. . .. Take-Two will benalit
from being part of alarge entity with deep pockets - a must
in the next generation cyde wihen rsing developmen! costs
will make it more difficull for smaler playors 1o thrive.”

Tha rumaors grew stronger on tha heels of an MCV report
that guated an unnamed “senior execulive” in the ndustry
whio said, "There ara very STrong rumons amengst pecple at
a vary senior level within the global business.”

How Likely Is The Deal?
The analysts we spoke to are divided on how liely this
merger of two game giants is. EEDAR's Jesse Divnich
agrees with Arving Bhatla on the logic behind the move for
both Activision and Take-Two,

“Ouside of Call of Duty and Guitar Hero, Aclivision has
achieved minimal success within the tradifional consdla
market,” Divnich commeanted, “With the shutdown of the

Tony Hawk, Guitar Hero, and Blur studics, one has 1o be
concerned with Activision's position in the market. Despite
some recent declines, the traditional console market stil
dalvers revenues in excess of $20 bilion a year, world:
wide. Just seerns like a lot of money Activision is lasving
on the table. Throw in the fact that they have nearly $2.8
Dbillion in cash sitting around, and 1t wolld soem antirely
plausitle they begin to make additiond acquisiions in
the market. Who better than Take-Two, which is the only
companty thal has consistentty deiversd high-guality and
high-sedling games?”

Divnich also leels the move would be smart for both
companies. “If such an acquisition would cocur, both com-
panies would benefil,” he speculated, “Frst and foremost,
Activision would be the proud owners of the Red Dead,
Grand Thedt Auto, and L.A. Noire brands. For Take=Two
and its employees, an acquisilion would put therr brands in
the hands of a company that has one of the largest globa
reaches in the indusiry.” Stil, he stops short of predicting
that the move will happen, saying only that it “makes good
business sense.”

Wedbush Securities’ Michaa Pachier is more skepti-
cal, saying, “The reason [it won't happen| is there sre a
lot of headaches at Take-Two. Activision, for batter or
worse, has a stie of annializing avery game — and if its
ol annug, s overy two years, It just doesn't il wilh whial
Take-Two does, which is every five or six yaars. Cullurally,
that's not a good fit."

He expressos parlicular doubls aboul Aclivision's abiity
10 retain top Take-Two development lalent. “The Housers
|Rockstar heads Sam and Dan Houser - Ed.| don't have to
stay. You can buy the IPs but not the people. T Activision
wara 1o purchase Take-Two and go to Sam Houser and
Try 1o tell him the way it was going to be, he's got anough
money In the bark o say “screw you' and go do whatever
ha wants. What ha wants might be 1o hire every single
one ol the Rockstar people, which is what Respawn did, If
Bungie can get a deal wilh Activision where They aro inde-
pendant and Respawn can get a deal with EA, 'm pretty
are Houser and company could gat any deal they want
with arwbody, That makes Take-Two dlicull to by

Stil, he feals the current Take-Two managament = which
considered and fumned down an offer of $25 a share from
EA in 2008 - is open and even interestiod in seling lor the
right price. Bul consldering that few ouiside of EA and
Activision have the linancial rescurces to do so, 1t seems
uniikedy in his opinion.

Whicaver s right, we've likely not heard the last of this
story, Take-Two's roster of talent, which inciudes Rodkstar,
BioShock's Ken Leving, and Sid Meler, makes the company
an altractive progpect. We contactad both Activision and
Take-Two about this story, Both declined to comment.
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With the rise of mobile gaming, gesture-
based controls, browser-based games, and
an elongated console cycle, the interactive
entertainment industry landscape looks
drastically different than it did a decade ago.
Once-formidable regions like Japan have
failed to keep up with development trends,
while Korea and China are challenging the
conventional perception on how players
consume games. Are these innovations here
to stay, or are some of them destined to be
short-lived fads? We asked industry lumi-
naries to shed light on the big issues that
could change the way you play your games.
by Matt Bertz
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In Their Own Words

Several Japanese industry insiders have
spoken out about the country's curent
credtive oisis. Here are a few select
guotes about the grawity of the stuation

“If it's right for Japan, it's
probably not right for the rest
of the world.”
= Sony deputy executive
president Kaz Hirai

“Japan is at least five
years behind."
- Mega Man designer
Keiji Inatune

“The designers and to-be-
designers in the West hawe
the focus, ambition, and ability
tomake their dream become
true. So it is not the Japanese
technology or culture that
s losing, we are lacking the
mativation,”
- Metal Gear Solid
creator Hideo Kojima
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hen Nintendo
revealed the

Wii at the

2005 E3, many
jaded journalists
laughed it off as
a miscalcu-
lated gamble
and decried its unresponsive controls.
After selling over 85 million consoles

and seeing Sony and Microsoft sub-
sequently scramble to play catch up

with the Move and Kinect, respectively,
Nintendo had the last laugh. The Wii is
the unquestioned king of the console
wars, with the second-place Xbox 360
trailing by over 30 million unit sales.

Though worldwide Wii sales have
slowed in the past year, gesture-based
gaming is still going strong. Microsoft
launched the Kinect this past November
and has sold 10 million units thus far. Though
the Move hasn't generated the same hype
as Kinect, Sony has shipped 4.1 million
mation controller bundles to retailers and
could see a sales spike as more games like
Killzone 3 and SOCOM 4 take advantage of
the technology.

The hardcore may scoff at the simplis-
tic controls and game libraries dominated
by party-orignted titles, but motion-based
controls attract new consumers who are in-
timidated by contemporary game controllers.
With two analog sticks, a d-pad, two triggers,
and eight buttons on most gamepads,
developing the coordination and muscle
memory necessary to master a first-person
shooter can be as challenging as leaming a
musical instrument. With the Move, Wi, and
Kinect's straightforward interfaces, anyone
can step in and immediately start enjoying
the Interactive experience. But do these types
of interfaces have the staying power to carry
over into future consoles, or are they destined
for the closet?

Many gamers who prefer gamepads to
wands and nunchuks often express worry
that gesture-basad intarfacas will drive game
developers to gradually move away from the
traditional controller in hopes of appealing
to a wider audience. When polling insiders
at DICE, a yearly game development summit,
none of the developers or analysts we spoke
with belizved that motion controls represent
a serious threat to traditional interfaces.

“Motion-based gaming will always have a
spot in our industry, but we still have a long
ways to go before it becomes a standard,”
proclaims EEDAR analyst Jesse Divnich. “At
the end of the day, a control stick can do
things that are not technically possible with
motion games.”

Developer Mark Cerny also shared this
sentiment, pointing out that for longer games
like Final Fantasy, where you are invest-
ing upwards of 60 hours, an interface that
involves arm waving isn't ideal.

“| think one of the keys is playtime,” Cerny
says. “The shorter you have the playtime,
then the more interesting you can get with it.
But if you're sitting on the couch all day play-
ing | really don't think you want to be moving
even your forearms.”

Though gesture-based controls may
never become the predominant interface for
hardcore games, that’s not to say the stan-
dard controller couldn't stand to learn a thing
or two from the Wii, Move, and Kinect.

“| think the more intuitive we can make
our controls in games, the better off we are.”
says former Assassin's Creed producer and
current Ubisoft Toronto studio head Jade
Raymond. “I definitely think there is a lot of
interesting stuff for gesture controls, and |
think the next step will be figuring out how to
get that finer tracking of gesture controls.”

“I'think it will be pretty pervasive eventu-
ally,” believes 5th Cell creative director
Jeremiah Skaczka. “It will get more refined,
and that's a better thing. The more options
you have as a gamer and a game designer,
the better, right?”

Wﬂlthe

gaming craze

LAST?

What’s Next For Kinect?
Microsaft's controller free peripheral
flew off store sheives to the tune of 10
million bundies soid, but in the following
montis new releases have been scarce.
Turn to page 40 to learn about the hand-
ful of Kimect games that are scheduled

to debut this year.
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Snoa the NES debuted in 1985, Nintendo's had
a nodorious relation: or lack Thereol - with

Ihird-parly publishers. Wilh eact SOOLE
console, Ninta k e thrived

Fortune in
ganms

who wins." So what's Idklm
s0 long for Nintendo to

Break The Mold

We know everyone |owes Mario,
Zelda, and Metroid. If you're
looking to branch out, try these
non-Nintends crested We and
DS games you can't get on any
other platform.

Little King's Story
Super Scribblenauts
Radiant Historia

“They set themselv l'-.u|>
1o lail Decause
jugoermaul Nintando u\-d
a |(‘-| of the puliks: ¥,

while put
cass they ind on other consoles no maltler how
well the Nintendoe hardware sall:
Former BEA exacutive and aurrent Klener dent Saturo hwata acknowl-
Parkins Caulield & Byors pariner Bing Gordon adged the problem Jtlll](]
5 This pany's flerce sensa
endence, "My sarse i that compa-
nias have cultures, and Nintendo's culturo has
always proudy been ‘w
averybody etse wants 1o jrmp on i
says, “Nintendo's been aboul merg
rather than market shara.”
Mo decision has rellected this go-it
philesophy more than the dabut of the Wi
hMotionP) 1 2008, Whan the comp need to decreasa the
announcad the controller enhancement at ES, concern that only Nintendo
several third-party developers wene as surprised soltware can sell well on Ninlendo platl
as the press - Nintendo never botherad to naotity -party softwara
them of the new technology. As a result, the
holionFius wd almost no soffware support
, making 1t less e VAT
firg) wilh thee company's support has
lested tho patience of some pariners. Spoaking
stryGamers, Electronic Arts CEO John
> admitted, “It's a b o 1or all third-
publishirs when a platfonn holder does
less to promote third-party content.” He also
ponted to the comg
track record, saying Mintencho hes
a console thal's bean “a he
poning . s not &

develof Thirg-party
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ive years ago, few consumers took
mobile gaming seriousty, With
drastically varied operating systems,
technologically limited handsets,
and slow network speeds, not many
were willing to navigate the sluggish,
unintuitive menus to download a title
that looked like a stillborn NES game
and used the cramped keypad for its interface.

After Apple rewrote the mobile phone playbook with
the iPhone, mobile gaming isn't as intimidating or shal-
low anymore. Most phones now operate on standardized
operating systems like i0S, Android, and the emerg-
ing Windows Phone 7 platform that boasts Xbox Live
integration. Cell phone technology is starting to rival that
of the traditional gaming handhelds. As a result, mobile
gaming has exploded.

The Call of Duty of mobile games, Angry Birds, boasts
over 40 million players a month, and the success has al-
lowed developer Roxio to collect $42 million from inves-
tors and expand further into pop culture. It has sold over
twa million Angry Birds plush dolls and recently signed
a deal with 20th Century Fox to promate the upcoming
animated movie Riowith an Angry Birds tie-in game.

“Games dominate mobile apps — games only account
for 17 percent of all apps available, but account for more
than 50 percent of all revenue generated,” said Elizabeth
Harz, senior vice president of global sales at Electronic
Arts, at the Mobile Marketing Forum. “If you look at
Apple’s apps revenue, 75 percent of it is from games.”

That number will keep skyrocketing according to
Juniper Research. The firm estimates that mobile games:
revenues will be worth $11 billion annually worldwide
by 2015, nearly double the S6 billion recorded in 2009.

With so many people gaming on their phones, is the
need for a dedicated gaming handheld waning? After all,
why would you carry a PSP or 3DS when you can play
entertaining versions of known gaming franchises like
Dead Space on your phone?

“The formidable lead enjoyed by cell phones capable
of gaming will continue in the years to come with no
hint of decline, and their near-universal presence gives
them the potential to become a viable competitive threat
1o dedicated gaming platforms, primarily handheld
devices,” said iSuppli analyst Pamela Tufegdzic in an
August report.

Many publishers like Electronic Arts are making ag-
gressive moves in the mobile space, but not everyone is
interested in jumping on the bandwagon. “We don't view
the App Store as a really big opportunity for dedicated
games,” Activision CEQ Bobby Kotick said at Reuters'
Global Media Summit.

Nintendo president Reggie Fils-Aime agrees. |
actually think that one of the biggest risks today in
our industry are these inexpensive games that are
candidly disposable from a consumer standpoint,” he
told GameTrailers. “| actually think some of those games
are overpriced at one or two dollars, but that's a whole
different story. Angry Binds is a great experience, but
that is one compared to thousands of other pieces of
content that for one or two dollars | think actually create

a mentality for the consumer that a piece of gaming
content should only be two dollars.”

He could be right. While Wedbush Morgan analyst
Michael Pachter doesn't see handhelds
going away, he thinks the
best days could be

mobile GAM
KN 1 she
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behind them thanks to
the cost differential between
the mobile and handheld experiences.
“I'think that the ubiquity of gaming apps and the low
price points will be an attractive alternative to far more
expensive handheld games, and as more handheld
devices like the iPod Touch or Android phones are
purchased, many owners will see no real reason to
buy a dedicated handheld for gaming,” he said. “| don't
think that the NGP or 3DS will approach the installed
base of their predecessors unless pricing comes

down dramatically.”

Though the mobile games are undoubtedly cannibal-
izing the handheld market, you don't have to prema-
turely cancel your 30S or NGP orders. With Nintendo’s
first-party pedigree and Sony’s extensive publishing
partners, good handheld games will still come.

“There will always be room for traditional video
games, and if anything the mobile and tablet markets
are expanding our industry.” says EEDAR analyst Jesse
Divnich. “YouTube didn't hurt theater sales, and | fail to
see how these emerging mobile and social markets will
hinder traditional video game sales. Social and mobile
games are just bite-sized snacks of entertainment. Any
true gamer realizes that.”

Talking
Angry
Tired of hear-
ng companies
like: Nintendo
befittle mobile
gaming, Rovio
execuiive Peter Vesterbacka went on the
offensive during a panel at the South by
Southwest Inferactive conference, saying
“conscles are really a dying breed” as
consumens flock to cheaper mobile
experiences like Angry Brds. Wil
n undeniable biockbuster
ic statement
5 unfounded omde-mg Call of Duty:
Black Ops just became the best sell-
ing game of all time and many mobie

games siill strugole with visibility, He
later made a more sensible argument

when he decried people calling axperi-
ences like Angry Birds “casual games.”
He remarked that film reviewers don't
talk about "casual movies," and said that
Aoy Birds players can become just s
mvolved as players do with more tradi-
tional “hardcore” games.



fthe console cycle followed its
traditional trend, we'd already
fave some juicy details about
the next Sony, Microsoft,
and Nintendo consoles. But with
the benefit of online updates,
the hardware isn't as etched in
stone as it was in the past and
the manufacturers can evolve the
console experience without waiting
for a new billion-dollar project.
That said, it's never too early to look
ahead in anticipation for the next big
thing. So when can we expect to see
new consoles, anyway?

“| don't think many publishers would
support a new console transition, as none
are making much money this cycle, and a
transition to a new console has the potential
1o severely cut into those profits,” says
Wedbush Morgan analyst Michael Pachter.
“Thus, | don't see a new console for at least
three more years.”

Though we may have to wait a while be-
fore we get any solid details about the next
next-generation consoles, our sources tell

Last gancration, th PlayStation 2 library couldn't
be beal thanks 1o a weallh of games that you
couldn't get on the Xbox 350 or GameCube.
But with more and more third-parly games being
produced for mulliple consoles this genaeration,
it would make sense that first-party exclusive
games become a bigger diffarentiator when a
consumer is looking to purchase a console.
With legendary franchises ke Super Mario
Bros,, tha Legend ol Zada, and Melrod,
Ninlendo has aways depandead on iis first-party
fithes to make its consoles more atiractive to
Consumens, Whaen the PlayStation 3 releasad,
Sony redoubled its efforts to create compelling
first-party games, adding Resistance, Infamous,
LitileBigPlanet, and Heavy Rain fo an
dready deap lineup fealuring
blockbusters like God of
Wa, Ratchet & Clark,
and Gran Turisma.

adopted an
altemnative

approach.
Mintenda and
Sony continue to
first-party lineuips,
but Redmernd's library
is shrinking before our

us that both Microsoft and Sony have started
the conceptualization processes. Microsoft
recently posted three job openings for the
company’s Xbox Console Architecture group,
which is “responsible for defining and deliv-
ering next-generation console architectures
from conception through implementation.”
When polling analysts on what company

ayes, With Mass Ellect going
rmudtiplationm this year and
several first-party titles faiing 1o
produce enough sales or critical

How Exclusive
Despite beating the PlayStation 3 and Wi to the
market by a year, the Xbox 380 lags behind in

will come out of the gate first, a consen-
sus pick emerged.
"Nintendo,” says Jesse Divnich,
EEDAR vice prasident of capital
research. “But one has to ask, was
the Wil truly part of the seventh or
‘next-generation'? Nintendo has
always gone against the grain, and |
expect them to be the first to launch
a new home console before Sony
or Microsoft. Between Microsoft and
Sony, I'd expect Microsoft, as the Xbox
360 hardware is beginning to show its
age. But | don't expect to hear anything
on new home consoles from Microsoft or
Sony until 2013."
With Wii sales slipping precipitously as
more consumers look for consoles that
take advantage of their HDTVs, Sterne Agee
analyst Arvind Bhatia believes that a Wii re-
fresh featuring HD support or a new console
could be coming soon.

“We would not be surprised if Nintendo
unveiled the specifications of its next console
at E3 in June this year, followed by product
introduction early next year,” Bhatia said.

lirst-party titles
defined a con-
sole. IN2011,itis
all about the differ-

f =
acclaim o warrant a soqud, the i retal games. entialing semvices,
¥pox 360 B down to a handiul 33 such as Xbox Live,”
of exclusive Iranchises 1o draw says EEDAR ana-
in corsumers - Fable, Halo, PlayStation 3 57 Iysl Jasse Diviich.

Forza, Gears of War, and poten-
Tiglly Alar Wake,

Desspile Microsoll's dimming
exclusive fineup, it is stil hanging onto second
prace in the console wars thanks 1o marny exdu-
shve windows that give Xbox 360 usars first shot
to purchase enhancements to third-party games
like Call of Duty map packs and the Grand Thedt
Aulo IV exparsions, Can his approach con-
finue to yield results, or does Micresolt need to
axpand its portfclio?

I don't see Micresoft adding first party capa-
bility, but | do sea them confruing o imest
in third-party exclusive windows, " predicts
Wedbush Morgan analyst Michael Pachier,
“They have enjoyed remendous success by
gaining a three-1o-sioc month advantage, par-
ticularty with DLC related on online multiplayer
games like Call of Duly, and | expect them to
continue to exploit that advantage.”

The exciusive DLC windows are profitable
because of the risa of mpartance inonline net-
works &s a deciding factor for consumers when
making parchases. I your fiends ane all playing
Call of Duty on Xbox 360 because they wanl
access to the newest map packs first, chances
are you're going to choose an Xbox 360 over
the PlayStlation 3 as well,

“Ten years ago the agument was that the

“Micrasolt will likely
conlinue 10 secure
additional media
parinerships to enhance its onfine services
before it irvests addilional resources 10 lirst
party litles.”

Sory has noticed he elfectiveness: of these
third-party exclusives, and this past year started
1o cultivate its own partnerships. Al the 2010
E3, it announced PS3-axclusive collectors edi-
tions for both Medal of Honor and Dead Space
2 that featured content consumens couldn’t gel
anywhers else, Sony dso sgned a deal with
Valve that allows the developer to use its Steam
senvice to push new content o the PlayStation
3. When announcing the deal, Gabe Newell
proclamed the PS3 version wauld be “the best
version on any console.”

Wilh the compedtition getting tougher for creat-
ing exchesive content for third-party multiplatform
games, consumers face aven more perplexing
cueastions when deciding which console o buy.
How much they care about exdusive content
windiows for ther favorite games, whera ther
friencks are playing, and firs-party titles they
can't play anywhere ese will all play a rde in the
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30D i the Jason Voorhees of entertainment tach-
nology. Though it onginally debuted and laded
away In the '50s, like the masked kiler it keeps
coming back from the dead every lew decades
Mot even Jaws, the first biockbuster summer
mowvie, or Michaal Jackson's Captain 10, the
Disney World fim that came out during the peak
of the pop slar's celebily, could solicity its looling
as a must-see technology. Whenaver Someona
(=10 = lant tech, it unial
receded Mo chsourily once again,

Then came Avatar, Haled as a revalution in
the technology, John Cameron's 2009 scifi epic
shatiered expeciations, becoming the lirst fim to
gross maore than $2 billlon. Suddenly 3D was hot
agan, and dmost every tech company began
g 1o get in front of the line. “30 will Sweep
s world," Sony CEC S Howard Stringer told
Wired in an intervieaw last year. "Thera ks no reason
wa shouldn't be encrmously successiul”

We've heard that before, but this time data
backs the proclamation. From HDTVs and Blu-ray
players 1o handhelds and game consoles, 30 is
siratching its reach beyond the =
nto our ho Consultancy iSuppli
that shipments of 30-enabled HDTVS
78 million in 201 5, or around 40 poro
global flatscreen TV market.

“Hhirk 1t 15 & technology thal's coming,”

ot of the

Ubisoll's UK marketing direclor Murray Pannall
lold Eurogamer. “We can't ignore it. It'll start
Slowvdy

out the fact t

Ivirg oo in three y
a position 1o have content that could rea
absolutely amazing in 30"

But as the lechnology cumently exists,
not be as atiractive to consumers as the manu-
faci, hope, A recent Nislsen Survey found that

while many potential TV buyers are mpressed by
the 3D technology, they are siill lumed off by the
prica, lack of content, and boing forced 1o woar
glasses 1o enjoy the expenence, Hall of the survey
parficipants said he glasses wene uncomioriable,
and a mind-boggling 89 percent of respondents
were furned off by the glasses because they
restrict them from performing any olher tasks.
an annoyance 10 removi your glasses avery t
v want 1o make eye conlact wilh someona in
the room or chedk your phone for sports scores,
As the lechnology becomes ubiguilous, the
hope is thal many of the exorbitan] costs assoc-
ated with a full 30 experience (the television, Biu-

A Erief History of 3D Gaming

ray player, console, and glasses)
will Pty Tall, and the technology
could evolve past glasses.
“I thimk » 1 early
days hera,” says Mark
Carry, tha legend-
ary game daves
whao has workaed
on averylhing from
Marble Madness to
Uncharted: Drake's
Fortuna. “If 10 bilion
collars of 3D televi-
Slons are going 1o
be sold, do you think
you'll still have to
5 10 see

the concapt, some pacple
zan't engoy 30 due 1o eve
stran or medica iesues.
ABC Mews reporis that up to
12 percent of Amer
have soma degree of slereo biird-
ness, which is the inability to track
depth properdy. That's a large part of the
Population 1o leave on the sidalines.

Then there's the issue of value. Is 3D as
transiormalive an expenence as the markaling
would have you beliove il some develop-
afs like Guerrilla Games and Crytek think it can
be, not everyone agrees,

‘| don't persanally think 30 ks dalways a beller
EXpErlenGce BioWare co-founder Greg

Zeschuk. “It's very ditferent than when you're look-

ing at standard definition versus HDTV. | walch
alol of soccer, or loolball, When you have lo
watch a game In slandard definition you ‘Oh,
iy God, This & homid,” It sticks with you and it's
paniul. | go, “Well, do | really care it the guys pop
out of the screen a litthe bit or it seems like there's
Clepth? Not realy."

Zescank i nol gong, While Nintendo, Somy,
and Ubisolt are positioning themsehes as lead-
ars in 3D gaming, bolh Microsch and Electroni:
: laking a more conservalive spproach
veral Industry insiders we spoke to,
most had mixed fesings about 3D becoming a
game changer,

"It's an enhancemeni; it's not a sclution,

“Ju

on the

andwagon?

MP%)
J

echoes fallow BioWare co-founder Bay Muzyka.
“Gan it affect gameplay? That's actually, | think,

the crux.”
EEDAR analyst Jesse Divrich balieves that 3D
I everius evenywhere, but he also doubls
it will have an mpactiul role in the future: of video
games. “30 penciration will be no diferent than
say the penetration of the piciure-in-pictune fea-
L 2 says, “Evenlusly costs of production will
be so minimal that it becomes a standard in all
lelevisions, However, much ke plclure-n-picture,
its frequency of use may be minimal.”

In the interim, you may want to avoid spending
theausands of e 3 OF natied lechnology
for your hame &
an early adopler who oraves new fechnok
wise 10 wall until prices drop, a universal standard
develops, or a tew Avalar-sized hits prove 30
won't lose its puilss &

|

rtainment center, Unless yvou're

1982

Arcade game SubRoc

30 debuts, which uses a
special eyepiece to create
30 effects

1982

Western Technologhes
redeases the Vectrex, the
shart-lived conscle that
features 30 support

1988

Scuare creates 3D Sega releases the
WorldRunner and Rad SegaSoope 30 add-on fer

Racer for the NES, which
both include a pair of
anaglyphic glasses

the Master System, Only
&ight games: support it

1995

Nintendo infreduces the
disastrous Virbual Boy con-
sole, which i discontinued
in less than a year

2010

Sory goes big, offering
30 support in over 10
PlayStation 3 games

2011
Nintendo releases the:
308 handheld

connect
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by Jeff Marchiafava

STUPID VIDEO GAME TITLES

Dissidia 012 [Duodecim]:
Final Fantasy

Square End; s the master al com
g up with confusing tiles, As the
lirst sequel to the original Dissida,
s foliow-up is naturally tited Dis
sidia (12 — a numbering system
that makes about as much sense
a8 seoling n benavs, Duodecim
'L actually part of the ke, bat
rather the Latin promunciation of
12. It was nice of Square to inchede |8
i 50 you Mat kndw how o make
an ass of yourself when saying the
name: out loud.

S.CA.T:

Special Cybernetic Attack Team

If you absolutely need to have an acromym in your
titke, don't make it spell out a beom for feces. |
don'l care howe avesome your special cybemetic
attack team s, no one s going 1o take it seriously
i you have a symanym for peop scrawled across
wour uniform

28

.hack//G.U. Vol.1//Rebirth

No game titles have produced more head scratch-

ing than those in the .hack// series. Here we have a
period — at the beginning of the title, mind you - the
word "hack” in all lowercase letters, and two forward
slashes. Fans of these games simply refer to the series
as “dot hack,” pretending the nonsense at the end
doesn’t exist. That’s no excuse for Cyberconnect2’s
bad behavior. Out of all the stupidly named games in
this franchise, .hack//G.U. Vol.1//Rebirth gets our vote
as the worst: You're naming a video game, not a URL.

Ar Tonelico Qoga: Knell of Ar Ciel

Seametimes our lnouage lcks he vocabulary 1o describe the more
fantastic elements n video games. Coming up with a few new terms
for your game is line, but when It comes to the e, these has to be
a limil. Your kavow you're aver thal Fmit if pronouneng the game's Uitk
miakes il sound ke you're hiving a stoke,

Al gk - ¢
Infinite Undiscovery
What is the phrase Infinite Undiscovery even supposed b mean? Un-
discovery isn't aword, and doesn’t make sense as a concept. If your
it i ull of infinite incidents of you “undiscovering™ things, I'm pretty
sume That just means you're dum, The same hobds true for game Elies.

Kingdom Hearts Mobile Suit
358/2 Days Gundam:
The thrd Square Enic game lo Gundam vs.
makg the list, Kingdom Hearts Zeta Gundam
35872 Days takes bizame JAPG Hey Capoom: Your
nAMNG comventions (o new game tilk: has
heights. Sevies designer Tetsuya too many friggin'
MNomara stated in an interview Guridams in it

that th: title would make sense

10 1he player al the very end of

the game. He was wrong. It does,
hupeever, make you sound ke a
robat whien you stan taking W your
friends about “Three five eight days g
over feo.”

F3AR.

Sometimes an unconvineing acronmym isn'l enough,

FEAR. stands for First Encounter Assault Hecon,
dispite assault and recon baing feo very different
things. For the third game, some marketing genius
decided that resurrecting leelspeak would best
corviy s caol 115, s0 they tuned the: ‘' intoa
3. This further proves that no one in the ndustry
really understands how agonyms work.

Matt Hazard: Blood Bath and Beyond
The Matl Hazard series is meant to be longue in
cheak, so we won't comptain foo much about the
slupid titke. We're just surprised they went with a
reference o a health and beauty slore. Also, we
prefemed the joke the first time vee heard it —ina
1907 episode of The Smpsons,

Forgive us for mixing sports metaphors, bul having
Juthin Daly a5 your golf celebeity is strike one. Having
the word “Prostroke” nyour fitke is strike two and
three. If you hear someone say *I'm playing John
[aly’s Prostrokie Goll,” a video game probably isn’t
th firest hing that comes to mind - especally IF
they finisiy B thought with =, i you knew what

| mean."



arlier this year, a
copy of Guinness
World Records
2011: Gamer's
Edition showed up at our
office. [ spent some time
flipping through its pages,
amused at records for high
scores in Donkey Konga
and minigames from Zelda.
As I eontinued reading
it, I started thinking about getting in
the book myself. Considering [ had
no record-setting collections, hadn’t
developed any mega-selling games,
and don’t possess the insane old-school
arcade ability required to become the
new King of Kong, my options were
limited. Remembering that [ once
played The Elder Scrolls IV: Oblivion
for 22 hours straight, [ decided on a
gaming marathon. Guinness World
Records has entries for several types of
these; among them are Dance Dance
Revolution marathons, first-person
shooter marathons, racing marathons,
and LAN party marathons. After scan-
ning the options, [ landed on a fighting
game marathon. Despite fully expect-
ing it to be a solo effort, | went around
the office asking if anyone would be
interested in joining me in this record-
setting attempt. To my surprise, fellow
editors Tim Turi, Jeff Cork, and Ben
Reeves immediately agreed to par-
ticipate. With four players ready for the
long haul, the natural choice was Super
Smash Bros. Specifically, we landed on
Brawl thanks to its numerous unlocks
and match options. On the weekend of
March 19-20, we set a new Guinness
World Record by playing it for exactly
30 straight hours. To the right, you'll see
what it was like for each of us.

DAN RYCKERT

My early hours during the record attemgl were very rocky. | had planned fo get no
less tham eight hours of slesp prior to the atternpd, 50 | headed 1o bed at 10 p.m, on
Fricday (the attempt started at 9 a.m. Saturday). Sleep comes difficuit for me even on a
normal night, 50 a looming warld recard attempt kept me up until the maming hours:
no matter how hard | tried 1o rest. Coming in o the office on thres howrs of sleep, |
Was (rogay and sleep- deprived before we even started. Dr. Pepper and Mountain Dew
‘were my deet for seveval hours, and they heiped keep my head up and eyes open uniil
miy second wind came. Arevaving door of guests at the office, a fively chal room in
o online straam, and 1he high frequency of jokes and hilarnos moments kept me
[going after that. The most tedious moment wes when | realized we had played for
fifteen hours and we still had al least a.dozen to go. | knew | was getting really tired
when | saw the name bars over our characler's heads and thought, "Why do we all
thave hammers?" Things pecked up again once the sun stared to rise and the finsh
line was within sight. Officially becaming the new werld record holders was fantastic,
It the best moment was when we were able to finally put our controliers down at the
30 hour mark.

TIM TURI

[Failure never crossed my mind when we held earty discussions regarding our Guinress
World Record attempt. Being the incredible physical specimen that | am, I've easily
played games for long stretches without moving a muscle: Hours 18 to 24 were incred-
sty sleepy anes, but | pullad through with caffeing, mac 'n’ chaese pizza, ludicrous
Jokes, and the amazing Game Informer commundy. Although | was thrilled when we
Ibeat the record, my joy was tempered knowing we had (o raise the bar further. | know
I coudd have played longes, but | wasn't complaining when | fell sleep's sweet, choco-
latey embeace. | became very bored with the Super Smash Bros. Brawd fomla after
30 straight hours, but | somehow felt the urge to once agam blest dutles in the face
with Samus the very next day. Super Smash Bros. Brawl & the perfiect game 1o play

for an albesurd amaount of fime, bl [ wouldn't mind trying something else i we go for
anather record.

JEFF CORK

I've hvad a great |ife so far. Even with all the amazing moments I've experienced = mar-
ryng my wonderful wite, witnessing the births of my sans, getling this job — few hold
up to hearing “Congratulations, you can now put down your controllers.™ | went nto our
record attemipt thinking that the most difficuit part would be staying awake. As one of
Game Informer’s old men, I'mi typically in bed by nine and hawve eaten breakiast by the
time some of the ofher editors are drifting off to sleep, As it ums ouf, staying awake
‘wasn't a problem. Ben's nonsicp commentary would have meade faling asleep impos-
sible, and after hearing same of the things that came out of his mouth | wouldn't have
felt comtfortable puliing myself in that position. I've always been good at slath, which
was tha secret behind essantially staying rock-stil for the first 18 hours. The strangest
jpart ol an already sirange experience wes feeling that | could have kept gong for a few
more hours. If someons ever brealks. our record, know this: I've done it once belore, and
1 can do it agin.

BEN REEVES

Two days before the attempt | came back from  work trip 1o Canads, so the Friday
Ibefore our attempt | stayed late at the office catching up on emails and working on our
Spicler-Manc Edge of Time feature. By 1230 in the moming, | decided that | should st
sleep al the office, S0 in addition to jet lag, | was battling the 6.5 heurs of terible office
couch sleen the whole fime we were playing. The marathon itseif is & biar now, but I'm
[pretty sure | had fun. [ think our skiils peaked at hour fve, and by the end mostof us
were just hitti I b icking when | heard we'd run cut of Mountain
Diasw oty 10 hours in, and halfway through the night | got 50 loopy that | almaest fel aut
of my char laughing at one of Tim's expressions. In fact, | actually did fall on my face
during three separate runs to the bathroam. Incredibly, the next day | felt fine. Smash
1Beos. Brawd s anabsurd game to play for such a length of time — it's completely
imbalenced and victory often feels arbitrary, yet somehow the Nintenclo magic shines
through. | £till love that gamie. We ail joked about how sick of it we'd feel by the end,
It | can magine playing Super Smash Bros. again in a few weeks. | might even fesl
like breaking another Guinness racord. , someday, @

A Record By the Numbers

Total time played:
30 howsa
{Previcus record: 26 hours, 27 minutes]

Number of matches: 414

KO to Deaths
Jedt: 1.058-812
Ben: 837-821
Tim: 828-868
Dan: 631-845

HO total: 3354

Most-picked character: Link
Time spent as Link: 10 hours, 40 minutes

connect 29
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allen Frontier s a loryg
way off, but | got some
details about the new projact
straight lrom the developers,
Moonshot Games is a leam
formed by Bungie expalri-
ates that is bringing ils Halo expertise
to bear on the 20 action scene. Fallen
Frontier follows a jaced lawman
narmed Ed who traveds from Earlh 1o
Alpha Centauri lo camy out an act of
vengaance. The story unfolds in the
style of a dassic im noir mystery, as Ed
hunts down a suspect who hasn't been
saan in amost 30 years. Though thae game
5 a side-scrolling shooter, it mixes in some
significant platforming and explorafion sle-
menis. Creafive director Rob Stokes credits

\

Out of This World, and Flashback as major
inspirations, but action is at the core of
the expernience, "In mary ways, the game
represents our attermpd to transiate the

gameplay of a 3D FPS like Halo into 2D."

Slokes says. The grappling hook toal lets you

games like Metroid, Shadow Complex, Abuse,

pull enemies in close for a devaslating close-
range gunshot, and players earn other special
5 that can disrupt enemy Al or open new
navigation paths, The game also lealures hwo-
player co-op throughout the campaign, Look
lor Fallen Frontier sometinme next year.

Caslle Crashers developers The Behamolh
has an eye for smart design, catchy art, and
AMLSING concepts that nearly assures IS new
gamea will be worlh a look. [is lalest online’
offline co-op game, BattleBlock Theater, is
bt arcund the richouous concept of conniving
Telines using you for thelr perverse amusaement.
Up to four players must navigate hundreds of
Short stages Nilled with platforming, comiat,
puzzla solving, and axploration. Tha levels are
different based upon how many players are in
the mik, as they are designed 1o encourage
tearmwork. Each slage s filled with plek-ups,
like rocket packs and wings, and the Theater
gift shop offers all sorts of weapons and [ools,
known as props, thal can further losh out your
astomizable character, Experimentation and
siliness is encouraged as you explore with
Iriends; characters have unfimited lves, so

Revival continues

there’s no reason not to push your buddy nlo
the nearby spike pit. The objective in each level
is the same: find three gems and escape. If
story mode 't your thing, sight-player arens
modes offer unusual objectives, from chasing a
godclen whale 1o coloning in the workd with your
team’s color. The Behamoth hasn't announced
a release date yet,

2D highting games have always atfracted
a mixed crowd. On one side you have the
harcicone players who learm every maove,
watch lournament Nights on the Intemet, and
resgarch infinite combos. At the other end of
the specirum are laid back enthusiasts who
anjoy banging on bullons and walching the
hits Tly. Skullgirle aims 1o satisly both groups.
Tha stish new onfine fighter pits bouncy anime
girls against each olber in single or tag team
mistches. The game looks 1o classies ke Marvel
vs. Capcom 2, Guilty Gear, and Darkestalkers lor
inspiration, ollering the creative ireadom thosa
garmes ambraced while addressing the axploits
that caussad problems at high-level play. | played
it hor & couple hours, and was mpressed with
ihe tight conlrols, gorgeous animation, and




with six remarkable games ., ..

over-the-top combes. Custom tag-toam assists,
the ability 1o break out of looping assaulls, and
a waalth of combos lor each character aim to
make the game an equal 1o other lourmament-
level lighters. While the game plays in 2D, it runs
in & 30 engine, 50 the detaled character sprites
are dynamically lit based on the enwircnment

It's a stunning effect. Reverge Labs is releasing
Skullgirls on XBLA and PSN laler this year.,

A while back | got my first glimpse of
Outland, a stunning new Ubisolt title being
developed by Housemnargue, This mondh, |
played the first several howrs of the game, and
rmy enthusiasm has only grown. The game
scinating mechanics - light and dark
power-Lps defiver the rapid-fire color changing
of Ikanuga, the visuals evolke the shadow refiel
style of Limbo, and the exploration elements
echa Meatroid and Castlevania, where new
abiities open up new paths, To keep up with
the platforming and combal challenges that
lie ahead, you must ip back and forth from
red 1o blue, Whike blue, smilarty colored pro-
jecties can't hurt you, you can leap onto bi
platforms, and you can damage red enemies.

Aip colors and the cpposite is true. Add alun
me ~;\Hm'l'u4hll|q alement and onling Co-0p
and Oulland & 25 The rare leat of success-
Tully combining several great featuras from other
games 5o a wholly new experience emerges,
Look lor it in the next few weeks.

The sequel to Twislad Ped's popular Splosion
Man infroduices a new character and fleshes out
evary aspect of he ongnal Tile's gameplay. Me.
Splosion Man stil has you blowing up lo reach
high places in fast paced and humaorous co-0p
enablec platformmi pences, Howover, the
NEW Qarme ¥minine exploding prolago-
rist out of Big Science Labs and into the futur-
istic world where she encounters new features
Tke zip lines, rampolines, body-launching can-
nons, ying cars, and massive boss encounters
modeled afer ¢ SNES end-of-leve fights.
Twisted Pixgl i also broadening tha reach of the
garme by adding a Super Mario World shde werld
map with brar vid paths. For those who
found the difficulty curve of the onginal Splosion
Man daunling, some levels dong these paths
are easien. At the same time, hardoore lans st
have numerous challenging levels 1o esglons.

BEvenything surcunding that axparience should
ba maone polshed, fur and filled with variaty.
We're stil wailing to hear aboul a release dale
Keouichi Yotsul, the mind behind the cassic
2D game Strider, is loading the team
g Moon Diver, a naw cooperalive action
game being published by Square Enix. Up to
four players join up either off of online to fight
through a5 ol enermy allackers while leap-
ng and llipping through challenging platforming
levels, Like Strider, the garme embra
of movenment, 4
callings, cimb walls, and double jump to their
hearts' content. As you play, you'll level up
your chosen character by customizing his or
her health, magic, and power, Pick-up combo
s are scaltered across the levels that
ncrease the array of special moves available
o each character, After playing for a couple of
howrs, | can say That the game s built for co-op;
many moves let charac vork in tandem to
take down huge numbers of foes, A ol s 2D
ion arcade game if | ever saw one, Moon
Diver shoulkd be out by the time you read this on
both PSM and XBLA,
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."The EMT is here,”

casually announces the Porsche
PR woman to everyone in the
room during a break in the session.
Porschefactory driver Patrick Long
and | have been playing Forza 3
and discussing video game and
real-life racing all moming, and
her comment brings home how
real things are going to get. Fora
day at the Porsche Driving School
in Leeds, Alabama, | tested what |
picked up about racing from video
games through the years out on a
real-life track with a Porsche 911
Carrera 28. Thankfully, the EMT
was unnecessary.

Like most kids growing up with
video games, racing games were
a staple of my diet. It started with
arcade cabinets like Pole Position
and segued into home consoles,
whether that was Excitebike on
the NES or Gran Turismo on the
PlayStation. I've always considered
myself an average fto slightly
above-average racer - nothing
special. | use the Al cars as speed
‘breaks when | have to, and | know
that it's easiest to pass the Al by
J:mkjng late going into the comers.
Despite a lead foot and a tendency
toward inconsistency, I've also
learned a few things from racing

¢=:’= MATTHEW IKATD IPLITS
’“«* IS VIBDED GCAMIE I3.A cING
IKNOWIL-EDCGE TO THE

! ’I..M..TJMATE TEST

video games through the years.

by Matthew Kato

3 Aiphotography by Jon Gardon. Thanks

to Pafrick Long, Dave Engleman, and

Robin Baker at Porsche, Janed Holtand

and Bonnie Berkes from the Brandveare

Group, Jeremy Lawdey and Jetf Pumer

at Porsche Driving School, pholographes

Jon Gordon, and everyone at Barher

v Pm Motorsports Park
-
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How much? | was about to find out. But
before we take it to the track, | am put at
ease by familiar surrcundings —a pair of

Xbox 360 consoles with Forza 3 running on
them, Porsche has set up a virtual showdown
between Patrick and | at a reception at the
track, presumably so | can strut my stuff and
stake my claim as a master of the video game
disciphine. Patrick is cordial and humble about
his gaming abilities, but I'm not supremely
confident that | will beat him, Patrick has

Iy :..ﬁ[-ll." bu'
Ir=mmyy,

id

played video games throughout the years,
and knowing what | know about how | like
1o race - often faster than | should - | have
a feeling that a guy who's driven in 24-hour
endurance races won't crack under the pres-
sure and blow the first hairpin turn like some-
by o Kbox Live,

‘We start with some hot laps, both of us
in a Porsche Cayman S at Leguna Secain
California. | have actually driven a 38mph go-
kart at the track once, and |I've certainly raced
the track emough times in video games to

feal comfortable. Patrick and driving partner
Jorg Bergmeister have won GT races at the
track in the American Le Mans series, so he
surely already Knows every turn like the back
of his hand.

Pafrick starts out on the right foot, produc-
ing a mistake-free run and leaving me in the
dust after | blow the exit of turn three. . .and
again in turn six. | eventually redesm myself
and post the best single lap time at 1:47.381,
but that's not a victory. Being a good racer
requires consistently good lap times and sus-
tained concentration, not a single bright spot
in a sea of mediogrity.

Thankfully, a change of scenery over to
the Mirburgring in Germany produces better
results for me. | regain my composure, putting
down some good laps at the Stage B section
af the mammath course. Patrick's hot lap
times are within a refatively tight grouping, but
| get in the fastest time (2:14.060) and despite:
acouple mistakes, sel a decent pace.

FEEDEBACK

We're uging the official Xbox racing wheel set
within a racing seat, but | never feel comfort-
able. Even after messing with the seat, the
wheel feels too far away and | have to take
my shoes off just to feel comfortable with the
pedals. These may sound like excuses ("The
key to being a professional race driver is
being good with excuses,” quips Patrick), but
you have to be able to precisely contral your
steering, gas, and brake inputs for success.
This is no different whather it's a video game
of real life.

Patrick tells me that you don’t want to use
aggressive hand motions when you're steer-
ing. and the lack of road feedback thraugh the
pedals (which most racing wheels don't offer)
gives the triggers of a controller an upper
hand in this department. “That's one of the
misconcentions, that you get info a race car
and you're either full on the brake or fullon
the throttle," he explains. “Everything about
how the car maves is how you lean into the
throttle or lean into the brake, or the relation-



ship of using each one of them and the timing.
1 think that's one of the things on the control-
lers that has really progressed.”

Plenty of serious racing gamers use various
whesls, but Patrick believes that even though
video games and more sophisticated racing
cockpit simulators can have their uses = such
as getting used to tracks' layouts - thare is no
substitute for the real thing. Still, he thinks that
video games can help with the mental aspect.
"l do see a translation or crossover an the
mental side. If you can get on a video game
and maintain perfect execution for hours on
end - that is something that defimitely applies.
But there's no real risk or danger factor, and
that's the difference.”

During lunch | have a little time to think
about the morning's session and what, if
anything, it means for actually getting ina
car and applying what | know to the track.
Cwvershooting the corners and sliding into the
grass like | often do in a game isn't going to
be acceptable in an expensive Porsche that
doesn't have a restart button. But if anyone
at Porsche or the track has any reservations.
about what they'd seen that morning they

¥
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aren't saying amything. | have signed the track
waivers (but not read them) and there is an
EMT on site, so all the necessary prepara-
fions are in place.

I's & cold day at the frack, just over 40
degrees, and Alabama has just baen hit

he loves the versatility thi

plon and a 20-time race Winner.
cade racer Hard Drivin’ as

he can rememben and that
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pest video games ever produced,”
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with about four inches of snow the previous
couple of days. This is a goed thing, how-
ever, because a cold frack offers more grip.
Patrick and | get in the 811 Turbo and he
takes me around the frack, painting out the
brake peoints, best lines (both of which are
highlighted at times with cones), and a lot of
great info about how to race the track. Barber
Motorsports Park — which is used in a variety
of pro race events including the IndyCar and
Superbike series — has a mix of everything
from elevation changes to blind corners.

Itis now my time behind the wheel ina
911 Carrera 25, with Patrick riding along to
continue his instruction. | start out relatively
cautious, mainly trying to remember all the
turns and not be swrprised by anything since,
framkiy, there’s no minimap in the corner to
rety on. It is not long before | start to layer on
more speed as | became familiar with the car
and the track. Soon I'm feeling the flow as |
move from corner 1o corner. The C25 feels
great and easily handles the relatively modest
paces | put it through. The grinciples are
much the same as in a video game, but it's
instantly clear why video game racing will not
match the real thing any time soon.

ing hi ting him up on & bar stool
inclqmmm m:?s't::l‘:nade::unpen%t age 17 climbing ;;:_
His participation in @ Red Bull

ﬁm&imj:omim Kired him 1n 2003 a5 a factory

[ ike. If
“|'ve never wondered what it would have been like.

d be no — and 1 can tell
ula Ong, my answer mufnrmat.‘ﬂis(m

s series, where he'sa

and although he enioys

{

i

]
A



Sl

-
. DRIVING LESSONS

The g-forces that bear down on you when
you'ra driving can be tremandous, and they
are an unraplicated thrill of racing. At the
risk of sounding pretentious, it's part of what
fuses man with machine and allows both to
work together as one A good driver can fesl
exactly how the car is responding to the track
and how it's being driven at any given second,
reacting accordingly. Video games by 1o do
this with force feedback rumble and visual
cues when driving in the third-person camera,
but it's not even close to being the same.

As | continue around the track, | adhere
lo the simple driving instructions that | have
learned through the years and which Patrick’s
has told me: Finish all your braking before you
enter the corner, Take an efficient line through
the corner with an appropriate ameount of
throttle. Accelerate out. Luckily, | don't spin
out or enter the corners too hot and skip off
the track like | did in Forza 3 earlier - | actu-
ally feel like | have a good command of all the
principles involved. Patrick also adds a great
tip that doesn't translate to most corners in
raging games: visualize your exit

While you're in the middle of a corner you
want to add what Patrick calls “maintenance
tivottle,” This is a variable amount of speed
that stabilizes the car by keeping some weaight
on the back tires. Simultaneously, you're turn-
ing your head to look ahead to your exit and
tha next turn. This is when you can mash the

gas and surge out of the comer. It's based on
asimple principle: look where you want to go.
In video games, the opposite is trus. Since
you usually don't move the camera while
you'rein the midtie of a comner, it's easy 1o
get target fixation, which is where you look
where you definitely don't want to go. This
ameounts to staring straight ahead atan
oncoming obstacle instead of concentrating
and focusing on where you'd rather be going.
Ironically, this can especially be a problem
if you're in a game's first-person, cockpit
viewi. It's not easy or intuitive to move the
camera with the right analog stick (if that's
even allowsd in the game) while you're steer-
ing with the left (especially if the right analog
camera naturally snaps back to center, as is
often the case). In this respect, racing in the
third-person offers a better view. In his opin-
ion, Patrick thinks that the out-of-car third-
person view adds an extra dimension of visual
feadback that is a small attempt to comrect the

]
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fact that the feeling and information from the
g-forces isn't there.

Further obscuring the topic of realism versus
pereeption in racing games is that to most
gamers a racing title is more realistic when
there are no racing assists used. But Patrick
says that this isn't necessanly the case, A lot
of these cars are ABS- and traction control-
designed, so when you turn all of that off,
you're kind of leaving it in the hands of the
game designers to simulate what the car
woulkd be like."

“A RACE CAR WITH A LICENSE PLATE"

Back on the track after my driving tutorial with
Patrick, we go head-to-head (sort of) against
each other in the safest manner possible.
Driving by myself | follow him at a distance of
about two car lengths trying to mirror hig pro
lines through the course.

Having clocked a handful of laps, | feel that
| know the course enough to start adding
more speed to my route, At first this works

perfectly. I'm keeping up with Patrick (who
no doubt isn't driving as fast as he can) and
teeling what | imagine is how you want to feal
if you are actually rasing: in contrel, alive, and
approaching the edge of your abilities. This
-evaporates inan instant when Palrick leaves
me in the dust in the elevation of turns nine
and 10 (see track mag). | am once again too
cautious coming out of the chicane in turn
eight, and he dusts me on the exit. | turned
my head to the right to find the exit cone and
he was already out of sight,

If | need any further proof that what I've
done in a video game or outon the track
hasn't approached real racing, | get it as | ride
with Patrick in a Porsche GT3 in the day's final
track session. He calls the GT3 a "race car
with a license plate," and as far as | can tell,
that's true.

Earlier | asked Patrick how to identify the:
edige of that envelope - that fine line where
you're getting the most out of the car while
slill being in control. He replied that you
should hear the tires squealing. He says that's
the car "communicating with the Gs." Well,
out on the track in the GT3, Patrick makes
those tires sing on every corner and brings
the full effect of the g-forces and every law of
physics in the universe to bear on that car and
us in it. The GT3 is more than up to the task,
and although Porsche is respected for making
sexy, fast cars, let me just add something
| learned in riding with Patrick in the GT3:
Porsche also makes a very good seat belt,

While he is driving | notice that he is doing
more than B0mph through some corners = a
full 20mph faster than me. | have no idea if
Patrick is driving to his full extent that day or
if heris playing it safe, but it's clear that his
mind and body are maving on a whaole differ-
ent plane of performance from the rest of us.
Taking every corner al high speeds, he still
executes perfect entrances and exits while
manually shifting and conducting precise
mavements en the steering wheel, It's quite
an experience to live through firsthand. Even
when he whips a few drifts through some
corners for fun and his hands are locked in
exiremes on the wheel, | never for asecond
feel we are out of control.

"How's your stomach?" I'm asked a few times
from different people after my ride-along in
the GT3 with Patrick - a common guestion,
I'm told. The innocuous sandwich lunch from



a few hours ago is still moving at near-racing
speeds even after | have gotten out of the car,
but | lie and say I'm fine as | concentrate on
the cool, fresh air.

Coming back for the final video game ses-
sion of the day is a return to Earth. I'm not
knocking Forza 3, but after being subjected to
the ride that | just had, racing against Patrick
head-to-head back in the game feels like con-
trolling air, as if there's nothing on the other
end of the controller, It's unfair to compare this
or any game to the real thing, but perhaps it's
too easy to fool ourselves into thinking what

we're racing is real because of the graphics,
the sensation of speed, and the fact that con-
rolling a car anscresn seems so analogous
to what we'd be doing with a real steering
whesl, | guess you could say that about any
video game.

Funnily enough, it was easy to revert back
to my old ways of not braking enough into
corners and misjudging my speed. Perhaps
because there is no physical threat of bodily
harm or even death, my mind happily pushes
its luck. In a three-lap stint at Le Mans® Circuit
da la Sarthe in Forza 3 for all the marbles |
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car,
loose since all the force is at the

A couple times it
car's ABS kick hr?::d?m‘:mwn_t

where | ould fie the

definitedy do just that. Patrick ends up win-
ning easily as the Circuit’s sharp turns are too
much for me, and it doesn't help that | spend
critical seconds trying to get back on the
track after a spin out.

Racing in video games is everything and
nathing like it is in real life. The inputs are
there, but the output is different. What | knew
about racing from video games was appli-
cable on the frack, but it only led to different
conclusions and questions about the validity
of any comparison between video games
and the real thing. Could this experience lead
o me baing a batter racer in video games?
Certainly Can | fransfer that back onto the
track again? The only way to find out is to get
back out there as soon as possible,

Besure fo check oof a wideo of the day's events al
ETOITNTTIE COXTTRR



Rift’s Compelling Case
For Your MMO Allegiance

Why I'm happily grinding away in Telara
while an army of Azerothian alts lays dormant

by Adam Biessener

s much fun as [ had with Cataclysm in the
months [ spent with it, I've officially jumped ship for
Rift. Part of the reason is undoubtedly Rift's shiny new-
ness, but after a bit of soul searching, I've found deeper
underpinnings for my decision.

I'm done with “massively singleplayer.”

The chnosdious overusa of phasing in Catadysm's 80-85 zones, along with a con
tent devedopment philosophy thal seems 1o hold thatl no non-instanced content
should require grouping, pushes World of Warcralt players into their own virtual
spaces rather than encouraging them to work together. Seeing another character in
T weir b s annoying more olten than not, since the grand tola of the impact you
have on each other is aimost dways smply one of you having to wait for a quest
cbjective to respawn. Wanlt to pop over and help a buddy find a named monster?
You very likely can't see each other if you're in a Catadysm zone, since you have
to be in questing lockstep to not get out of phase with one another. You can forget
about duo leveling with a friend unless you maintain rigid discipling about only
playing together.

Hift, on the other hand, does everything in its power to push players together into
ad hot groups, Everyona's group is “pubiic” by default, which means that anyone
can join you wilth one dick of a button on your porirail. Whatever I'm doing in Fifl's
public zones — whether it's questing or world Pvi? or fighting planar invasions - I'm
as Ikely to end up in a group with any other Defiant players in the area as to fly
solo. The system sounds winerable to grefing on paper, bul | haven't Kicked a
player out of a group inall my hundreds of hours with the game. 've got a friends
rs1 & mile bong above and beyond my guikd just from The natural interactions with
othear players in the wordd,

Il weant 1o level up a character onmy own, Ul play a sngle-player game and chat
with miy friens over Steam, | play MMOS to save huge worlds Irom Intermet dragons
wilh players rom all over tha globse.
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Rifts and Invasiens are infinitely more compelling
than instanced dungecns.

Lets be rea f[:f nute. WoW's endgame consists of
dungeons, batlegrounds, arenas),
ing dls. Thal's fine unll you geta
2 of d'mn\r content. When was the last time you
banded togather with a bunch of players 1o stop a wave of
ENEMIES COMINg N 10 kil your cpnhlg,m.{h andd torch your

\ Ji1"l

s "Kks(‘ t‘)ﬂpl'lk'i L
| can ever go back,
Other MMOS hanve dhyna

3 Claily, mtll:k)n 1 ihink

sor
variations of open-world PP design
3 IIMI expenience when hey
s ol modern, ;\0\,1 Wil
MMORPG llc'a:qrr You won ik under a griefar’s
Thurmty ke you are all too likely Ton many t
locused PP games, and Rills level of polish rivals
Iilvmrd s legandary attention 1o detal,
ncer in R are sullicient to drive players Toward
participation for now, but keeping hedihy populations
around its dynamic events as the player base mallres i
ore of e main cf it laces, I'm kving it now,
bt if the level-cap invasion soena is doad by the tima
HArenale around to shipping Guild V 2, Imay be
\.||Int,.ru|n1l e arlicle ke this sooner than later,

Rift lets me build a better hero.

I 1 want 1o tank Calachysm dungeons of raids with my
Deeaath Knight, | have maybe three of four talent points | can
mowve arcund without hurting performance. | can pick
entire new talant rees 1o complament my main soud with
Rifl's innovative sped lion systern. So far, al least, I've
been able to make interesting isions about how | want
to-do my job {tanking, debulfing, ranged damage, malee
damadne, raid haaing, tank hagding, not getiing crushed
in BB elc) without preventing me from being effective
or viable:

For example, | can par a heaing sou with my damage:
oriented spellcasting soul to creale a sall-shiedding, file
fhnnr; Tt 1'fr|c" or r\-.':rq spec

to reduce :
miobiity. A Third by |'ld

could supplement 1 -
snls that provide rickle he
& the ane: Becaus:s 'm stil :\|?lfﬁ'll"\_’; e miajor
iy of my points in the spellcasting tree, I'm able o handle
basic darmage-deaing dulies wilhout a problem n any
of these builds. And tt based only on the Cleric’s
Incistor Soul. | hanven'l touched on more balanoed bilcs
that spread significant investment over mulliple rees, o the
other three archahypes and dorens of diferent souls that
ofler radically dilerent capabiities,

You can countar with the argument that compatent Hay
eis can aush Wol's leveling dungeons without spending
taden pe wwhane, much less with oplimized builds.

S0 what? Rift giv
want theair o

35 players rea cholces aboul how they
to develon and play, | used 10 be jeal

ous of B of aWol ulultl 1o change her role Irom
spell damage 1o has daa damage with a
simple e, Alter [ MW druicd looks lke

an unfinishod, crippled class,

Moving from Cataclysm to Rift isn't like going back
in time.

Every time I've dived into a different game alter a sl
World of Warcralt, the expesience has bean g Jrrrfl by a
ant litary of the |
palish have
intuitive mechanism for splitling stacks of i 1r~mw N your
rventory (o weird presentation issues like anmalions not

syncng properly with abilities, | coukd never shake the fed
ing that | was playing an inferior, B-quality game. This kind
ol problem never maters much over the ool of at most
aflew doren hours v a single-playes game, and is only

millcy irritafing in the bundreds of hours that | tend to pour

into a sirategy fitle | take a shine to. In an MMO, where
wour're spending weeks of red time n-game, these rough
adges add up - especially lor a game constantly being
compared 1o a Blizzard tille.

Fift doesn't hava this pre . For the first angiter
developer has matched (il ot beaten quile yel) Blzzard n
that compary’s area of strengih.

The Tact that F
likex Anarchy Onling Irun a technical pergpoe
parison doesn't b, eithar.

Aivie by COm

For now, Rift has my attention.

| don't mean this article to be an attack on Blizzard

or World of Warcraft, as negative as I've been about

A o at points. hy time chysm was wonder
ful, bt it's over. I'm hopelul that Rift will deliver abowe and
br-\rorn the excellent leveling experience. i not, though,

18 horizon — ncuding

ter — wailing 1o seduce me
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XBOX 360

Even though Microsoft's Kincct
is the fastest-selling con-
Sumer electronics device of

all fime, software releases for
the peripheral have slowed

to a crawl since the launch’'s
I7-game lineup. Where are the
Kinect games? What lies in the
hardware’s future? We caught
up with Microsoft's Kudo
Tsunoda and a few Kinect

developers to find out.

warchy




Even with recond- breaking hardware sales,
Kinects post-launch soltware suppaon has
been less than impressive. The sensor boasted
17 games at launch wilth wildly vanying review
5C0ras, he most ailically acclarmed o the
bunch being Harmonbes Dance Central. Since
the strong November debut, Xbox 360 titles in
purple packaging have been sparse. However,
acoondng to Kinect aealve director and gen
eral manager of Microsolt Game Studios Kuds
Tsuncda, the denices is gaining tracton as pub
lishers whio weren't orginally pant of launch are
now getting rvohed,

“Many of the pubiishers wiho did not buid
Kinect products for the launch have seen the
amazing saes of Kinect, and they are jumping on
board,” Teuncda says, "Il's amazing whal being
the best-salling consumern elactronic product of
Al tirme will do.” Even though Activision and EA
{which pubfished EA Spons Actise 2 Hor Kinect
at launch) are notably absant from tha upeom
ing games list so far, companies such as Ubisoft
and THC, which hane been sirong supporters
snca launch, are stil on board with seversl
Kinect games coming in 2011 (see sidebar).
Sega is publishing an M-rated first-person homor
litle, Rise of Nightmares, and companies like
2K Play, Capeom, and Warner Bros. (parinesing
with developer Double Fing), are jumping on the
Kinect bandwagon with Camival Games, Sleel
Battalion, and Sesame Streat lites,

Several of thesa titles, phs the much anfici
pated Star Wars Kinect game and compatibity
with the likes of Forza hMotorsport 4, might give
hardeore gamers a reason to use ther Kinects
in 2011, However, by the looks of the largely
kidd-friendly 2011 ineup thus far, we may not
see more Kinect games with major mass appeal
until 2012,

From casual to hardcore

Kinect's launch games let users bust a move with
friends, interact with exofic jungle cats, and get iIn
shape with Mitness selections, Though the incup
oflered some solid casual cholcos designed with
the tech in mind, crifics noted that the library
lacked fliles appealing 1o hardoore Xoox 360
owniers. On the Mip side, aven though games
designed specifically for Somy's PlayStation Move
lal into-a samilar rap, e mation controller has
been succassiuly mplameanted in high profile
games such as Heavy Rain and Kilzona 3 as an
alternate control setup. Could we someday play
Goars of War using Kinect?

“Historicaly, Xbox has been predominanily a

hardcore game corsole, We have lound with
Kinect, ke most now lechnologies, that if you
buid games from the ground up to take advan-
Taga of the featunes of Kinect, the games rock,”
Tauncda axplains, “While marny of the axisling
Kinect games are not hardoore games, they are
bt from the ground up 1o Take advantage of al
the features Kinect offers. More hardoore games
are coming, but | think developers are really
smart nol 1o lake Kinect and force It into games
bl for controllers.”

THC production director Willam Schmitt,
whose laam is curmently working on a UIRC titke
Tor Kinect, agrees. “The Kinect oflers nurme
ous coniral options through total body tracking

in three dimensions and woice recognition, a8l
withoul 1he nead for a contraller. Given this, use
ol a standard confraller wouild likely be more
limiting, bacause it vwould oocupy both of the
playars hands, and therefore detract from he
entertainment value that the system ks designed
to ofter,” Schmill explains., “Il a one-handed gun
poriphora were ntreduced 1o work in Conune
tion with the systern, however, that may offer a
wicanily diferent experience in the casa of
first- person shoolers.”

Tsunoda says most developars up to this
point hewe buill games that loous on he player
being the coniraller. He noles, howeuer, that
mixing Kinect games with a standard controller
s entrely possble, Ubisolt's Chid of Eden, lor
axample, 15 lully playablo with eilfwr Kinect or a
stanclard gamepad and off noticeably differ-
endper ience depending on the input mathad,

What's next?

Though Teunoda didn't provide any explicil
detais onwhal we can expect from Kinectin
the coming year, he says Microsolft has merely
scralched the surlace with e plallorm's capa
bifiies. Judging by the Kinect hacks we've seon
across the weeb that have pushed the boune
ol what we thought the sensor was capable o,
wa're hoping Tor even moee inncalie gaming
axparancas down the fine as developers
become more proficient with the tech. "Youll
00 now fealuras hat will really alles what peocplo
tay

think thay can do with ther Kinect sensor. S

tuned for some big surprises at this year's

Third-parties sound
off on Kinect

‘Ubssoft is very much behind
Hinact, and e company &
actively developing Kinect-

echisive and Kinect-enabled

iffes, We recantly announced
Fowerllp Herges, a superfero:
theimed full-body cambal game
exclusive to Kinect, anal ive

will have mare informatian
about other upcoming Kinect:
enabiad liles this summer."

= Adam Novickas, Director of
Marketing, Ubisoff

“We are pushiing the boundaries
of gaming in some tifles and our
aarly adoption of the Kinectis
paying off with the feam explor-
g nan-trivial ways of using the
device. Thes doas mof mean hal
wee are nof paying attention to
what has worked wel on Kinect
either = | an excited by the
breagth of fitles coming out this
holidiay and beyond.

= Mary Beth Haggerty, VP of

"Kinect is a lot of undkscovered
couritry and iwe re thrilled that
we're ane-of the early adoplers
of that fachnology, which ks a
great aoportunry for us. As lang
&5 we have ideas that we believe
are strong and work vl on al
platform, and a5 long 25 we can
find financial and creative part-
mers thal wand o go along with
1§ think you Il absolutely see
stff i the fudure. "

~Mathan Martz, Lead
Programmer, Double Fine:

Upcoming Games

Apiil

Carnival Games: Morkey See;
Monkey Do (2K Play)

Michael Jacksan The Experience
{Ubisatt)

May
Virtua Tennis 4 (Sega)
Kung Fu Panda 2 (THJ)

June
Child of Eden Ubisal)

TBA 2011

Steel Battation: Heavy Amor
(Capcom)

Kinect Star s jofficial titte TEA)
(LucasArts)

Forza Motorsport 4
Micrasolt Game Studios)
Rise of Nightmares (Sega)
UFC Personal Trainer (THO)
Powerlip Heroes (Ubisaft)
Sesame Streat Once Upon a
Monster (Warner Bros.)

The Gunstringer
Microsaft Game Studics)
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Dragon Age II

Dragon Age: Onglns was one of the hlggesl role pla}'mg games of 2009

|L"'~'I\-"

owave

Age IL. ¥

S0me o

Was thera ever a point in deval-
opment when you considered
additional narrators besides
Varric to provide another per-
spective on the events?

e certanly did, but realized the
dandger ol doing 0 was that he
story woulc become muckiied We
cicn't want to layer confusion by
meking the players constantly ask
whether anylhing they were doing
was real

How did you determine which
characters from Origing and
Awakening to include in

ths Sequel?

As a general nde, [t was a matter of
asking which charactens seemed o
offer informalion about the workd's
evolution (such as Alslar the King's
appearance) of wha logcally meade
SONTEE 10 ARPEAr in the oourse

of the: game o 1o palllical o
geographic localions.

‘When creating interesting com-
panion characters, what consid-
erations come first?

We Iry to make all of cur compan
lons Inferesting, resl peopie, rather
than geting over-focused on ther
“robe” up front. There's cerainly
some kean to make sue that there's
SO exposure 10, say, ebes, but
we wouldn't ever stop at just delin-
ealng a character as "alf warrior"
So our approach has boon 1o make
sure we do have encugh combat
coverage, which ususly means
developing more characlers than
wie neec, The ones wiho dan’t it
the curent story of the combat and

[ suceces wil

race balanGe? Wed, we Tuck them
awery for laler.

Many of the caves and bulld-

ing interiors are repeated, even
though the locations are sup-
posed to be different. What

kind of limitations necessitated
this decision?

In the: balance of production, we
resfized that we had capadty to cre
ate and maintain mone stories, con
tent, and encounters than we could
necessarly create unigque levas forn
50w made he Gall 1o re-use some
ol the caves and other levels n the
inegest of provicing more sdedquests
and encounters.

The fast-paced combat system
of the console version is a large
improvement over Origins’ con-
sole entry. How did you zero in
on the parts of that system that
needed the most attention?

Lots of bath formeal and informal
usability testing. The real key, we
discovered, was thal of expecta-
tion gpace, Controllers carmy with
Ihexm the fedl thal “these bultons

ang designed to do things.” Whether
jumnp or attack or grapple, controllers
feel at their best when they trigger a
responsa, The question then became
whether we could look al our com-
bal system as a whole and gal thel
level of responsheness while stil
usng our RPG nes, stats, Inventony,
and 50 onh as the determining facton
im the effect of that action, Another
kery consideration was ensuring thal
the changes o't meake the g
imposshie to play on the PC, which

s why we kept to an altad'ability
parackgm rather than combos o
olher acion game medhanics,

Do you see Dragen Age aver
revisiting the traditional tactical
gameplay found in Origin
It really cexpronds on the definilion of
tactical. For some, it smply means
“glower.” For others it means more
oomplcated combat scenarios and
more engagng/challengng foes,

To the former, | woulkd say no. |
personally ind the responsheness
andd personally of e rew com

bal systerm to be much better for
Dragon Age as a whae, My expert
ence with the game feels more ke
I'm in coniral, rather than issuing
orders, and that drect comelation
Ty actions is something | really
anjoy, Ths s speaking s a habiua
PG pawse-and-player.

As to the Idea that tactical requires
more thought, and more angage
ment i terms of ablity use, | would
argue thal we haven't moved away
lrom Ihal (enemy commanders and
ASSHSENS present a ype of sihe
ational chwabenge that smgply wasn't
there In Origins), but that we certanly
can go furher. We're aready looking
at the types of foes and encounters
we have in our portfolio with an eye
lewvard exqpandng the breadih of
oombal challenges.

The rogue occupies a cearer role
in combat now, but why did you
decide to downplay the impor-
tance of positioning (like with the
backstab skill)?

Positionng stll plays a pretty sig
nificant role in the rogue abiiles, for
vt resasons, Fist, many anemes
have what we call a “frontward bias,”
which mesns that they are more
damagng and more effective when
fighting 1o the fronl. As kess durable
characiers, ogus e ar mone
survivabile when fighting from behind,
Seconcly, al characiers receve a
slent boost (o ther aitical chance:
when “Hlanking” a foa, or fightng
from behind, which in furn plays into
Uz marny “dioes edra X wien nd-
g a arlt’ abifites that rogues can
accuine, And don't get me stafed
on Shadlows.

Uitimadedy, the backstab skl s
designed to address a personal
e meles rogues from
Origires: There was no way 1o quickly
maove inte a flanking position, and
doing so alten caused myrad path-
fincing Fssues. We experimented with
a repositioning skl 1o get balvnd
toos with & slick rod, bal that feli
lackiuster compered to the rogque’s
other abflies so we added an altack
toit. Backstab was borm.

Meredith plays a significant

role late in the story, but is
largely absent for the rest of the
game. Why keep a prominent
antagonist in the background for
so0 long?

The "proaminent antagonist™ s a
staple of fantasy, be 1 the brooding
eye of Sawron of the endless hordes
of the archaermon. For Dragon Aga
I, wir wiantescd 1o attermnpl sormelhing
citerent and break the mald and try
Lo wiify croumstance, ralher than

a specific evl, s a slory of how
heroes are made, not bom, and |
thirk thed by the same token, ts a
story of howe the antagonist need nol
abways b The villain, To me, thal's a
very human take. | befeve the early
game [kely could have used some
addiliona appearances by Meredth,
but we were [kely being over:
cautious of her being perceived as

A source of confusion or frustration
lor plagyerss 1 Ihink shw’s impoiant,
bt shix leels dsconnected from my
curment goals!”

‘What would you say to a PC
gamer who feels like Dragon
Age Il was “dumbed down™ com-
parad to Origins?

| weowdd suggest that They play on
Hard, frarkly. Origins on nomal
defvered a prelty palniul expest-
ence on the PC T you were nesw

to RPGs, and | Famly befieve that

it fumed people off, There's a very
cear sl gap"” babween Someons
new 1o Dragon Age |l and a return
gy Owigynes player, and | think it's
very easy to forget how steep that
learning curve could be ance you've
overcone il

Az such, we've made the early-
game quesls and encounters more
forgiving, especially on nomal, 1o
help someone jusl getting ther feet
under them acciimale. Hard, how-
ever, presenls a solid, and congls-
et chalenge (o wetorans, and ome
where | think teamwork, pause-and-
phay, and smart thirking are all quile
mportant. @
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PSP Powerhouse Ready at
Dawn Eyes the Future

Ready at Dawn is one of the few developers in the industry that specialized in PSP development. Its ma
the S‘y'b'l(}l'l’] was evident in almazing gJe

Sparta. We recently spoke with R Weerasuriya, Ready at

and future, in

interview by Matt Helgeson

What are some of the things you learned
while working at Blizzard?

Everything | leamed on both the business and
development sides was from Alan Adham. He
founded Blizzard in 1991 with a couple of his
friends. One thing | leamed from him was thal,
until you quit the game industry, you don't have
a life. Every single ounGe of who wa ara - or
Iives, our socil lives — everything blends into our
work. The second thing | learmed was dedica
tion and passion. It didn't matter what time of
day it was or how long you had worked, IF it
could be done better, we just did it.

Talk about the development process of
Daxter. it was Ready at Dawn's first game,
and for a brand new system.

It became something we didn't espect, and |
don't think Sony expectad it gither. The PSP
wasn'L out yel when we pitched the game and
we were ryng to figure if it was even possible
to replicate a PSone experience on a portable
platform, because no benchmeark existed, As
the months went by, we redized that we were
doing a lot more than a PSone; it was more
equivalent 1o PS2.... Il was a pleasant suiprisa
to find thal we could do a lot more than we
expected. It went from a small experience to a
fudl-blown, story-driven platfomer,

How did you become involved with the God
of War franchise?

Thal was also a pitch we brought to Sony. The
ratural thing would haee been to move on to
Diaetr 2. Ve il talk intermally about how awe-
some it would be to work on a second Daxter.
At the time we were working on Daxder, the

lirst God of War came oul, We were al playing
it at work, W had a conversalion about what
wa should do next, and we thought of bringing
up the idea of doing a God of War, We pitched
it to Sory Santa Monica and they thought it
would be a great fit. We weren't sure we could
replicate it on PSE We laked about doing a
20 game, a vary diflerent Ged of War, Bul wa
decided that if we did It, it had to be as good
as the consae God ol War, Thal was what con-
winced Sony.

Do you think Ready at Dawn is the greatest
PSP developer?

[Laughs] That's a question someone alse
should answier, One thing we hoped we proved
s that we tried 1o be the biggest supporiors of
the platform. Sony and us proved that the PSP
was capable of things no one thought it could
oo As lar as being the best doveloper on that

5 like Dax

cluding his views on Sony's NGP handheld

system, |'ve enjoyed games from LocoRoco to
Lumines to Grand Thelt Auto. It's hard to say
whal's batter. Bul wa're very happy with our
succoss. We did everything possible to make
that harchware shine.

Was PSP difficult to develop for?

I's hard 10 say, because a kol of other develop-
ors are gong 1o hate me lor saying this, but

| actually think it was harder to devalop for
PSP than another console. There was such an
expeciation lor what it could ba; it wasn't just
aGame Boy experience. Because so much
was expected, we ahways felt we'd be com-
pared o the “big brother” games...every single
review that came oul, we gol docked becauss
it wasn't as good as God of War In graphics o
[other areas). Actually, as much as it hurts to
hear that, it's the greatest complimant we could
have ever gotten. The expectations were much
greater than even the platform could provide.

After the first God of War game came out,
you announced that you were giving up
PSP development. You showed a picture
of your boxed up PSP dev kits. Later, obvi-
ously, you reversed that decision and made
God of War: Ghost of Sparta. What caused
that decision?

We've always wanted to do the things that the
guys here were passionale about. AL the time,
we redlly thought we had pushed the PSP
hardware as hard as we could. | remember

that we packed Lp 1he PSPs. FedEx was sup-
posad o come pick them up, and we decided
fo take a piclure and post it. We never thought
rice about what it woldd mean, but it became
much bigger than we intendead. It 1ook us about
ttree monihs after the game shipped to start
having auiestions about the things we didn't do
on Chains of Olyrmpus. There were things we
couldn't do in the fime allowed. Those questions
ingered, and the guys here started saying, “If we
i another one we could make it so much bel-
ter” Because the drive had retumed here, it was
areally easy conversation with Sony, So | guess
we shouldr'l have sent those PSP units back,
but it took a while for us to thirk through it.

When you were thinking that you were
moving on from PSP, were you thinking
about making a home conscle game? Do
you still have those ambitions?

There's always a lot of ambitions to do a lot

of things here. From day one, we've aways
weorked on our own IPs, just because we had
Ideas that we wanted to put on paper, Alter
Chairs of Olympus, we needed 1o know il we
were disciplined enough to do samething on our
own. So wa sall-lunded a small prototype infer-
nally.... We'll probably come back 1o it one day.
Bul il's nol something we're doing right now.

Jod of War: Chains of Clympus and God of War

Dawn co-founder about the company’s

stery of
Ghost of

past, present,

You had made some comments to Edge
that the PSP was “doomed from the get-
go." What were the flaws of the PSP?

Well, as you know, things get taken out of con-
text. The context of that achual line was talking
about IPad and curent motsile plattorns. We
were talking about connactivity and the fact
that you have the ability to be connected 1o
the: garme al &l times, In that sense, e PSP
doesn't have thal backbone — the 3G natwaork.
I we look back now, that's what was making of
Breaking mobile gaming. The iPhons is popular
because of that - you're directly connected and
youl can download a game wherever you ara, |
can be al the arpon, download a game, and be
al it siralghiaway. That's what thae PSP lacked.
That's why we're looking forward to the NGP.
As | said, it was taken out of conlext, because
alot of the conversation was taken oul of the
article. Sensationalism lakes over. Next time, [l
figure out a way to not say that or to speak to
the: right pecple,

You've made some favorable comments
about Sony's NGP. It would seem like a
logical step for Ready at Dawn. |5 your next
project on NGP?

That question comes up &l the time. Right now,
we can'l tdk about our plans as far as NGP is
concemed. As far as the platform s concerned,
I know what most people know and have seen.
As lar as working onil, we've never said nolo
arty platiormn.

Have you seen the NGP? What are your
Impressions of the hardware? It has the
connectivity and other unigue things like
the touch pads.

It has alot of podential on all fronts. The touch
pads are greal, but they aren't going to make
or break a game. VWhal does excite me about
the NG is it's the first time we'te going to see
whal it feels ke o play across platforms. Every
time we picked up a console loday, we play

a different version of the game. It's naver the
same game. The MGP could allow us o sea

a searmless game experience rom one to the
other. The power that it provides would allow
us 1o have a game on PS3 that you could put
down and pick up on NGP. I'm speculating, but
that's the beauty of a system that is so powerful
and connectad,

So you feel that the horsepower is there to
do that with NGP?

Yes, from what ['ve seen and whalt 've hesrd,
The demos that were shown of Uncharted, |
was redlly surprised, especially considering that
i the first genaration of garmes for the system,
| cam't imagine what it will be like when we're in
the middle of the cycle. People could do amaz
g things on thal platform.
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by Ben Reeves

#)] Turtle Beach Ear Force PX5
I Pros: Like an insecure overachiev-
"-_i/ er, Turtle Beach's new wireless

Jfr:'.' headset acts like it has something
=S to prove - and prove it does.

Not only is the PX5 compatible with Xbox
360, PlayStation 3, PC, and Mac, but its dual
Bluetooth functionality means you can use it
to answer your cell phone or stream music off
your iPhone while playing games. Thanks to
Dolby Digital technology, this set cranks out
flawless 7.1 audio and has pitch-perfect mic
pickup. However, the PX5's coolest feature
might be the fact that it talks back, letting
you know which one of the 18 different pre-
sets you've picked, or informing you when
you pair with a Bluetooth device.

Cons: The PX&'s price might be the only
thing holding audiophiles back from purchas-
ing one of the slickest gaming headsets on
the market, but those who can afford this
high tech piece of hardware won't be disap-
pointed.

$£249.99
turtlebeach.com

Cans On A String

o Lpr e Il




Astro Gaming A40
Pros: Asta's offering compeles with the PX5 for the best sound qual-
ity. The Ad('s microphone produc
positioned on either th oght o left ear cup

design, which makes s one of the most comfortable headsets o wear for
extended perods.

Comns: Astro's Mbcamyp 5.8 & uselul Tor comverting s headsel nlo a wireless
conlrols,

deice, and te miamp also handles e system's gama'voice Dakance
Unforunately, the device will set you back anofver $140 bucks. The
s the plastic. ridge thal connects the AJDNs ear cups; the cheap pla:
couk break within a year

i
$199.99 (Standalone Headset) $139.99 (Mixamp)
astrogaming.com

Creative Sound Blaster Tactic 3D Sigma

Pros: Cieatve wins the happy ear award for most comiortable headset,
B el padcing doesn't inbislang with Ehi unit’s sound output,
The Sigma has great susround sound emmulation, and Ils nofse-cancellation micro
phone offers clear sound witheut @xcess background nterference.
Cong: Consol: gainers are k4 in the cokl since e Sigma Teatures no 360 o

Prog: Gven the spot-on 7.1 surmound seund delivery and Fght design,
vour might forget that the GEG0 15 a wireless seb. In addition 1o excellnt
ditectional audio, the GO30's n'sa canceling microphone and nose-isolating ear
G w1 b your feel Wk you're | e waor I, The syslem’s best lea
e 5 Wi e you frstant BCoess o wour musis,
ghat chents, and volog: morphing
Cons: Lacks Xbox 360 support. The G 0 seams lo have been ma
smaller hesads, 50 hase of | 1 e skulls weill feel a bit aushed bety
cans. Bass kevels also feela Pk flat at Emes.

4 Logitech Wireless G930

o
rer Bhese

s15999
logitech.com

Razer Chimaera

Pros: Razer abyays produces slick-looking hardware, and the Chimaera

Is no exceplion. The Chimaera's display stand even doubles as a charging
stalio Jave thee rich soundscape tese speakers produce, and appreciate hat
The unidiectonal microphone manages o pick up only o voioe
Cona: T Climacra was bl specicaly for B Xhox 360, and it woeks perfectly
for that corsoke. I you want to usa 1 with your PG you'll need a 3.5mm to RCA
cable, v is sold separalel. Ths headsel also never moked 1o o head, po
ducng some discomfortin the long term.

rarerzone.com

Sharkoon X-Tatic 5X
Pros: The Sharkoon sacrifices performance for price, but its sound
oufpud is sofid enough for those working on a Fmited budiget. The X-Tatic
weon'L viscsar on your vl of your eans, and the cheapest headset is also one of e
most comilor e,
Cons; Mxko edremes scand a Fiike fiat Beough the Sharkoon's tin can
and the unit's Bendy micophone creates feedback when you reposition it
xil tha it the nlfine volume

Tritton AX Pro
Pros: Titton's ewersized ear cups should fit any head and

urmeeded pressute on your eans. We Tked e audio conlrolier box, which
Telped boost this sel's perfonmance 1o e 5.1 surmound sound. We had no prob
K getting Wis haadsel o voak on oun PC, Xbax 360, and P53
Cons: The remaovalie microphone isn'l & ustabie as we'd e, and 1 comes
packaged with epough cords to make MASA [ealous (Ihe audio controller alone
requies a separale AG adapter), The unit feels sturdy, bant il outer plastic shell
makizs the unll ook cheap.
VERY B0E 1]
$169.99
trittontechnelogies.com
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ALL YOUR

BASE
ARE
BELONG
TO US

I i LY T

S5 BLACK MATERIM

ALL YOUR FASE ARE BELONG
TO US BY HAROLD GOLDBERG

$19.99
bbcamericashop.com

THE COLONY: A STRUCTURE
CELEBRATING THE TRIUMPHS
OF TECHNOLOGY BY VIKTOR
ANTONOV

$24.95
designstudiopress.com
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31
Red Faction: Armageddon

06 Drop the Hamlet Hammer

12 Letthe Mega Man
Celebration Begin

Thor

04 Captain America
Graduates to Second Series

20 Another Day, Anoth
Pirates Movie

10 New Releases
WK . 3

05 Sonic T at 11 R Story to Read Before
Atfordable Price Playing Batman: Arkham City
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BY JOE JUBA

You spared the Rachni Queen. You saved Ashley. You handed the Collector base
over to the lllusive Man. Or maybe you didn’t do any of those things. BioWare directs
the general narrative arc of the Mass Effect series, but players craft the nuances of the story through their choices. The result is a

legion of fans with personal connections to their own visions of Commander Shepard, and unique perspectives on the events in the
Mass Effect universe. Male or female, paragon or renegade, soldier or adept — Shepard is shaped by numerous decisions spread
throughout Mass Effect 1 and 2. While these choices often ripple out to affect the whole galaxy, nothing you've done so far can
change the grim scenario Shepard faces at the beginning of Mass Effect 3: The Reapers have arrived. The full-scale war against
these sentient machines forces Shepard to answer for his or her actions and allows players to withess repercussions that have

been churning beneath the surface of the story since the trilogy began.
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ass Effect revolves around galactic
conflict;, entire worlds and civiliza-
tions are at risk, and their fates lie in
Shepard's hands. This grand scope is comically at
odds with the humble location where the exploits
of the Normandy and its crew are determined.
The Mass Effect series is developed at BioWare's
studio in Edmonton, Alberta. The building is con-
nected to an average three-star hotel - the window
in the shared office of BioWare co-founders Ray
Muzyka and Greg Zeschuk only overlooks a restau-
rant and a fountain in the hotel lobby. However,
these inconspicuous surroundings gave rise to
one of the most ambitious and revered franchises
in gaming. This is where the Mass Effect trilogy
started, and it is where the battle to save the
galaxy in Mass Effect 3 is currently underway.
When BioWare first announced Mass Effect, the
developer's goals for the project seemed unattain-
ably high. Mot only was it positioned as a three-game
story before the first entry had even released, but
the concept of decisions carrying over from one
game to the next had never been attempted on
such a scale. Once Mass Effect came out, however,
Bio\Ware's ability to deliver on its promises became
apparent. The game was hailed as a cinematic scii
masterpiece, and the even greater success of Mass
Effect 2 served to cement the series’ reputation and
win more fans. Now, with the epic conclusion on
the horizon, all of the build-up in the first two titles
is about to pay off. “This is what we've been looking
forward to the whole trilogy,” says executive pro-
ducer Casey Hudson. “If you think about the IP that
we've built, really every one of the arcs that we've
got going are leading towards this long list of incred-
ible moments, and that's really what Mass Effect 3

is made out of.”
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PROFILE: THE NORMANDY

Second only to Commander Shepard, the Normandy is one of the most recognizable elements
of the Mass Effect series. The iconic ship is still under Shepard's control in Mass Effect 3, but
it has been reclaimed by the Alliance and is in the process of being taken apart, studied, and
rebuilt. “The Alliance feels like it's basically theirs,” says executive producer Casey Hudson.
“You're a Spectre, but you're also an Alliance marine, It's like if someone commandeered an
aircraft carrier inWorld War I, they're not going to say ‘Lucky for you! You have your own
aircraft carrier!’ They want to take it and analyze it. ... it's still the Normandy, but it's different
again and it's got some different parts and reoms to explore.”
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NEW GAME +

Handling replayabilty in a story-driven
title is a challenge. The first Mass
Effect made extensive use of new
game+ features, allowing players to
start new characters with significant
bonuses. The second entry had a
similar feature, but focused more

on letting players continue doing
missions as the same character.
Where will Mass Effect 3 fall in this
spectrum? “It's probably going to

be a combination of both,” says
executive producer Casey Hudson,
“We're going to have a version of the
post-game state that you can go back
to and finish more stuff, but then we'll
have stuff you can loop back around
and do in new game+. It's a hybrid of
the two."
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ON THE BATTLEFIELD

MASS EFFECT
MEETS
MULTIPLAYER?

When the teaser for Mass Effect 3 first
released, rumors were swirling that the
project was actually a multiplayer title set
in the Mass Effect universe Those rumors
turned out to be false, but it got many
gamers thinking about how a multiplayer
component would fit into the Mass Effect
trilogy. Rest assured, the team has thought
about this, teo. “As a single-player experi-
ence, and just as a world that people want
to immerse themselves in and share, we've
been trying to think of a way that makes
sense for people to experience Mass Effect
with their friends,” says executive producer
Casey Hudson. “We haven't yet come up
with a way to do that, so we don't have
anything to announce at this time. But, obwi-
ously, multiplayer is something we want to
do more of in the future as a company.”
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KNOW YOUR ENEMY

PROFILE:
JAMES SANDERS

Amid all of the old friends that are rejoining (or at
least talking to) Shepard, players will also meet a
few new faces. Alliance soldier James Sanders joins
Shepard early in the story, possibly even before the
initial Reaper attack on Earth. While Sanders is a
seasoned soldier, the political workings of the galaxy
and its seedy underbelly are still unfamiliar to him.
“He's kind of the enfry point for when something
bizarre happens,” says executive producer Casey
Hudson. “The new player is probably thinking the
same thing that Sanders is. But it's not that Sanders
is the dumb guy who is amazed by everything = he's
a soldier. He's done his tour of duty.” Despite some
similarities, Sanders is not the character we saw in
the initial reveal trailer for Mass Effect 3. BioWare
couldn't confirm whether Sanders bears any relation
to Kahlee Sanders from the Mass Effect novels, but
that would certainly be an interesting tie-in for fans
who have followed the franchise to other media.
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GETTING THE TEAM
BACK TOGETHER

WHO'S BACK?

Over two games, Shepard has racked
up a lot of friends and enemies. Though
all main characters will likely return in
Mass Etfect 3 (if they've survived this
long), here is a list of who is confirmed
to make appearances.

Characters that BioWare says will be
playable to some extent:
LIARA
GARRUS (if he survived ME 2)
ASHLEY OR HAIDAN
JAMES SANDERS

Characters we saw or heard during our
dema (possibly playable):

WREX

MORDIN

LecionN

ANDERSON

Other Appearances:
UpDiMNA
THE ILLusIveE ManN
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BEYOND
THE TRILOGY

After Mass Effect 3 is finished and the trilogy
is complete, is that the end of the Mass Effect
universe? Not if BioWare has anything to say
about it. After building such an intricate set-
ting. the developer would like to see it branch
out into other genres and even other media.
“Within video games, a lot of people say that
they want to see an MMO," says executive
producer Gasey Hudson. | think that Kind of
makes sense for this universe. ..part of what
you're trying to do is save that universe so
you can live in it. That's part of the promise,

| think, for any great IP. It has to be a world
worth saving. .| think Mass Effect has that
quality to it. If you get rid of the Reapers and
win that, wouldn't it be amazing to just live on
the Citadel or just take a ship to Omega? That
makes sense.”

behind the franchise.

Mass Effect 2 took the series in a darker direction.
Considering that the galaxy is at war, is it safe to
assume this tone continues in the third game?
Yeah. | don't want to say it's hopelessness, but it's
that sense of, given the scale of what you're fighting,
how can you possibly win? It's going to take so
much coordination and so much force. Whereas
Mass Effect 2 was sort of stylishly dark - cool and
slick, this is much more of a full-scale war feel. You
don't really have the luxuries, and you don't have
the sense that you can for sure win. Deep down, you
know that it's going to get ugly and there are things
that are going to be lost, even if you win.

Can you say anything about how Shepard thinks
that beating the Reapers is an attainable goal?
Part of the trick is that the nature of that kind of
story is that, initially, it has to be kind of hopeless.
Then, you start finding a reason to believe. But if |
tell you that reason to believe right now, then the
story up front doesn't make sense when you play,
because you're waiting for X to happen. That's the
thing we don't want to reveal.

But there’s an element to this plan that BioWare is
still keeping under wraps?
That's right.

The lllusive Man was a central figure in Mass
Effect 2...what can you say about his role in the
new game?

He's in Mass Effect 3. He's one of our major char-
acters in the IR, and that's part of what we're doing

INTERVIEW WITH

CASEY HUDSON

We chat with the executive producer of Mass Effect 3 and the mind

in Mass Effect 3. In general, all big characters are
there - given they're alive.

If all characters can use all weapons, how does a
class like the soldier distinguish itself?

There's still a balance in terms of the skills. Even if
you make weapons universal in terms of class, you
still have all the different class-based powers, like
biotics or tech. However, there is still a difference in
that the soldier is the only one that can carry all of
the different classes of weapons at once. The ather
classes can choose to carry whatever weapon they
want, but they may only have two or three they can
carry, whereas a soldier can have them all at the
same time.

Does Shepard's skill point distribution import from
ME 27

We always have to find a balance, because we don't
want to punish players who haven't played before.
But on the other hand, there should be an advantage
to having done certain things previously. In general,
the intent is to bring forward the character exactly
the way you left off, but for new players, basically
giving you what you probably would have had - but
there are benefits to having played it before.

After the Mako in Mass Effect and the hovercraft
in Mass Effect 2, what is your philosophy on
including vehicles in Mass Effect 37

1 think it's going to be more like Mass Effect 2,
where it's not built into the critical path. We have
opportunities for other kind of fun bits — not



necessarily like anything we've done before, but
with some stuff that's a little bit different.

What about mineral scanning?

Well, we're changing that part of the game. We
haven't locked down exactly what we're doing
withiit, but it won't be at all like what you saw in
Mass Effect 2. We've had the uncharted worlds
and Mako stuff, planet scanning, and N7 missions;
that part of the experience is always important —
that nonlinear going out in the galaxy and doing
stuff. But we'll change it for Mass Effect 3.

How will you familiarize new players with the
events of the previous games?

We're going to do something similar to what we
did with the PS3 version of Mass Effect 2. We ba-
sically have a “story so far” thing, which, even if
you import a game, you'll see. It's just that it plays
out and recaps what you did. But if you haven't,
you'll see the same thing, and it stops to ask you
what you would have done. ..it's essentially a
saved game creator that leads you into the main
game and tells you what's going on.

Some choices in the first Mass Effect, like the
Rachni Queen’s fate, didn’t have a significant

impact on ME 2. Will we see the repercussions
of those actions in 37

There are some decisions you could have made
in Mass Effect 1 — and the comic in the PS3
version - that, in Mass Effect 3, make a really big
difference. Different things happen, and you have
access to different things, and they will affect
the endings that you have access to. That's part
of what we wanted to do from the start; from the
first game, making choices that can affect every-
thing, all the way up to the final resolution.

The ending in Mass Effect 2 where Shepard dies
basically had to be deliberately obtained. Given
the stakes in Mass Effect 3, are players going to
have to work harder to get the “good” endings?
We are developing a way that the granularity of
your success is there in a similar way. We do have
more of an analog set of endings, similar to how
it worked in Mass Effect 2, but it will probably be
a lot more so. Because this is our big ending, it's
pretty analog, and then there are lots of conse-
guences within that. It's not quite the kind of thing
where it's difficult to get the worst-case scenario.
It's kind of distributed a bit differently.
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A redemption
story

pider-Man's video game career
has mere ups and downs than the
New York skyline. Titles such as
Neversoft's PSone Spider-Man and
Treyarch's open-workd movie tie-in
Spider-Man 2 were heralded as some
of the best superhero games of their
time, but yearly releases have dam-
aged Spider-Man's reputation as much as one
of J. Jonah Jameson's venomous editorials.
When a virtually unknown developer from
Quebec, best known for its work on movie
licenses such as Monsters vs. Aliens and The
Bee Movie, started working on a Spider-Man
game, fans were reasonably skeptical.

However, Spicler-Man; Shatterad Dimensions
became one of the highest-reviewed Spider-
Man titles In years. Activision was so pleased
with the game's success that earlier this year
the publisher announced that Beenox would
be the exclusive developer for the next several
Spider-Man games. Splder-Man's video game
career was beginning 1o look a little brighter,

Mot everyone was happy with Shattered
Dimenslons, however. The team at Beenox
knew there was one aréa of the game where
it could make big iImprovements. “'n order
to deliver the kind of experience we were
going for, we knew that we would need a
deeper story,” says Beenox's creative director
Gerard Lehlany.

Beenox already had an idea for a time
traveling narrative that involved both The
Amazing Spider-Man and Spider-Man 2029,
but the team knew it needed help fleshing
out the larger story moments and dialogue.
Beenox needed a comic book veteran - a
Spider-Man expert who was akready familiar
with the video game industry. So the studio
turned to one of the comic
industry’s legendary writers.

Amazang Spider-Man's evade move leis lum dodge
any attack. I also TpeEsented by multiple shadowy
Tigparees in classe comie ook lzslnon

The
Spider-Man
of the future

n 18982, Marvel Comics dreamed up
a line of comics set nearly a hundred
years in the future. Comic veteran Peter
David pitched Marvel on his ideas for a
futiristic Spider-Man - a grittier take on
Stan Lee's original concept that imag-

* ined a more serious Spider-Man fighting
crime across a towering cyberpunk city,

/" Spider-Man 2099 ended up being the most

consistently successiul comic in the 2089
line; selling over 100,000 copies almost every
~month (2 number most comic creaters would
kill their protagonist for today).

Despite Spider-Man 2099's popularity, by
the middle of the "90s the comic industry had
imploded and Marvel was facing Chapter 11
bankruptey. Internal corporate bureaucracy led
to the cancelation of every comic within the
2099 line. But Spider-Man 2099 wouldn't die.
The character Miguel O'Hara kept popping up
in cameos in several of Marvel's other books
and in reprints. After Beenax announced
that Spider-Man 2098 would be one of the
main protagonists in Spider-han: Shattered
Dimensions, the futuristic hero seemed more
popular than he'd been in over adecade,

Az the father of Spider-Man 2099, Peter
David was the natural choice to write Beenox's

sequel. But there were other reasons that
Beenox felt David was the perfect fit for its
game. In the ‘80s David had arun on Amazing
Spidfer-Man that is still talked about to this day.
His “The Death of Jean DeWolff” arc |s often
ranked as one of the best Spider-Man stories
of all ime. David is also no stranger to the
video game indusiry; the prolific writer wrote
the script for Chair Entertainment's popular
XBLA title Shadow Gomplex and has pro-
duced comic book adaptations for Halo and
Disney's Eplc Mickey.

It dign't take much to con-
vince David to join the team.
“1 was thrilled when it was first
announced that Spider-Man 2099
would be a part of Shattered
Dimensions a while back. | hon-
estly had no idea the character
had that many fans,” David says.
“Apparently his presence in the
game was popular enough to
generate this game where he
has a greater focus. | think it's
great. I'm just pleased that the
team thought of me this time."
With David on board, the team
exploded with creative new ideas
for Spider-Man: Edge of Time.




Splder-Man 2088 wig sty
feature a lot of vertieal fAmeply

Talking
through
time

picer-Man: Edge of Time
begins in the world of 2039,
A mysterious villain (Besnox
wouldn't reveal who, but
we suspect that it could bs
either Jordan Boone, ak.a.
Halloween Jack, or Gabriel
Stone, ak.a Goblin 2008)
figures out how to open a portal to the
past so he can alter history for his ben-
efit. Miguel O"'Hara witnesses the villain's
plot and jumps forward to stop him, but
he is a fraction of a second too siow
and gets caught in the middle of the
tima partal. Stuck between times, Miguel
watches as history is rewritten with the
death of the original Spider-Man, the
rise of Alchemax as a corporate super-
power, and the ultimate decay of New
York City. "The future becomes darker.
You can feel It," says Beenox producer
Mathieu Trembsiay. “Alchemax is in contral
of everything, almost like it's not a free
world anymore." Unable to travel back in
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tirme, Miguel uses the technology at his
disposal to send a message through time
to correct the ona event that he believes
triggered this catastrophic series of events:
the death of the Amazing Spider-Man.

A major complication with Miguel's plan
arises, however, Peter Parker, the Amazing
Spider-Man, isn't interested in changing
reality. Thanks to the alterations in the time
stream, Peter is no longer the troubled
everyman who can't make ends meet
Instead, he's recently acquired a high

paying job working for Alchemax, which he
bealieves is areputable company.

Peater's new job places him in the
Alchemax building, a symbol of American
modernity. Practically a city in itself, the
building is outfitted with science labs,
hydroponic jungles, living quarters, and
all manner of facilities that people might
need to survive. The Alchemax building

Is g0 large, in fact, that the entire game

takes place within its walls.

Peter is crawling his way up the
Alchemax building when Miguel con-
tacts him through time. Peter is headed
to the B5th floor to rescue coworkers

wha are In danger, but Miguel informs
him that he is destined to die on

the 88th floor.

"Peter ultimately knows that
he's walking into danger, but
other people are in danger as
well, s0 he has to be the hero
and go save them," says asso-
ciate producer Kevin Umbricht,
“While he is making his way up
to the 66th floor, in the future,
Miguel &'Hara is working his
way down the Alchemax build-
ing to get to his own 66th
floor." According to Beenox,
some big revelations await
players once they get there.
That wen't be the end of the
game, but it's a major turning
point for the story.
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‘Robotic
killer kittens
-8 both heroes make their way
through the Alshemasx building, play-
ars are constantly shuffled between
their points of view. “Things that
the player does in the modern day
wind up - thanks to the dynamics of
the game - impacting the world of
2099," explains David. “It's a sort of
‘aone-in-a-million set of circumstances, which
we call quantum causality, but it has some
wonderfully demented results,”

Al one point in the game, Peter is sneaking
his way through the halls of Alchemax when
b receives a message from Miguel. A tower-
ing security mech has overcome the future
hero, but if Peter makes his way to the lab and
destroys the biueprints for this security bot,
the robot will cease to exist in the future and
he'll save his counterpart.

During sequences in which these two allies
communicate, Beenox felt It was important
for players o understand axactly what is hap-
pening in each timeline. To accomplish this, it
developed a unique plcture-in-picture system
to display the evenls of both characters at
the same time. While Peter races through
acorridor towards tha security lab, a small
window pops up in the bottom right-hand
corner of the screen that shows Spider-Man
2099 getting thrown across the room by the
two-story. mech.

Peter rushes into the engineering lab to
find a giant exoskeleton prototype hanging
from the cefling, wires and cables streaming
out fromyit like a New Year's Eve float. In the
pleture-in-picture view, Miguel is now being
crushed by the mech, but as Peter tears the

prototype room apart on the maln screen, the
maghine beging to fade out of existence like
Marty McFly in Back to the Future.

Almost instantly a handful of smaller robots
take its place. If you mess with time, you
won't always get what you expect,” says
Lehiany with a smile. Sometimes Peter's tin-
kering in the past will create a butterfly effect
that adds new problems for Miguel. Peter asks
Miguel for an update: "Did It turn into some-
thing else? Like = | don't know = kittens?"

“Yeah," Migusd grumbles, “small... metal...
robotic.. Killer Kittans.”

During this exchange the picture-
in-picture box featuring Spide-Man
2099 expands to fill the whole
screen, and players take control
of Miguel as he fights off several
of the human-sized robots. There
will be no leading screen as play-
ers jump between the two different
time periods. “The whole game is
one seamless, story-driven experi-
ence,” Umixicht says.

When players take control of
Spider-Man 2089 they're forced 1o
deal with the repercussions of this
quantum causality phenomenon
"Sometimes a wall might disappear
right in front of you while you're
playing because of something
that has changed In the past.” Lehlany says.
"While you're playing, things are constantly
evolving around you, so you'll have to always
be reactive.”

Since Miguel is from the futwre, he has
knowledge of past events that still haven't
happened ta Peter. Miguel will constantly tip
Peter off to some of the dangers ahead. Even
though the two characters are never in a reom
together, they nesd to rely on each other if they
want to survive the dangers of Alchemax.
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Hero doesn’t
play well
with others

eterand Miguel may share a super-
hero identity, but.each version of
Spider-Man isas different as their
time period, "Where they differ the
most 1o me is their attitucle toward
the challenges that are facing them,”
David explains. “Miguel O'Hara
didn't have an erigin steepedin a
transformative with great power” moment, and
0 his priorities are somewhat different from
Peter Parker's,”

Each haro reacts to the world around them
in different ways, and they don't always get
along, Miguel is clder and has more life experi-
ence, butPeter has more experience baing
Spider-Man, Where Migusl is utterly focused
on the grand scheme of things, Peter is
obsessed about the human cost of his actions.
"There's almest a Spock/MeCoy dynamic to
their relationship,” David says.

Agood example of this dynamic is an early
exchange between the two. After trying to con-
vince Peter that he's going to die on the 65th
floor, Miguel becomes frustrated that Pater is
unwilling to do things his way. It seems that
nothing will deter Peter — not even the greater
goed - from helping his fellow man,

“If you were smart, you'd clear out,” Miguel
says. "But no, you have to go on proving
your bravery."

Josh Keaton, the voloo talent from The

he'li

"Bravery?” Peter exclaims. "Dude, thers is
nathing | would like better than to just high tail
it out'of here”

"Thenwhy don't you?"

"Because what | do here matters, Beyond
changing hallways.and elevators, it matters,”
Peter yells. “And that's just scmething | have to
live with, even if it means | die-with it. You get
it, O'Hara?"

“Whatever." Miguel shrugs, clearly not in
tune with Pater's philosophy on respansibility,

The difference between these two heroes
also plays out in combat. In Shattered
Dimensions, Beenox developed a combat
system where each character had his own set
of attacks and combos. In Edge of Time, this
system has expanded. Amazing Spider-Man's
combat still centers on long-range, web-based
attacks, whils Spider-Man 2099 exhibits
faster, more up-close and personal combos.
Each hero also has a few new powers at
his disposal.

Amazing Spider-Man |s an agile gymnast,
and one way that the team at Beenox is dis-
playing Spider-Man's dexterity is with a new
maove that allows him to dodge any onceming
attack, projectile, or other environmeental trap.
Players can activate this evade skill at any
time, but it needs to be recharged before you
can use it again. While evade is active, Spider-
Man is essentially invulnerable.

We witness this abllity first hand when
Spider-Man apgroaches a defensive laser grid.
With evade active, Spider-Man jumps through
the laser grid, dodging beams in a shadowy
flash. The whole process becomes automatic
s 800N as evade is activated. “This is tied to
the core abllities of Peter Parker and his spider
sense. He canreact faster than the human eye

m_see." Umbricht explains.

Evade is exclusive to the Amazing Spider-
Man, but Miguel O'Hara has his own unigue
mechanic., At any time, Miguel can create a
temporary holographic decoy to attract the
attention of enemies and other security sys-
tems. This allows him to catch a momentary
respite during heated exchanges. Ha can alzo
use it to sneak behind his foes and pounce on
them while they're distracted.

These skills are just a taste of the things
these heroes will be deing throughout the
game. Beenox is still fleshing out the design,
but as the game progresses, the two heroes’
fighting styles will continue to diverge as they
learn different but complementary moves and
level up existing powers.

pider-Man has basn around for more
than half a century, and during that
time he's battled ordinary strest
gangs, infamous serlal killers, and
inter-dimensional demans. The char-
acter is hard to pin down, but Beenox
is focused on delivering a game that
stays trus 1o the here's nature,

"The ane rule we have written everywhere is,
‘are you sure only Spider-Man can do this?"”
Lehiany says. “Because if any other character
from comics or movies of games can do what
we're making Spider-Man do, then maybe we
need to rethink our design,”

The studio is pushing its title in direstions
that Spider-Man games have never gone
before, and if all these concepts come together
Beenox could be creating the best Spider-Man
fitle to date. &

Spider-Man cargon show, played (Rrimate Spi

Man in 1ast year's Shatromnd Dimensdons, Miﬂ:ﬂ
will be rotrning for Edge of Time, bur this tme
be woicing Amaring’s version of Spides-Man
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Checkout

A decepit, bombed-oul supermarkel is the salting for this minialure muk-
Player map, Overturned shelves creale an obstade in the center, and
tered boxes and displays oreate unique lines of sight. Some long distance
fring s possible if given a good angle, but you'll want to go with up-close-
andpersonal weapons lke the sawed-off or retro lances. A handhul of firy
ofishoot rooms make the action even more daustrophobic and present
good epporunities for executions.

Thrashball

Fight for your [ife on Cole's ohd stormping grounds: a derelict Theashball
court that resembles the gridiron. Tons of waist-high cover is littered
throLighout this athletic fisid, mirrorng the “battie of inches™ fed of football.
Smart players wil duck into the hallways leading along the sides of the map
and attempt to flank ther foes. Given the map's large amount of choke-
points, a few ncendiary grenades can be deadly. Remember 1o gim for the
huge, dangling scoreboard N the midde (which dso racks kils) 10 souash
your engmies into paste,

Overpass

Thils map is a gigantic, symimelrical arena with a stratch of collapsad high-
way across the midde. Burmt cut school buses and road signs litter the
roads, and the area lloods late N the match lor a dramatic allect. You'll
want 1o bust out the Longshol sniper rifle or Hammearburst for this big
battiefield, he latter of which now sports ron sights for precision aiming, A
deady Mulcher umel is perched al the top of the map, and il you allow the
enamy to dig thelr heels In, you'll be In for an uneven Tight.

w Platform

Kb 360

» Style

1 or 2-Player Sheoter
{1O-Player Online)
¥ Publisher
Micosoft Game
Studios

¥ Daveloper
Epic Games

¥ Ralaase
September 20

Old Town

This setling is reminiscent of an old Spanish village that hasn't been com-
pletely ravaged by the war, and it shows off Gears of War 3's brighter,
maore colorful art style. Many long stretches of cobblestone road twist and
lurn towards the center of the map. The middle area is a cose-quarlers
aftair pertect for shotgun showdowns. There aren't many leverage points,
s0 expect 1o grenade and pick away at your enemies whie they dig in
behind cover.

Mercy

Reminiscent of a Spanish churah's courtyard, this beauliful map is one of
the langest in the bunch. A huge open area In the center is accented with
a fountain, creating a great focal point. Ruins are scattered along the sides
of the map, forming broken hallways where you can expect a lew point-
blank gnasher duels, Several bind corners populate the map, which are
pertect for well-timed sawed-off shols or a retro lancer mpalement charge
of doom,

Trenches
Thits map locks ke ground 2ero of the Locust invasion. Unlike the ot

wibrant maps, it's dirty, brown, and oversaturated, giing It a classic Gears
of War leal. Several narrow pathways are broken up by a lew light cor
nars, so using cover is a constant necassity. A retro lancer o gnasher is
ideal for this mid-sized map, and incendlary grenades are a great way 1o
keep your loas at bay with area of denial lactios. However, Il you bacome
an axpart with the Digger launcher, this map's light passages are the per-
fect Kiling grounds.
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The narrative isn't a contraint for Cole or mission degigners
I the pieces o prOsent, you cin amange tens hew you like

¥ Publizher
Sony Compaiter
ainmaent




There will be a learning curve associated with the tooksel, but Sucker
Punch has set out to make designing miszions x= user-friendly as possible
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The Riddler's command center allows him to keep [
an eye on Batman and his many trapped victins




The Darkness |

Jackie Estacad

Cy return an

Eneamy hearts seam to glow in the demao.
nt?

There was a whole lot of light bulb
What are your thoughts on the first smashing in the last game. Any stream-
Darkness game? lining on that front?
T f F . |

What's up with new villaln “The
Crippled Man"?
at 1

In the first game it was easy to over rely ‘Why is there only one
on firearms over the darkness powers. darkling character this
Any changes there? time around?

\ e i
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he first Prototype tried 10 make players
T e lke the ullimale Swiss Army knife of

destruchion. Players could morph inlo an
anemy soldior, sneak into a milltary base, and
lay wasle to any entire battalion of armored
vehicles before tearing off up the side of a
naarty building. Unforunately, 1echnical issues
and a chaolic combal sy m soured tha
experience. Radical Entertanment made a lot
of gameplay promises ihat weren't perfectly
defiverad n (he first Prototype, bul the team
s working to improve on all of the first fitle's
without sacrificing the power fan-

After Alex Mercer saves Manhattan from
nuciear obliteration at the end of the first
Prototype, he disappears from public view.
However, by the beginning of the sequd, the
media is stil demonizing Mercer because thay
think he is the monster responsibbe for releas-
ing the vindeni Blacklight plague that destroyed
their city, The public is dso ignorant of the fact
that the ckowalch Conporation was behind the
whole aflair, Players assume the role of James
Haller, a former LS. Maring Sergeant who lost
hits family during the avenls of the lirst garme, AL
the start of the game, Heller hunts down Mercer,
but instead of findng answers, Heller becomes
nfecled with the same sirand of bioweaponry
that gave Mercer his onganic SUDSpOWers,
Caught in the middle of the battle between
Mercer and Blackwalch, Heller goes rogue and
tries to gat 1o the bottom of the disastrous con-
spiracy for himsell,

Hetler enters a world that has char '!E}!'!\'i
dramatically from the Manhallan of the first
Prolotype. The first Prototype olfered up a large
playgroun to explore, but very litle set one
district apart frorm anolher, Heller, on the olher
hand, wil encounler three vastly different zones
as b ceqplones the batlored city, The first area is

a heaviy mililarized zone where Hel ontends
with the amy's most advanced harchware. Within
Haller encountars
e wiho have

I rrr(l several \.“'ﬂ1 attan blocks into a hope-
lessly overcrowded shantytown. The final zone is
called the red zone, This sachion of the city was
ground zero for the Blacklight plague, so the
winus has had the most time 1O grow and evobe,
Now the organic infection has completely over-
run parls of the city, tuming whole city bloc
nte ajungle of crganic tendrils,

Each part of the cily offers its own challenges
and obstades, and Heller will leam moves that
Mercer never dicd inoorder to concuer them.

One of Heller's new power types allows him to
produce organic tendrils that can be usedin a
variety of deadly ways. If Heller fires a ball of ten-
orils al an enamy, 1hese lendris will expand ard
affix thermsalves 1o diterent cbjec e e
ronment before tesring Heller's opponent limb
from limib. Anolher move lets Haller shool a ball
of bictogical matter o the mickdle of the street,
Organic vines then whip out from the center and
graby onlo people, and other loose debris
balore yanking it all together inlo one implosive
crmch of metal and flesh,

Radical Enteriainment has aiso improved its
amironmental dasiruction engine, in the first
game, vehide damage was represented by the
addition of bum marks that compounded unti
an object exploded. In Prololype 2, metal warps
and bends as Heller pounds it. Dilferent objects
and enemias will also ba more vuinerable to
oerlain ypes of attaces, For example, a large
tank-like creature might shrug off blows from
Haller's hammer fists, but Heller could hack off
his legs with a single swipe by morphing his amn
into a large blade.

Along with environmental damage, Heller
can also wesponize many objects within the
city. This was present in the first game, but the
mechanic has been expanded for the sequel.

We watched Heller rip off a tank's Wrel before
jmping into the air and throwing it down on
the base of the tank. Heller then dashed to a
second tank and ripped off its gun el before
turming this makeshift rifle on a rushing maob of
mutants. In a variety of ways, Heller will ba able
10 corvert ary number of objects within his envie
ronment nto instant &

With branching story missions, an expanded
anel mae 2 Hibyscape, and & more refined
combal systern, Protolype 2 looks ke i could
deliver the expenence many of us were hoping

for the firsl time arcund. Unfortunately, we'll have

to wall uniil 2012 belore we find out how the
final product shapes up, » Ben Reeves

Hedles will be able to dismembeor his
eninies bl e might be surpnsed

1o find man

crawling after him

even after they lose a leg o twe

» Platform
FlayStation 3
Xbox 360+ PC
» Style

| -Player Action
¥ Publisher
Activigion

#» Daveloper
Radical Entertainment
» Release
2012



¥ Platform
Nintendo 3DS

» Style

1 to 2-Player Acticn
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Resident kvil:

The Mercenaries 3D

Mercenary mayhem on the go

g a narrative lor an action focus,

F jent Bvil: The Mercenaries 30 distils

the concept ntroduced in Resident Evil 3 to
aportable, 3D presentation, Comprising over 30
missions with varying modes and goals, puzdes
and plot yvied to unending comiat

The reveded roster of pla y characlers

ncludes siblings Chis and Claire Redfield,
codenama Hunk, and the morally questionable
Jack Krauser, Capoom promises 10 anmoLncs
addilional characters drawn from the seasoned
franchise as it moves doser to the ship date
Each character has a unigque loadout that can be
customized as the plaver progresses through the
Mercenaries campaign. Chris’ arsenal include
standard pistol, sholgun, and sniper rifle, Krauser
has a knife, bow and arow with unlimited ammo,
and rocket- propelled grenades at his disposal,
While 1he Teature wasn't avalable nour domo,
Mercanar s0-gports a taent treefperk s
that allows players 1o unlock new
s, W don'l expedt it 1o vary much Trom the

a

Charactes (RUNts Are AMUSING
il complately uscloss

system used in the console garmes.,

The levels we played during the demo featured
traditional kilstreak objectives, and hosted an
malion of enemies and locales from
sident Bvil 4 & 5. As with the characters,
apact more varaty in the final game. Capoom
SEYS Il has “more surpre: "up ils sleeves in
terms of legacy content.

The key to Mercenaries 30 ks moving around
corstlanthy, nol onty 10 crack oryslals and
ncrease the length of the round but dso to avoid
being caught off guard by a foe or the occasional
baoss, Mercenares 3D did wal in capluring the
fesling of press, therent to the mode, miaking
the seconds spent reloading a terifying trip fo
limbo, Contextua melee attacks - iniliated when
near an injured enemy rather than mapped
o a button — are parficularly enjoyale and
appropriately over- he-top

The dual-screan interfac
5], with the top

works well 1o facii-
N Keeping tabs

You may wani o furn ofl 30 lor competiive
play, az some feel il interfeares with acoaracy

player's invenlory. A quick tap will change a
weapon o frst-aid spray, although the actions
can be assigned to face buttons if you prefer
tactie feadback

The Mercenaries 30 allows you to run and gun
for the first fime over in a Resident Evil game.
3:;)”.11([3;, we cficin't use the fealure more than
the inifial time needed 1o confim its inclusion,
Cnly mprecise shots from the hip are available
during movement, and as such we found it sig-
nificantly more accurate (and familiar) to stop and
carahuly position ourselves for each kil Widy
Spraying ammo 501 an ntaligent actic when il's
Alreacky a lmited resourcs,

‘While ihe demo was short and featured litle
v I and ervironments
the axpe rprisingly engaging and
intense once ha learning curve of tha hand.

trying out the fitle with the >
ters, and 1o gving the two-player onling co-op
ago. » Meagan Marie




MORE OPTIONS to experience the world's #1 video game magazine.
Digital Delivers Dimension
» Explore embedded video and interactive links.
» Immediately access up to a year's worth of back issues online.
P Key word search any single magazine issue or your personal Game Inforrmer online library.
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w Style chase or provide additional guniire in a
| -Player Action o shoolout when his life B on the ine,
[Multiplayer TBA]  Thanks fo the efforts of Elena and Chioe during

warios across his last

» Publisher 5 | life- Ihreatlening
Sony Computer
Entertainment

» Developes
Naughty Dog

1 Release
November 1

thesine Marlowe commands a
group of highly dangerous agents that
will pese a huge threat 1o our heroes

78 previews

st adversary

two Uncharled adventures, the darir
man s ready to embark on a third. Fk
curing Malhar Dral

own hand IF
In a cinematic reveals 1 by Naughty Dog at the
Game Developers Conference, Drake and Sully
rush out of the back door of an establishment
only 1o find the dleyway Hurfrcu.tfl h\r i |r1-.

5 intentions and
leading up to the plane crash seen

when Uncharted 3 releases on N
Annette Gonzalez

r'1|om around Il-N ofne:
e worman steps out, masked by an umbaclla,
Lily a nol-so-gracious
W N the guitter with your
s for aman of

;lrﬂlﬁgf‘.. | 5ee. Not
YOour aga,” sha

As the n
Drake dishes oul a snide comiment
now, wouldn't want you 1o me

Caral l

WOLI'ne rially
broleen bones. ol get off on al this, don't
your? ating dealh,..or not”

The worman uses the blade 10 break the chain
around his nack holding the ring inberited from
S Frar 1, enging the Gner /
Ilman Iwon h‘mu your IJI[X U

knc;'.- how to
inoss of Drake's
el sociaty that

1

E mul Cne t,1()t i Hizabathis main
was S5r Frar Drake, and this common
W 1IN The ring Dirake and Sully against
Iha nelarious Marlowe in a long-contested fight

3l
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Ly do-nothings rejoece - The Gunstringer
can be played zitting down!
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Using his Giresn Lantern rir 1. Hal Jordan can create gating guns, giant fists, and other spectacular hard-light
construects, which can be finked togather to Tom a varety of combos, Xbox 360 o PlaySlalion 3 owners get

o play as Jordan of Sing In the gar

s drop nddrop out co-op, Gat ready 1o save the universe in this

Warner Bros.-published action tite just before its movie counterparnt comes out 1his Juna,

There Bt a lot of rew rlo on BEA%

latest NCAA fitte yet, but I1's mmediately
avident that the game is undergoing a

visie overhaul — again, Jokes aside, the
new HOR lighting makes a big diference,
using mulltiple rendering passes and
expoare iricks 1o make the players pop
Fuily modeled grass, different tackles, and
updated unforms are also discernable inthe
limited foolage that EA Sports has released
for fhe game. Last year's file look a big
step forward, and we hope NCAA 12 ¢an
keep up when il comes out July 12 for PS3
and Ko 360,

Teling the story of all lour Prates firy
he upcoming On Starngar Tdes, 55 kb

friendly achventure that's being published by Disney
Interactive Shuchos, The game offers 20 siory levels
across famiiar localions where players will come
acress more than 70 characters inminifig form.
LEGO Pirates wil alow players 10 join the fray at any
lime for two-player drop-nddrop-oul co-op when the
game releasas In May.




Developer Haemimont Games and publisher Kalypso
Mexka are toaming up 1o tall a story of the knights
ternplar, a resl-weorkd order that many gamers Krow
fromits fictional fomn in the Assassin's Creed senes.
The hack n' dash action'RPG features drop-inddiop-out
©o-of as a French Termplar Cefian and his rogue-ish
pariner Marie sesk out the holy grail. Look for it May 10.

03 Publisher's bullet hell shooter offers more than

50 levels and 100 challenges 10 complete across

10 unigua endronments. Visuals ane sel 1o a mut-
frack musical score that remixes classical music
compositions with layers added as players attack
enamics, dodge, and move the eide around
gorgeous environments. The 3DS shoot-am-up is set
fo lawinch thils spring.

" explains creator Dan
Pinchibeck. The game i unike anything you've Seen Dalore; thene i no progression or
conflict. An ambiguous story i showly revesiod as you explore a misty istand, but what
wout laam and in what order is based on how vou move Through the wordd. For more on
The Chinesse Room's intricuing project, read our exlensive nlenviow with Pinchbeck at
Qameinl ammer.com.

Seriows Sam is back and locking batter than ever, thanks 1o Croteam's Impressive new
angine. Gamers with a londness for twitchrbased action shooters will be happy 10 know
Theal the developer i1 changing s focus from blasting unending hordes of ughy-looking
allens. Fan favorites ke an optional third-person view, mod suppon, and a massive
16-player co-op mede are sat 1o ratum this summer, Serous Sam 3: BFE & being
published by Devolver Digital.

phatophile 81
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84 Crysis 2
3 With gorgeous visuals, a more cohesive story, and developer Crytek's signature
sandbox shooter gameplay, Crysis 2 explodes onto consoles in spectacular fashion,
Even if you haven't played a game from the series before, it's worth picking up
Crysis 2 for its lengthy single-player campaign and fleshed-out multiplayes.
THE SCORING SYSTEM AWARDS
Cusatanding Aty alite title thet i neady perfect in aveny Flewad, 11 muy be obwnous that the game has lots of o
winy, This e o 15 given out rarely and ndecites a game potentisl, but fs most engraging leatures couldbe L iamisintiiond Auwarded to gmes
ol -l [l — L L i WE0TRUM | e
9 Superh, Just shy of guming nirvonc, this scors is o high 4 Bad While soma things work as plinned. the muyonty of
rcommendtion becousa the game reviewsd i hiad- this tithe sithar maifunctions o it isso dull that the gomas fo——
and-shouldars alsave its cempatition. {alls ahon 28 o whala -E"D"CB" Mm:’bmnm'
Very Good. Innovative, but parhaps net the right choica for Painfu, wm-;.mqm'umr-qnamef Fandas
8 everyons. This acors indsemten tat thers are many good 3 this clibar, i
lhnwhubomd bu!mﬂru mnemmmnmluuuuum . Arded to grmes
wnnmnmmmwk_mmnm Bnd:m&mlymphpmﬂuﬁmnmm -SILVEQ ;“1‘°";mm
7 thent sven cosul pliyers haoven't seen befors. A decent D | nexecution thitl any vakue would be derived in extremsly Sand 875
garma Trorm baginning to end. srall cuaniiies, if 2 all
Limited Appeai. Although hers may be fans of games gumcioar TS Swerd ke
6 recEving this score, many will be left yeaming for & mene 1 Charfie Shean. I's not winrang. ItU's losang. .GAMEIE:MDN“‘( mm
rewrding game experience. gamen







PS3 = 360 « PC

» Concapt
Bring Crytek’s signature
sandbox shooter to consales
with a new engine and a
more cohesive story

# Graphics

With the CryEngine 3 at ite
disposal, Crinek created a
beautifl game filled with

jaw dropping destruction

and scenic backdrops. Only
ocrasional pop-up and texmure
loading issues detract from an
otherwise gorgeous title

¥ Somnd

Hans Zimmer lends his talents
to the soundirack, but his
contributions fail to give the
soore the evocative impact of
his film work

¥ Playahility
Crytek did a great job of
trangposing the nanosuit
control ento the gamepad.
The satisfymg qunplay i
slky smooth and navigating
the environment as a super
goldier i a blast

# Entertainment

A must play for jaded gamers
sick of corridor-based
shooters. Crysis 2 offers a
sense of freedom seldom
found in the gerre

# Replay Value
Mod erately High

N you own a compatibie TV, you
can play the game in 30

B4 reviews

(e

Crysisl 2

ek cle

ith a core of dedicated PC
\/\/ fans that demand technical

excalence and a cLrious
console community thal wonders
what all the fuss is aboul, the expec-
lations for Crysis 2 are quite high.
For the franchise's introduction 1o
those who didn't own a NASA super
computer capable of unning the
original game in all its glory, Crylek
wisely sticks 1o the trails 1hal made
the first game successiul while
smultanecusly pushing the bound-
aries of graphical fidelity.

Though the story touches brisfy
on the evenits of the first gama,
the: Crysis 2 phot is sell-contamed
enough ihal you won't be missing
much if this ks your first experience.
Players lake the role of a Marine
named Alcatraz who, due to a series
of creumstances beyond his control, ends up
donning a nanosit thal gives him super speed,
strength, armor, and stealth capabiities. With an
arborne disease plaguing Mew York City and an
alien uprisng destroying the capital of the world,
Alcatraz must track down a researcher who may
hava knowledge of how to squelch the invasion.

In the face of this grave threal, you would think
our business, military, and scienfific communities
wolld come togather to put formward a united
fron, Instead, disagreements fracture the ammed
forces, researchers, and a private military con-
tracior hired to aid the With all the sides at
odks, Alcalraz is humanily's best bel,

Armed wilh the nanosuit, that load s much
easier to camy. Crylek defthy mapped the suil's
abilities onlo the gamepad wilhout saarificng
trachfional shooter contrals, ghving you dosking,
amor, andd tactical assessment skills at the touch
of a button. The gunplay handes as soathly
as the best shooters in the business, and the
frequent waapon drops allow you to experiment
wilh new toys without wormying aboul losing
your prefermed gun for good. The leam aso
mplementad a useul first-person cover and
lessary Systorm.

Interms of level design, the game takes its
cues from The streamiined approach Crytek
adopled lor Crysis Warbead. The decimealed

buildings and baricaded streets give the action
a more endosad leeling than the expansive open
worlds of Far Cry and the original Crysis, but the
environments are stil large and varied enough
to give players the freedom o wage war against
the above average enemy Al with a tactic of
their choosing

Rather than force players into a series of predi-
cable fights with predetermined weapons, Grytek
craates sandbox batlle scenaros and allows
aach player 10 adopt his o her own prefermed
approach. Like Batman: Arkham Asylum, you
often enter the battle arena at a vantage point
rist oot of sight, This gives stralegic players
the option of marking all the largets in the area
50 they don't encounter many suUrprises once
lhesy open fire. From here, how you conlront the
overwheming odds is up 1o you, You can stay in
stealth mode 1o siently pick off enamies one by
one, adop! a hit and nun strategy by jumping in
and out of steath to recalibrale your approach
after each kill, activate power armer for a frontal
assaull, or snipe enemies from [he high perches
present in most scenarios.

The batties and st plecs moments inten-
sily as the game progresses., | wish | could
say fhe same for the narrative. The pawn in
the midide of the lwman laciions tasked with
saving the cily, Alcatraz may as wall be a robol.
Unquestionatly following orders from no lewer
than five pecple during the 10 1o 12 hour cam-
paign = who are oftentimes al odds wilh one
another - the protagonist has no agency aven
thaugh he controls the most powerlll waapon at
humanity's disposal. Other than the CEO of the
blomedical company that dasignad the nano-
suit, whom you meel in a memoraiile scene,
dll the characlors you encounter similarly lack
depth. This Is a shame; the theme of the lengths
that the fral human race must go 1o datend
itsall from an cverwhelming alien threat and
howr he suit changes its usars is an intriguing
umping-off point.

Thaough its single-player campaians are lauded,
Crytak's mulliplayer has always lacked allura. At

face value Crysis 2 shamelessly bormows ele-
ments of the two most popular online shoolers,
Call of Duty and Halo, but once you dig into
the experience you begin 1o respect its subtie
differences. For mstance, nstead of giving you
game-changing bonuses for Killstreaks, you need
1o collact tha dog tags from your fallen victims
to access radar, arstrikes, of a gunship, This
forces campers out of their comfort zones or
keeps thar infiusncs in chack if thay prafer to
slay and sipe,

As with the campaign, the nancsutt is the
great differentiator. Crytek UK balanced the
suit's abiities well and created a smart syslem
of persistent enhancements that players eam by
using the suit's power, anmor, and stealth abill-
ties during battle. There are enough upgrades to
give: players the fexibility 1o build a unicue suit
taiored to enhance ther strengihs or shore up
ther weaknesses,

With 12 maps ripped from the campaign,

50 rankings, medals, and custornizable kits,
Crysis 2 makes a sirong case lor becoming a
destination muliplayer mode. The one major
criticism | canlevy is that Crylek locks the more
croalivie game mades, You wan't have all the
modes unlocked until leva 39, which seems
needessly buried in a game that doesn’l have a
large community Bebind it hal is guarantesd 1o
keep playing for the 15-plus hours necessary 1o
access all tha oplions.

Crysis 2 largely avolds the problams (hat
surfacad during the bata. With no dedicated
servers, a lew matches were nlamupled by the
ANNOYING senver migration. In my seven hours on
tha battiefield | cccasionally sulfered from game-
oripping lag, but these nstances were rare,

I yourre tred of Tighting comidor-basod wars
against an endess llow of brainless meatbags,
Crysis 2 is worth a lock, The uniue sandbox
approach o guniighls and game-changing
nanosuit lend the title a Ravor of its own, and
Crytek smarlly leverages these strengths in both
thi single- and mulliplayer modes, » Matt Bertz




Shift 2 Unleashed

Redefining for the better

arely two years ago Electronic Arts

entered the sim-racing business with

Shift. It wasn't the greatest racer, and
at the time it made me wonder what EA and
developer Slightly Mad Studios were trying to
achieve by entering the sub-genre. If that title
was the foot in the doer, then Shift 2 serves
as more of a true introduction for the franchise
because it has encugh style to set itself apart.

The series’ overhaul starts with the great

graphics, which den't just catch your aye, but
are positively arresting. The lighting from car
headlights and the environments in the night
Faces e awescme, and the sense of speed
helps sell the experience. | liked the helmet cam,
which bobs around as you attack the comers
and decelerate, but even though it’s another
aid that gives you the sensation that your car is
going fast enough to break free and slide out, |
got used to it quickly and started not to notice
it. Overall, the graphics give the game an atrmo-
sphere and identity that is stylized enough to
stand out and offer more than just realism. This
is no small matter in a field crowded with games

trying to look like the real thing.

Shift 2 also betters itself by using a basic XP
leveling system in lieu of the oid Driver Profile
that offers rewards in five set categories (cash,
vinyls, cars, rims. and paint) up to level 20. Still,
I'm glad the concept of corner mastering has
been retained, and | like how it's uncbirusively
integrated into the HUD map. | liked seeing how
| 'was doing on each corner from lap te lap, and
it gave ma somathing to shoot for at every inter-
val en tha track.

Wihhile getting more XP for mastering all the
corners of a track is a cool bonus, Shift 2
doesn't solve the larger problem in racing games
of how to lead the player through a large amount
of races and still have them feel interested at the
and of it all. It has race variants like Time Attack.
Duel, and Elimination, but the tenth race fesls
the same as the twentieth. Shift 2 tries to inject
some excitement by having real-life racing stars
like Vaughn Gittin Jr. comment on your progress
in live videe, but it didn't werk for me, At least
the game paces its money and gift cars easily
encugh so you're not left grinding or stuck in a

dead end. A lot of races give you loaner cars, so
you don't have o waste money on some spe-
cialty car enly to use it once.

The Autolog borrowed from Need for Speed:
Hot Pursuit is about as close as the game
comes to making its mark on racing as a whole,
a5 it posts your best speeds at atrack on the
Speed Wall for all your friends to admire. You
can also jump right into the races they've fin-
ished to try to show them up or take back your
crown. | think it would be codl if the next game
took the Autolog a step further and integrated
your friends' times into appropriate finish times
for Career races not dapendant upon Al racers,
like the Hot Lap and Time Attack race types.

Shift 2 defines the franchise in a way that the
first one didn't. Although the cars can feel like
they swivel on a center axis, the racing is pretty
good, and the overal| experience gets a boost
from the graphics and the erratic nature of the
Al racers. It doesn't blow by the competition,
bast by improving its lap times, Shift 2 is on
its way. » Matthew Kato

8.577

PS3 = 360 = PC

# Concept

Shightly Mad Studios throws
a little grit and style in the
otherwise staid world of

Sim 1ACng

» Graphics

Tlove the nighttime racing
in this game. Overall, the
graphics perfectly ride the
line hetween being stylistic
without abandoning realism
¥ Sound

The miscellaneous car sounds
of marbles, tubo, and other
touches are great. However, |
gt tired of Vaughn Gittin Jr.'s
pre-1ace pep talks

¥ Playability

The helmet FP5 cam is
defiritely worth checking out
for the subtle head bobbing.
The cars feel like they pivot
on swivels, undertunately

» Entertainoment

Shilt 2 injects some
adrenaline in the sm genre,
but this beost does net stay
long enough to change the
sub-gonre

# Replay Value
Moderately High
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PS3 « 360 = Wii

» Concept
Subtle additions like caddies
and a new carser structhure
make a big difference

this year

# Graphics

Everything from the grass to
the gawkerns looks crisp

» Sound

Jum Nantz's rich vocal tones
add warmth. character. and
weight to the proceedings

# Plagability

Like Madden's GameFlow
feature, Tiger 12°s cad die
feanre and various assists
can be stnpped away to your
liking. but it's also hard to
fathom playing without it from
now on

» Entectainment

This i the best Tiger since
2008, and pessibly paves the
way for more mprovements
n the fuure

# Replay Valus
High

J[¢

" Je

[

nering buzz for bringing a dose of drama

I: ight Night Champion’s story mode is gar-

te the normal sports gaming grind, Tiger

Woods i

dlso doing iis part. No, the game

choesn't have a story mode, and you're not
smashing ha back window out of your fender-
bant Escalade with your goll club. Howaver,
centering the rebuilt career mode on The
Masters lournament 5 a greal decision thal
finally binds alot of the game's loose ands
under a cohesive structura 1o chronicle your rise
from amateur 10 PGA Tour champian. It halps

turn leisurely aftemoons
on he greens into
competilive lights that
bing out the bes
series, making Tic
ong ol the high notes of
the franchisa.

The previously separate
Tigar Challenges are ndww
integratled into a single
carear path, and instead

of feeling like a club hack wandering around
looking for & round of golf iIn earlier Tiger games,
I now feel like a golfer on the risa in charge of his
carear. From the jump you're playing in louma-
ments, working on sponsorship objeclives, and
setling your sights on the Masters and the PGA
Tour, It sounds ke a surface dlterafion to the
Cassic Trgcér career siruchure, but apart from
rmiaking hings maore exciting, this has a posilive
affect an the balancs of the garmea. Plaving well
in these early tournaments gives you tha oppor=
unity to get a big XP bump and therelore the
chance to ralse your attributes without having lo
grirel as much eary on Tke In previous games,

It elich't Nake me too long 10 work my way
Ihrough the amateur ranks, eam a birth o &
schodl, and even gat past the Nationwide tour
1o get 1o the PGA lour, | was aso making a dent
on My wordwide ranking and the year's FedEx
board. But this seemingly meteoric risa doesn't
miaan th game lacks meat on the Dones
Optional events ke Tiger Challonges are built
nto tournaments on the schedule, and now
That getiing equipment isn'T Tied 1o money but is
uriocked by comiplating sponsorship challondges
(ke compieting a full round at a course without
getling a bogey), there are plenty of content car-
rots lo chase.

This more focused approach 1o the carear
miede 5 mirened N i gameplay with the
Imroduction of a caddie. Your caddie gves you
shot options that lake into account factors such
as the lie of the ball, weather, course elevation,
draw/lade, elc. This is nol only wsaful in speed-
ng up play and making things easier, but the
cacklie often smarty ked me 1o saler areas o
1 groen with cortain approach shots. While
the caddia simplifies matters, playing Tiger sn't

00ds PGA Tour 12: The Masters

If out of a tricky t

Style | to4-Player Sports (4-Flayer Onlina] Publisher EA Sports Developer EA Tiburon Releass March 20 ESRE E

easy. Even though your caddie tells you which
percentage to hit, actualy producing & smooth
Swing that hits that rumber is often difficult.

I've used the practice swing faature more than

| ever have in the past. Moreover, your cad-
die's o sl always rock solid, bul improves
tha maore times you visit the course and meet
certain cbjectives. That said, thare wene mary
times when Hollowed my gul instinéts and used
a custom shol (which is basically ke golfing the
old way) for better results. | got a better feel for
my dubs' swings and differences in the process.
Similar to mid-alr spin and olher assists, ifyou
don't ke the caddie lealure, you can always
toggleit ofl.

Unfortiunately, PlayStation 3 owners with a
Meowve contraler are hamstrung by the visial
disconnedt Detween the conroller's aocurale
oVEments and your onscroen avatar, Your
backswing ofien appears choppy, and this gels
N the way of udging which percentage you're
swinging at.

Through the years the Tiger franchise has
layered onmore reaistic 1o touches like
thie FedEx championship, The Masters, or the
LS. Open. This year EAs lined things up and
knocked he bal down the lairway straight
and rue, | think the next step for the franchiss
is to infuse more of the hole-to-hole drama
as players chasa each ofher up and down
the leaderboard instead of each hole fealing
thiz same, but 1his is a great start that makes
wour Tiger exparience leel cobesive. Instead of
chasing Tigar as 1he game’s ullimate end god,
now | fedl like 'm bulding up my own career
and writing iy own story 10 the top, That's a
greal fecling. » Mattl




Homefront

The fight for a wortt

1/
Y

cause undermined

/ technologica

| missteps

Styls 1 -Player Shooter (32-Player Online) Pablisher THQ Developer Kacs Studios Eslsass March 15 ESREM

middle class, aging infrastructure, over-

stretched military, and an noreasingly
hostie political climate, some might say the
United Stales of America has seen betler days.
Extrapolating these evenls alongside a highly
mplausible reunicn between Morth and Soulth
Korea, THG and Hollywood screenmriter John
Milius have concocted an allemate universe
Red Dawn that roplaces the Soviets with the
Korean People’s Army.

Homelront joins our imperiled nafion in 2027,
bwo years aller a Korsan EMP blast renders
America helpless and opens the borders to wa-
sion. The battle scars stretch across the nation,
As prolagonist Richard Jacobs is detained by
KPA troops and forced onto a bus in Montrose,
Colorado, you watch helplessly as the bus rolls
past intemment Camps, Imprompiu executions,
and ditches filed with evaryday Americans.
Whion a truck smashes nto the bus and resis-
anca ighters frea Jacobs, | glady joined the
fight to fberale our sacred White Castles and
Hooters restaurants [Doth of which are littered
across the Midwest own),

The satup immediataly sucks you in, but once
you join the ranks of the resistance, the emo-
Tienal scenes hal raise Homelronl above your
hypical pont-and-shoot affar become inareas-
ingly scarce, Kaos Studios smarlly implements
Hall-Lile 2 siyle calm-belore-the-slorm momenis
by giving you downilime In the resistance camp
1o get 1o know the ragiag group of patriots, but
your options hare are limited and | never devel-
oped an attachment to my comeades. It's tough
1o warm up 1o people whean they constantly get
I your way on The batllefield and bicker nonstop
about the feasibilly of the plan In action.

QOnce the bullets start Mying, Homedront fals

B urdened by a record delicit, shrinking

fo distinguish itself from the myriad shooters
making camp in Call of Duty's wake. Everything
on the standard FPS checklist is hera = sniper
ballles, lurrel sel pleces, a chopper sequence,
and aven the 2027 equivalent to the AC-130
mission in Call of Duty 4. White placing thase
segments in a shoolor isn't a bad decision,
Homelront brings nothing new to the table out-
sicke of a remote-contralled drone. Rather than
givie you the Keys 1o this destructive trum card,
you're fimited to selecting ils next targets and
watching the fireworks from alar,

The contrals ane compratent anough 1o gel you
through the battles, but the lack of polish and
craftsmanship is evident throughout the five-hour
campaign. It's easy 1o gel hung up on objects
in the anvironment, the “ollow-me”™ NPCs guid-
ing you from cbjective to objective move at a
snal's paca, and the graphics are hardly cutting
edge. From low-resclution textures to tha slalic,
pixslated skies, Homefront looks fike it was buit
during ha transition to he oument genaralion of
consoles. Despite ils underperfoming graphics,
the game still sulters from framerate dips ancd
animaltion hilches,

Thanks to some wadl-crafted maps and a
unigue in-game economy, the multiplayer fares
baller than the campaign. Rather than givie eadh
fearn a set numbar of vahicles al the start of the
match, Homafront rewarcts you with Battle Points
Tor each kill, assist, o llag capiure, Players can
then wese These ponts in-match o purchiase
cheap perks like lak jackets at any time during
the match, or save them 1o urlock the mora
expensive, tide-tuming toys ke amorad vehi-
dles, drones, and air strikes,

The mulliplayer is also easien 10 approadh lor
less-skilled playars thanks to the dever Ballle
Commander mocke. This hwist on tracifional team

deathmatch and conguest modes evens the
battiefiedld by placing beacons on Kiled players
riching long kilstreaks. The mone kils you rack
up, the moere opposing players are noliied of
your position. Doing so discourages exploitalive
camping and gives good players a run for thar
maney by putting tha X on their backs.

The Ground Control congquest mode features
S2-player battles, but during our play SesSons
lag became an ssue whanever large cdustens
of players and vehicles were grouped logether.
Homelront also lealures a progression system
with 75 levels, weapon unlackables, and perks.
Though I weuld have fiked 1o sea mome weapons
nciuded, there 5 enough here 10 keap you busy
for a lour of duty.

With its interesting premise, evocative opening
saequence, and clever variation on mulliplayer,
Homelront has a strong loundalion. I's a shame
that lechnical limitafions and a dervalive single-
player campaign keep the game from realizing
ils potential, » Matt Bertz

rg

PS3 » 360 » PC

# Concept

Adter an economic and
military collapse, America is
invaded by a unified Korea

» Graphics

Ugly low-res textures, wooden
characters, and stagnant
lighting all contnibute to the
noticeably dated graphics

¥ Sound

Get ready for a lot of second-
guessing from your fellow
resistance fighters

» Playability

Competent shooting contrels,
but getting caught up on
environmental objects is easy.
=0 watch your step

» Entortaimment

THQ and Kaos developed an
interesting concept. but fail te
deliver memorable gameplay
to go aleng with it

®» Replay Value

Moderate
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PS3 « 360

» Concapt
Add massive hattles to the
claszic LEGO formula

» Graphics

With hundreds of characters
on screen at once, this is the
first LEGO game that feels like
it was bullt exclusively for
this generation

" Sound

Best elevator music ever. You
know what te expect from the
sound effects and soore

¥ Playability

Vehicles control exceptionally
well. Cooperative play works
better than in previous
iteratons. The theill of going
back to collect all of the
mindkits is once again a great
Teason to revisit levels

» Entertainment

Easily the most entertaining
LEGO Star Wars game yet,
Whether you're playing by
yourself or with a friend at
your side, you can sink dozens
of hours into exploring this
MAssIve game

» Replay Value
High

LEGO Star Wars lIl: The Clone Wars

The best LEGO Star Wars g

R Sier

ame yet

Style 1 or 2-Player Artion Publisher LucasAnis Developar Traveller's Tales Relonss March 22 ESRE EI0+

fyou've played any of
Traveller's Tales' icensed
LEGC games, whether it's
Shar Wars, Batrman, Hamy
Potter, or Indiana Jones, you
know what o expect from
LEGO Star Wars llI: The Clone
Wars' basic gameplay. Any
pre-assembled LEGO object
YOUI COIMe across can be
smacked unfil it crumbles nto
basic building blocks, raining
multicolored collectible studs
onto the floor. Most unassem-
bled LEGO blocks found ina
leved can be pieced together
o creale an cbject or vehicle
that will likely grant access
1o a new area, Foas that are
shot or whacked explode into
amess of body parts, and
miay rop arec heart that wil
regilenish your health, At ary
point, a second player can
ump inor drop oul of play. After completing the
game, you can re-enler levels with all of the dit-
ferent character classes to hunt down 10 well-
hididen minikits. And of course, al ane point your
characler will be asked lo ride a lswnmower, an
clephant, or some kind of hilarious vehice that
never shoudd st in the Star Wars universe.
Ewvan with this famiiar framework in place,
Traveller's Tales has adided fo the formula to
such a degreo that it leals like a complately new
experience. This is the first LEGO game that
doesn't feel like a holdover from the previous
console generalion. New techndlogy allows Tor
hurerads of characters 10 ocoupy the screen
at once, Rather than just destroving two or
three batlle droids at a fime with a saber throw
or parfectly placed rocket, you'll nowy have the
chance 1o cbliterate dozens at a siroke by nun-
ring tham over with a speeder Dike or an unny
Geonosis coliseun beast. The tue scale of a
Star Wars battla is capiured in this game, and
The power Travaller's Tales places into your hand
Is electrifying.

Second Opinion 8.5

B8 reviews

Traveller's Tales has settled into a groove with its LEGO games, but it's far from

& rut. The latest installment 1o the senes is my faverite one yet, even though 1
coukdn't care lesg about the Clome Wars. The game still iz built off the basic struc-
e that was outlingd in the first LEGO Star Wars, though it's been significantly
expanded and refined. Levels are not only huge, but they're a joy to explore with
a friend. thanks in large part to the dynami
show off the improved scale, where each player is frée to zip around in space or
dock on a ship and explore the interior at will. The game's Eght RTS elements are
a surpriging addition, and they're a fun departure from the rest of the game. My
only real heef with the game iz that it's possible to miss out on significant dhunks
of it if you den't scour every inch of the hub world. That lack of direction some-
times extends to level design as well: the few times [ got stuck had nothing to do
with puzzles, and everything to do with poorly explained mission objectives. That
said, even if you don't know who [or what] a Cad Bane is, this is the LEGO game
to buy - Star Wares or otherwize, » Jeff Cork

t screen. A few missions really

The new technology also allows levels Lo
seamiessly expand from tight comidor-based
qunfights to outer space ship-aganst-ship
warfare, The scale s impressive and true 10 the
source malerial. Cooperalive players also don't
have to wormy about being tethered onto one
screen, Il one player wants (o explore more of a
ship while the other player takes fiight 10 wage
war against a capital ship, he or sha can do so.
The neny split-soreen system alows playars 1o do
what they wani, and recognizes when they arein
fhe same frame by converting to a singular view,
As 5 the case with al LEGO games, this ona i
bast played with a friend al your side.

Cooperative tactics are especially useful for the
gama's new ATS batlles, Base bulding, resource
managament, and carafully plotled sirategies are
all a part of the mis, but in execution, the RTS de-
rments are hght, and so easy 1o comprenend that
aven non-gameans should figure them out inoa few
minutes. Cutside of crushing the opposing lorces
{which could be the Repuiiic o Separalisls,
dapending on who you choosa) the goal of The
RTS levels is to secure teritories. With each
oooupiad tamitory, now Building oplions become
avalable. You can buld a wide varioly of vehides
(all of which can be controlled), as well as troops
{which you can order to altack specilic targets),
shicdd generators, lorpedo stalions, and should
tha victory conditions call for it, an escape pod.
Al ol the vehides control exceplionally wall and
ofler vanying taclical strangths. The ons problem
that thesa levels uninto s the Al aimost comes
across as pacifistic. They'll destroy approaching
vehides and throw up a shield, bul they never
push back or rally to protect ther bases. The true
nemesis ends up baing the dock, Ealy nihe
game, belore the stud multiplier and nvincbi-
ity red bricks can be purchased, complating a
stage in a sat amount of time can be difficull, The
RTS lovels are abwndant, and a greal addition to
Travedler's Tdes’ wall-wom LEGO gameplay.

Allhough the game begins with Attack of the
Clones' Batle of Geonosis, which was likely used
o ghow off the ability to throw hundreds of battie
droids on screen at ence, all of the ofher levels
are based on he first two seasons of The Clore
Wars television seres. With such a large selec-
tion of stories Lo choose from, the game offers
a high level of varkety In its levels and conflicts
within them. The one constant overlapping in
miost levels is the boss, Count Dooku, General
Grievous, and Asaj) Ventress are confronted
multiple imes, and serve as the comersiona of
big Jedi versus Sith Ihrowdowns, Like dll LEGO
games, the boss fighls boll down to figuring out
what technicue works and repealing it until the
Toa Talls, but at least this time around the battles
undold through multipls phases and slages.

It you are a completionist who wants o unlock
evary characler, compiale every bounty hunter
mission, and socure every god brick, be pre-
pared to irvest at least 40 howrs of your life into
thits game. I1's a long ride, but not al of those
hours will go drectly into gameplay. Figuring out
what you should do next or how to unlock a new
challange often bOIS down 10 Searching every
ook and cranny in he hub world, which is not
unlika trying to find a needla in a haystack, | was
sl making game-changing revelations in my
23rd hour. Never onces, however, was | bored.
Almost every accomplishment rewards you with
anew playable character, of which there are 115
N lolal. Most of these characters are yanked from
the Clona Wars, but yourll siso unlock familiar
faces Irem the preguel and dassic riogies.

Ewen with o much of the gameplay dinging
to the lormiula Traveller's Tales created for its first
LEGO game, The Clone Wars offers a vastly dil-
Terent expenonca that caplures the best of both
of tha LEGO and Star Wars licenses. I1's sasily
the best LEGO game 10 date, » Andrew Reiner



i

gameplay

WE Al Stars

n ro lasnes 1 d

Etyle 1 to 4-Player Fighting {4-Player Online] Publishes THQ Develope
THQ San Diego Reloass March Z0ESEET

TV QAME IN 10WN wWhen it Comes 1o pro

wrosting cptions, and the Smackdown
vs. Raw serles has been the only real cholca
for gamers in recent years. Tharks to THO San
Dilago, wrestling fans thal want a litle micra sil-
Iiness and a lot less reallsm now have anolber
option. WWE All Stars takes the biggest names
of the *Bis and '90s and pits them against the
superstars of today, allowing sports entertaln:
ment tans to create numercus dream matches

The roster s a who's-who of the last three
decades of wresting. Hall of Famers like Brat Hart
and Roddy Piper populate the Legends sida of
the character sslact screen, while loday's bast
lke Chd Punk and The Miz round out the other
hall, Qutside of some notable exchsions ke
Ric Fair and Chris Joricho, nol many lan laver-
Hes are missing. Al of thase superstars come
edquipped with their signalure moves, and they're
pled off with even more Tanlare than inred life,
Undartaker's Tombstona Piledriver s a devastal-
ing finisher on Raw, but he perfams it with an
irsane 20-Tool leag in Al Stars,
Builcling L 1o linkshars reduines you to beat

\/ inca MchMahon's WWE s the only big-

lack of

your opponent down in a varety of ways, and
wyour movesal changes drastically based on which
dass you're playing as. Acrobals can springboand
off of the ropes, Big Men can charge massive
strikes, Brawlers are the most well-rounded, and
Grapplers can chain holds togelbor, Onoee you
do enough damage 1o your opponant to il your
meter, you can pull off that Stunner you've been
Bilding lowards,

Gameplay relies heavily on reversals, meaning
you spend a good deal of your time slaring al
the HUD waiting for promplts 10 appesar. [ can
be fnustrating taking on the Al, as something as
SImipke &5 an Irish whip can take numearous res
tharks 1o the frequency of reversals. Timing heso
comectly s crucial, and it 1akes time to become
Tamiliar with the proper window for the button tap,

While the gamaeplay 1 fun despite ils simplaity,
All Stars dsappointingly offars only a few modes.
Both Path of Charnpions and Fantasy Warlara
Ao essenlialy glonled exbibilion malches, The
former consists of 10-malch gauntiets with brief
{and genency promos sprinklad throughout, and
rmalches in s mode are never realy led 1o your
Tinal opponent. Even something as simple as

fighting through Undertaker's past Wrestiemania
WIS belore taking him on would ba batter than
thits. Tha D-Generation X arc excdusivaly con-
sists of tag matches, but it's inesplicably limited
fo sngle-player.

Farmtasy Warfars pits a legend against a cument
suparstar, and thay all have a specilic thema (for
example, Steve Austin and Gl Punk battie 1o see
whio the baller role modd is). The enly thing sep-
arating thesa from standard exhibiten malches
are the ype videos that play belore tha boul.
These resemble the promo videos thal WWE ars
before a pay-per-vew, and shoud appeal 1o big
wresting lans

VWAWE All Stars’ siriking visual style and loous
on over-the-1op action are a perfect fit for the
wresting world, Dut the lack of varety brings
diown he ovorall expanience. Wilh no mode leal-
Ing ke more than a series of exhibition maiches,
it seems like less than a full game, | hope THG
givies This lormiula another shot, bocauss it
could be a greal companion to Smackdown vs.
Faw il it comes back with a more substantial
agperence. » Dan Ryckert

PS3 » 360

» Concopt

Bring together two
generations of WWE
superstars in an action=
packed battle

" Graphics

The colorul werld of pie
wrastling is even more
exaggerated, with superstars
resembling action figures
more than human beings

» Sound

Jim Ress and Jerry Lawler
are reunited for commentary,
and the in-ring affects

ane predictable

®» PFlayability

Each of the four casses
handles distinctly. and there
ATe many spparnities for
reversals and combos

» Entertainment

Most of the gameplay is
zolid, but the lack of modes

and variety brings down
the experience

» Replay Valae
Moderate

FIFAJINTERACTIVE WORLD CUP 2011

THE WORLD'S LARGEST FOOTBALL GAMING TOURNAMENT

£ =
EA SPORTS™ FIFA 11 ON PLAYSTATIONE&3 ‘
%

REPRESENT YOUR COUNTRY AND WIN A TRIP
TO THE FIFA BALLON D' OR

COMPETE AGAINST THE BEST PLAYERS
IN THE WORLD

PLAY YOUR

REGISTER IN-GAME NOW
WWW.FIFA.COM/FIWC

j SPORTS

/

7



7 8a9

» Concept

Simplify Top Spin 3's
comwoluted controls while
adding depth to career mode
and onling

» Graphics

The pros look lifelike, and
the arimations are very flud,
The arenas and owds are
much more detailad, which
iz highlighted by the new
TV-style presentation

» Sound

The crowd noise seems to
abb and flow with the match.
Hope you like the song
“Nerth American Scum” by
LCD Soumdsystem. You'll be
Thearing it a lot

» Playability

The gameplay iz centered
arourd correctly timing simple
butten presses. Stll, it will
take you a while to master.

" Entortainmont

From the gameplay to the
career mode, Top Spin 4 does
it might

© Replay Value
High

90 reviews

Top Spin 4

Top Spin 4 perfects the
fundamentals and delivers a
compelling career mode

et 51718 1 to 4-Player Sports (4-Player Online) 7/ 8 5
T|Ix FPublishet 2K Sports Daveloper
5 2K Czech Reloase April IS BSRBE % |
360

as laint praise, but | can't think of a better word

1o dascribe 2K's Top Spin 4. The long-running
serias has always specialized in a more serlous-minded
approach 1o the game than Sega's Virtua Tennis (you
waort'l be dodging glant falling fruit) and a compreben-
sive career mode that emulates real world pro tennis.

In contrast to Top Spin 3's convoluted mechanics, Top
Spin 4 B lecusad on a mors streamilined approach. The
basic shots are assigned 1o the four buttons. Howaver,
the duration and timing of your presses can make your
shot ellhar a control shot or a more risky power shol. Ii's
nothing you haven't seen before, but it feels right = and
that's everylhing in tennis. The analog funclions have
been scaled back, but you stil have an analog serve, |
quickly mastered this and lound il more eflective than the
standard serve. Other than a few shoulder modifiers for
charging the nat and drop shols, tha controls ane simple
and tlight, The PlayStation Move controls on PS3 were
funcional but handly revelatory.

The career mode is as comprenenshe and well orga-
nized as I've seen. After using the deep player creation
mode (1 always seem to come up with the ugliest play-
ars possitde), you'll begin to dimb the ranks, eventually
egming super slar status, The career mode works off a
calendar system. Each month you can compete in one
training exhibilion or special event and one tournament.
The events range from practice matches 1o dance club
appearances and mofion-capture sessions. You can
Improve your stals by hiring coaches, each comes with
passive slal boruses and n-game challenges (like it
50 gice shots') that lead to more stat bumps. ¥P canbe
assigned based on three playstyles: offensive baseine,
defersive baseline, and serve and volley,

Though there's only so much you can do to make a
tennis career mods compeling, Top Spin 4 does it better
than any game 1o date. This depth cames over to the
World Tour mulliplayer mode. In this mode, you'll take
your crealed player online to compete for the numiber
one worel ranking each week, Even betler, you'll continue
toeam XP in al onfine and offine modes, which can be
applied to your single=player career. While | played this
game pre-release, tha lest matches | played were siky
smooth. | only remembier two nstances of lag, neither of
which changed the cutcome of the point.

While it's not a revolulion in video game tennis, Top
Spin 4 provides both a mastery of the basics and the
mest comprehensive caresr mode 1o date. Throw in
perhaps the best roster of redl-ife professionals ever
assembled, a great and relevant online component, and
Move functionality for the PS3, and you have a fitle that's
micre than ready for center court. » Matt Helgesen

C alling a game “solfid” can sometimes be faken

® Concept

Bring last year's landed
dungeon aewler from PC o
the controller crowd

» Graphics

This womn't be winning many
‘technical awards, but the
cartoony art style is pleasant
and inviting. The explosive
effects give the action a
satistying pop

# Sound

T'll never stop being amused
at how explicitly the town
music apes Diablo's. That's

# Playability

Some fine control is lost
relative to the criginal
mouse/keyboard scheme,
bt this was never a gams
ahaut precision

¥ Entertairment
Random levels, loot, and
maonsters, Sure, thisiz a
Diablo clone, but it's a
good one

» Replay Value
Moderately High

Second Opinion 8.75

Pumping up an unstoppable here i5 one of my
favarite hooks in gaming, and Torchlight hits the
sweet spot by maintaining a constant flow of
coal powers and randomized loot. Even without
much varety in dasses and builds, experiment-
ing with skills and tactics provides hours of fun
as you delve into the monster-infested mines.
The swarms of bad quys offer meager resistance,
SeTVINg moTe as opportunities to showcase your
dominance (I can't recommend Ember Lance:
highly enough). In a different game, this lack of
proper balance might be a problem, but the ease
of combat fits well with Torchlight's carteonish
vibe. Sure, I'd like to see deaper characters, more
options. and better bosses. but these aren’t exactly
complaints; 1 enjoy Torchlight so much that | just
want mofe reasons to keep playing. » Joe Juba

Torchlight

Another great way to cre

vl through

random dungeo
g
f."_ LVER

‘va naver been much of a ballever in sometric Diablo-
style action'RPGS on console, Someatimes it's good 1o
bewrong, Torchlight makes the transition to Xbox Live
Arcade almost antirely intact. I'll still ba playing on PC,
but | wouldn't point anyone away from this edition,

Torchiight & an unapalogetic rehash of Diablos mechan-
s, The view, the control, the skdl tree, the rwentory
system, the dungeon's struciure, and even the random
itern generation are aribbed from that classic. | don't say
thiis as a bad thing; Torchiight's brand of explosie dune
gecn crawliing is a dilferent vibe that scralches a slightly
difierent itch. This cucldiier nature is the very thing that
allows Torchight to thrive on consoles.

Even on hard difficulty, diving through the monster-
nfested mine below the town of Torchiight isn't exactly
atactica affair, Combal is more akin 1o driving a tank
through a platoon of ores than desperately defending a hil
with bow and sword against scores of Unuk-hai. Chiling
on your couch, firing abiflies in (he general direction of
monsters, and walching your minions dean bouse as you
madly hack away &5 a perlectly reasonable way to play
he game.

Don't ket this easy-breary description sell the action
short. Pygmies explode into couds of blood on a good
ciitical strike. The ground enupts and fings spiders
everyahere when your avatar unleashes a mighty stomp,
Skeletons shatter under elemental onslaughts. Unleashing
hilarious carmnage is Torchlight's primany godl, and it per-
Toams its mission well,

This casual approach to gameplay soothes my minor
imitation at the loss of fne control that comes with the
switch to gamepad. The rare
occasions where | can't pull off
an acvanced tactic = ke drop-
ping a showing trap next toa red
bamed, luring monsiers into the
draining field, then setting off the
explosive container — st aren't as
big of adeal as they wouldbeina
harder gama.

Torchiight is a celebration of the
silty fun of building an overpow-
ered hero and tearing fhrough
hordes of monsters. We'd al
love co-op {which s coming in
the sequel, announced last year),
but my advice & to appreciate
Torchlight for what it i rather than
complaining that it's not what
you wanl your perfect dungeon
crawler to be. Youwon't be
dsappointad. » Adam Biessener

Fublisher Mictosoft Game Studios
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PlayStation Move Heroes

Style 1 or 2-Player Action Publisher Sony Computer Ententainment
Dy por Nihilistic Software B March 22 E Elo+

[ han Sony first announcad that it Events are broken down into Tve be
A ¥ three loonic fran-
ohisas - Jak and Daxter, Rald

C¢mh.ne :h.ee of Sony's
classic duos into a collection
of Move-fusled minigames

ame, and leatures a healthy » Gr
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harooes nte her in a

T with one a stives induding third-| |J-l. rson The protagoniste and
mash-up is inherantly entertaining, and emvironments look good.
extending chars il but most of the enemies

4 trad- R

= are simplistic in design
options for the
apitalizing «
a slory-bas

» Bound

Aside from the inclusion of the
original voice actors for the
characters, nothing stands out
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» Pl ty
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5 with qungplay became chdl. Her

has taka an afternoon 1o (¢
bean paired with his hac Ker lurllo Irlmd wihane | wa
=) being teleported off of ther home  game re (|lIII(
\.txld—- by & dubious-looking alien to play Heroes ist
cash-in, and

occasoral amming and camera

» DUt Iroem
issues with some events

wding, as the
that's not a bad thing

fer than the typical Move
very Now andd then ha
action s reminiscent of whal makes

= e three franchises popular. However,
restrial compatition, mainly out of apathy. with more characters than g¢ nepiay

I'm not il with arw of 1he thres events, andr 1le ion behween
franchises 1 couldn'l resist the the protagonists outside of a few o

» Entor
Meost players will tire

of Heroes” repetitive
formula before its
underwhelming conclusion

o ot

it

charm of seaing these masoots mingling. scenes, it's hard to imagine a fan
Unfertunately, there are only a le woldan'l feel disspponted by this
anscenes like this during the game. Once  (nonjmashup.» Jeff Machiafa

the gameplay
solitary allair,
Before each event yourll

, Heroes

a I‘uff‘ or sidekick. In co-op,
the ¢ 1l player is reduced
to & lloaling crosshair t
provices support via shoot-
Y] enemies of c'rop||ru
power-ups. Eact
has a unique Spec
ity, which gives him a little
indivicuality, bt | « §
wondering what the
a learm-up is if the o
don't work together,
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» Concept

Graphics

The engine iz starting to show
its age if you zoom in, but
from & normal camera angle it

still locks great
» Sound

Consistently excellent

voice work sells the 40K
universe in all of its hilarious
over-the-top glory

» Playability

Being able to set your HQ to
automati cally replace fallen

» Entertainment

92 reviews

Warhammer 40,000:
Dawn of War Il — Retribution

Squad-based RTS increases unit count with mixed results

%

o o s %

o i 700

Relic's hero-focused science

fiction ATS broadens the
scope to includa more factions
and units, but it comes at a price.
Shaking up & formula that has
been running unchanged through
the base game and first add-on
isn't a bad idea, but the criginal
design's elegance was a big part
of its draw, Adding a bunch of
complications and caveats, while
undeniably increasing the size of
the toolbox at the player's dis-
posal, doesn’t make the gameplay
any better.

| should be clear that this dis-
cussion of changing designs and

complexity is in regard
to the single-player campaign.
Multiplayer in Retribution s a
marginal upgrade that retains the
basie structure of its predecessors
while thankfully ditching Games for
Windows Live and adding new maps and heroes.
| can't see anything that would alienate fans, and
having another Last Stand map is great. If you're
an estabkshed Dawn of War || online player, go
ahead and skip the incoming complaints about
Retribution’s lackluster campaign and go buy
the game already. Multiplayer-curious newbies
beware: Jumping into competitive play at this
point is going to match you up against players
who have two years of experience with the game
if not the few new units in Retribution. Be pre-
pared to swim with the sharks,

The Retributien campaign’s narrative suffers
by being told from six different perspectives. You
can play any of the six races, but the overall
story doesn't change (though your character's
matives for pursuing it doj. Dawn of War ||, and
particularly the Chaes Rising expansion, did
an excellent job of staying tightly tied to a tiny
cast of characters and using Imited storyteling
resources to flesh them out. Retribution’s larger

Theseemd expansion for

ensemble spreads the story too thin, There

are some great moments, mostly arcund the
Imperial Guard's Inquisitor and Ork pirate Cap'n
Bludflagg, but the overall tale falls flat.

Previous Dawn of War Il campaigns put you
exclusively in control of four heroes at a time.
Retribution allows you to replace your auxiary
heroes (not your commandes) with elite infantry
squads, and to summon reinforcing infantry
squads from an-map bases. This is great in
theory — more options, huzzah! - but in prac-
tice having more units to control dilutes the
awesomeness among your forces instead of
concentrating it on your heroes. The resultis a
small-scale ATS that loses the unique flaver that
Dawn of War Il worked so hard to create. Using
mare units isn't a total disaster, but it is decid-
edly uninspiring compared to customizing heroes
nto well-honed killing machines.

The good news is that you can ignore most of
this fluff and reinvest your resources back into

your heroes, playing the campaign much like
the cider cnes. Unfortunatsly, Retribution's level
design is a step back. Dawn of War Il maps have
ahways been relatively linear, but these railroad
you to an unprecedented degree. | felt like | was
trying to figure cut what the next step the level
designer wanted me to take was, rather than
coming up with a winning strategy based on my
troap of elite heroes,

All that said, the new factions are interest-
ing to play and feel reasonably well balanced.
From the Chaos Marines' Warp energies and
MNurgle's plagues to the Crks' ever-growing
Waaagh!, the six sides present unique mechan-
ics and solid, powerful tactical possibilities.
Unless you're going to dive into multiplayer,
though, Retribution is a mediocre expansion
pack aven though the base gameplay is still
quite good. Pick up Chaos Rising instead,
whéch you should have done anyway because it
is fantastic. = Adam Biessener
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_Final Fantasy |

as with

Fantasy ||, this RPG has seen re-releases

on PlayStation, Game Boy Advance, and
Wii's Virlual Console - plus a full 30 remake on
DS. Even though I've played Final Fantasy IV
more than any olher game in the series, | never
gel lrad of it, Whather you're a longlime fan
likr e or a naweomer who can't tall Kain from
Cecil, you can't go wrong with Final Fantasy IV,
The Complete Collection,

As the name mplies, this compdalion gathers
everyihing reated to FF IV in a single package:
the original game, the sequd (called The After
“Years), and a brief inlerlude bridging the gap
between the two. Thankiully, you can access
al three nstallments: from the main mend right

g nce its nitial SNES reloass as Fina
L

ale afflicted
ution

y fal |\

At

gamep

Style 1-Player Action/RPG Publisher Square Enix
Developer Square Enix Release March 20 ESRE M

Eve 2012, New York City finds itsell envel-

oped by the Babel's massive tentades in
an incident known as the Sacrilice. This sats
the stage for CTI agent Aya Brea's retum to the
Big Apple, as her altered genetics make her the
only ona resiient enough 10 rid the city of the
macabre Twisted and uitimately bring down
the Babel.

Ona yoar aller The Sacrilice, Brea usas The
CT's Overdive machine 1o deliver her mind 1o
the past and hijack the bodies of soldiers. This
will not only help her complete her workd-saving
mission, but also uncover the secrets of her own
biurry history. This backdrop makes for compel-
ling plot points, and use of Overdive creales
opportunities for uniyue gameplay, however the
shooting galtary leel and repetitve mission stric-
ture makas this action-onented approach lall fiat
rather quickly.

During the tutorial stage the player IS intro-
duced 1o a varkety of Overdive abiities, Thase
techniques allow Brea to quickly hop betwean
the bodies of soldiers on the battielisld, assum-
ing thair position and weapons, Jump inside
waakened enamies for an Overdive KII that

T ftar a string of tragic evenlis on Christimas

The Srd Birthday

The Complete Collection

Style 1-Player Role-Playing Publisher Square Enix Developer Square Enix Release Apnl 19 ESRB E10+

anway, so you don't noed 1o slart al the beginning
if you're already tamillar with the base game.

Final Fantasy IV is great by itsell, 5o the addi-
fior of he extra cortent just soas the deal. The
Alter Years wasn'l received wall as a download-
able epsodic game on Wi, since doling out the
slory piecamoes over savera months and charg-
ing gamers for each chapter Bn't a good way 1o
keep them interested. This collected fommat suits
the plot much better; when played as an uninter-
rupted adventune, After Years held my attenlion
Tike it couldn’t before. The graphical upgrades
{which the base FF IV shares) also make the
experience betler, forming a consistent visual
shyle across the enfire saga.

Snce FF IV and After Years are alreacly aval-

causes ham lo
imptode, furn the aim
of all allies toward a
COMman enamy for a crtical Crossline attack,

or go Into a berserk state called Liberation that
gives Brea incredibla firepower and agiity, Brea's
impressive party ricks are al avaiable nom the
beginning and would have bean better served if
they were unlocked over the course of the game.
Though satishying al the outsat, the novelly
quickly wears thin alfer executing thesa stagnant
moves ad NauseL.

Whather you're batlling through the streets of
Mew York of a diapidated concert hall, you're
Typically trappad in an enclosed section that
requires you o Overdive and salely position
your dlies, then blast the constantly respawning
Toes with fireams and Ovardive abilities, &l the
while destroying surounding red orbs o open
up axits, You'ra then free to begrudgingly move
on 1o the nest section, inse, and repeat. To
acdd insul 1o injury, gameplay Imbalances make
some combat sections a breazo and others
downright frustrating even on nommal difficulty.
Thiere are waapon updrades and oplions o
manipulate Braa's DMNA with Over Energy chips

able inother Toms, Interude B he only new
plece of tha puzzla. Unforiunately, it's the biggest
disappointment on the disc. Galling it a full game
s a slreteh; the slory ook me less than lour
hours to complete, and most of that time was
spent in three dungeons repeated from FF IV -
ronflical layouls and everylhing! Even so, I'm
glad | played if, since the ala ties neatly nto the
events of After Years,

If you'vie somehow managed to overlook Final
Fantasy IV over its NUMEFoUS Ncamations, this
is the best way to get the whole experience.
Though not every facet is airtight, The Complete
Collection s an addiciive mix of raditional RPG
mechanics, character-focused narrative, and
pare nostalgia. » Joe Juba

cdllected from anamies Tor suppon abiiies that

halp improve your capabilities, however this light
RPG element doesn't reveal its full potential unti
o' via mesed out your upgrades toward the end
of the game.

Once you near the cusp of the reughly 15 hour
axparience, Brea will not only have fully poweared
waeapons and an arsenal of helpiul supporn abili-
ties, but she'll also have access 1o tanks and
helicopters once the game breaks oul of dull
cormidor shooting sequences, adding a much
needed dose of variety, Battling through the luls
aarly on will reward your patience with speclac-
lar boss lights and cinematics leading up to the
grand finale,

Parasite Eve lans may ind themsalves tumed
off by the frenzied action-orlented approach of
The 3rd Birthdlay, and the execution canainiy
has its ups and downs. Even thaugh The Srd
Birihday may not ba ane worth celebrating,
we're hoping Square Enix can get it ight if it
decides 1o sameday bring the ranchise badk to
its console roots. » Annette Gonzalez

8.5 7/

» Concept

The antite Final Fantasy IV
saga n cne place

» Graphies

Visuals fall in line with the
PSP releases of Final Fantasy
[ andl I I'm gllad the changes
are consistent across all
three parts

» Sound

I love the optien to use the
original tracks over the new
arranged ones, but bath
wersions sound good

® Playability

Do you want to attack, cast
a spell, or use an item? The
familiar interface werks
perfectly and doesn’t hold
any surprises

» Entertainment

If you haven't played Final
Fantasy IV yet, now is

the time

» Replay

Moderate

6.15 7

®» Concept

‘This PSP spinotf of the dassic
Parasite Eve franchise marks

Aya Brea's rehurn to Newr York

®» Graphics

Gorgeous cutscenes unfold

a5 the twisted tale unravels.
Emnirenments set the meody
tone and rarge fom detailed
o drab

» Sound

Voice acting is average at

best. With the constant fury
of bullets you'll spend most of
Yyour time kstening to gunshots
» Playability

The tank controls of yesteryear
were ditched for a fhad

setup. Control configrrations:
complement the PSP layout
well despite camera control
and auto-aim izsues

» Entertainment
The 3rd Birthday offers an
intriguitg storyline with
plenty of plot twists that are
buried under repetitive jand
occasionally fnstrating) third-
PErsor: shodtrg Sequences

» Roplay Valuo

Moderate
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" Concept

‘Take to the skies in a return
visit te Wii Sports Resort's
Wb [zland

» Graphics

Not a ton of detail and a linle
pop-in, but the dean, cnsp
visuals help show off the
3DE's power

» Sound

‘The upbeat music sounds
fine, but I lowered the volume
before long

# Playability

Challenges quickly ramp up in
difficulty, but each vehicle is
fun to mastey

" Entortainment
Pilotwings is a totally suitable
launch title, but don't expect it
to hold your attertion for long

¥ Replay Value
Moderate

Pilotwings Resort

Flying the friendly, dull skies

Style 1-Flayer Action Poblisher Nintendo
Doveloper Monster Games/Nintendo
Release March 27 ESREE

1 you've played either of the previous Pllotwings

games, you'va probably got a pretty good idea of

whal toexpect rom Plotwings Resorl, 11 confinues the
series’ simple formuda of flying around invarious arcrafis
white showing off the 3D&" improved graphical capabili-
tiess &6 wall as the 30 lunclionality itsall, Sadly, though,
Pilotwings Raesort is held back from any lasting impact
because of a handiul of shortsighted design choices.

The meajority of your time with the game wil be spent
In mission moda, where you take on various challenges
that are ranked by dificuity - bronze, siver, gold, and
platinum. Though youll definilely need to replay some
misskons in order to eam enough slars to unlock the
higher cifficulties, it's worth the effort. The later challenges
prowicke sorme of the most nleresting soenanios, such as
ong mission whare you use your rocket bdl 1o hunt down
stray UFCs and return them to the mothership.

Piotwings really shines during that harkiul of sightly
wairder missions, bul the vast majority of the game's
lawvels stick to the sama few mundana goals: lly through
NG, pop Some balloons, avokd mines, and try to land
salely on floating patlons. Evan these objectives could
be a [itlle more interesting it the game featured more
varied settings, but none of the missions stray from Wuhu
Island, the tiry locae that Mintendo ntroduced n Wi
Sports Resort, Though Wuhu ksland is full of memorable
landmarks, there's only so many times | can fiy into the:
volcana in the midde of the isand or maneuver in-
belwean the windmills and sfill think it's exciting,

Beyond the missions, there's also a free fight mode
that allows you 1o explore the istand in a vehicie of your
choosing while: picking up
collectibles and performing
ghunts, While this can be
enjoyable, you're trapped
wilh a tiny time it that
arowvs in small bits as you
pick up more ilems. Snce
you're already going up
against the dock for mis-
sions, |wish thal free fight
mogie had dropped the time
limit altogether.

As a means of showing ofl
the new portable hardware,
Pictwings Resort works
well enough. As a game,
though, it orty has briet
quests of briliance amidst a
wicke-open sky of rings 1o fly
through. » Phil Kollar
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% Concept

Give 3DS owners their first
notable rading title

» Graphics

3D can play tricks on your
eyes when viewing the car,
but switching to first-perzon
makes a significant difference
B Soumnd

Genenic hyperactive techno
plays throughout your laps
# Playability

The circle pad performs
admirably, and the drift-based
gameplay is still fun

¥ Entertainment

A tournament lacder Grand
Prix mode seems a bit 1o
bare-boned, but the racing
action is solid

» Replay Value

Moderate

Ridge Racer 3D

A new perspective meets a
generations-old formula

Styls 1 -Player Racing [4-Player Local)
Pubilisher Namco Bandai Develope: Nameco Bandal

Ridge Racer tille in a console launch neup is

nothing new, so it should come as no surprise to

sae fhe series debul dongside Nintendo's newest
portable, Considering the only racing aternative on the
system ks the lackiuster Asphalt 30, Namco's long-
running series doesn’t have much compedtition in the
gerwe at this early point in the 308 lifecyde. Ridge Racer
3D doss't do anything to revolutionize the seqes, but its
fundamentals are said enough 1o salisly genre fans unti
something a litfle fresher comes out.

Grand Prix s the primary single-plaver mode, and has
you competing in a sefies of loumaments 1o eam points,
These points can be usad to purchase new vehides as
they become availlable or upgrade your cument rides with
nitress Kits, Progressing through this mode doesn’t feel
like: anything new, as we've seen this numerous times in

If you wart to get a bile-sized version of the Grand
Prix expenencs, you can select Quick Tour mode, Alter
entering your desired length of tme, course type, and car
calagory, the game generates a series of races. This mode
works well for a porlable, especially # you have imited time
on aplana or bus rida,

Steering leels greal on the cirde pad, and the series’ sig-
nature dritt-based gameplay makes s ursuprisng retunm,
A new option allows for one-buitton drifting, which lets you
Conirol the tums with a dedicated button rather than leath-
afing the accderator, Having severa options never hurts,
bt Hound mysall sirongly prefering the dessic method,

Friarcs wilh he game can lake you on via local mult-
player, and you can put your poinls on the line duning Risk
Races. Even if you'ra not actively playing the game, your
305 can swap ghost inforation with your Iriend's system
tharks to the StreetPass functionality, Without even turming
the systam on, you can have access 1o your buddy's best
Times and ghost data 50 you know whal wou're up aganst
aven whan thay're nol around,

Sinoe the gameplay doesn't differentiate itsall much from
provious instaliments, the 30 ellect s the big seling pont
for this entry. Whan the effect is tumed up significanily, |
found that my eves oftentimes shifted out of focts when
glancing back and torth from my car 10 the road ahead,
| byprically don't ke to play racing games in first-person,
but | switched to see if it lessened this annoyance. Sure
anough, thi 30 allect looked Dettar and upset my ayes
less once placing the camera n the driver's saat. If you
want 1o crank up the 3D on that fancy new system of
yours, I'd suggest vou do the same.

Ridge Racer 305 ks a perfoctly compatent racor, i's just
one that doesn't do arything new. If you prefer an old-
school arcade racing expenence (ike Daylona 500 or Sega
Rally) over mora realistic dtemalives [Forza, GT), then this
should salisfy early 3DS adopters. » Dan Ryckert



Nintendogs + Cats

You really can’t teach an old dog new tricks

Styls |-Player Simulation Publisher Nintendo
Developer Nintendo Release March 2T ESREE

was 0 dominated by a fesling of déjavu that |

went in the Gama Informer vault and pulled out
the ofiginal, I lums oul my gul was fight - there are
precious few differences between the two. You get a
dog at the kennel and start training it, with breaks for
feeding, balhs, and going on walks. As before, you can
enter competitions; the onby new one is a simplistic lure
competition where you tum a crank 1o move a luezy
hure down a seres of ropes to guide your dog through a
roped off race course. Cnce again, you are very limited
in what you can do each day - a couple of compelitions
and a handhu of new tricks are al your dog has tha
enargy for, That's true-to-life, but aggravating froma
player's perspeciive,

Of course, there are (01 of litle touches lke new side
areas 1o explore whils on walks, the ability to rotate the
camera around your puppy while petling or bathing i,
new design motils and fumilure 1o Buy for your houses,
and being able to trade items with other owners via the
308 StrealFass. Weloome additions &, but S0 minor in
Impact thal the game leds Tke @itle mone han a graphi-
cally enhancad version of the first. | did appreciate the
mproved volee recagnition, which made leaching ticks
less fustrating.

The addiion of cals to the franchise also falls flat. Cats
aren’t very malleable; you can'l leach them ticks o take
e for 2 walk. Mostly, they do their own thing, purring
whean you pat them, eating when they are hungry, and
Plendng with varkous toys lke a leather kre or a bubble
ring. However, watching them hiss and bat al your puppy
s amusing.

By lar the biggest improvement aver the
original Nintendogs B The presemtaion.
The dogs and cals are animated beaultl-
Tully, and show nice subtielies lke realistic
Tur texiuring and responsive eyva Tracking.
Tha most fun | had with the game came
at fimes when | was just watching my cat
and dog play and fight. However, ['m not
sure that's a good thing lor a video game,
which should be interactive above all elsa,

The 3D effects aran'l teribly mpressive, bul that's morna
down 1o the very simple and stalic environments in the
game. The trick compelificns are done with AR Cards, so
o st sel one coven on & table and view a 30 mage
of your dog through the units camera. It's a nice visual
effect, but also means you have o have an AR Card with
o T yiou want 10 participals in them,.

Ninlendogs + Cals definitely relains the nescapatile
charm of its predecessor, and | expect that will be enough
Tor many of the younges and casual lans who loved the
first. For me, | axpact more than marging improvements
alter a six-year layoll, » Matt Helgeson

M y first few hours of playing Nintendogs + Cals

6.57

3Ds

B Concept

Nintendogs returmns, adding
cats and httle else 1o the
gameplay of the first game

W Graphics

‘The game shines visually; the
doge and cats are baautifully
animated and show off
realistic fur tectures. The 3D
effects are appealing, but
don't have much mpact

» Sound

‘The soundmack is minimal
and forgettable. However, the
improved voice recognition
makes teaching tricks to your
dog a much better experience
» Flayability

‘The touch soreen controls
function admirably. though
the menmis and user mtertace
can be too clunky at times

¥ Entertaimonent

I you're looking for cute,
you're in the rigiht place. If
you were hoping this series
wasz actually going to evalve
on 3DE, you'll be sorely
dizappointed.

¥ Replay Value
Moderate

Ghost Recon: Shadow Wars
| 8.25 7/

» Concopt
Adapt the near-future special
ops franchise to a tumn-based
tactical strategy formula

W Graphics

You can dearly see everything
you need ta, but this iz not a
good-looking game

ant turn-based surprise

Style 1-Flayer Strategy [ ot 2-Playar Local)
Publishes Ubisoft Developer Ubisoft Sofia
Release March 27 ESRE T

have to give Ubisolt credit for letting cne of its
established ranchises break out of its comion
2one. Ghost Recon has always boen aboul pulling
off ridiculous: stunts with super-elite troops and their
near-luture technology, and this tum-based sirategy
Nilke capiures That fanlasy as woll as any of the sories”
first-person shooters.

Ghost Recon: Shadow Wars plays more ke Front
Mission Lhan Advanced Warfighler. Your squad of up to

s Ghosts takes lums moving and attacking wilh thalr B s e
foes (ultranationalist Russtans [again), il you must know. E

And let that be the last we speak of the utterdy frowaway ~ * Playability

plot). The rules for cover, supparting fire, lines of sight, E;;x:::i:;mu:;ﬂfm
and moverment are simpla but smart. You don't have to bits of information you
memonize a sot of arcane lormulas and exceplions to need handy

understand how things work. At the same time, the ndes
promote realistic lactics ke overapping fields of fire and
Brounding from cover 1o cover,

Your squad consists of just six Ghosts, but they have

» Entertainment
The story and presentation

are crap, but the gameplay
iz as good as anything in

racically different capabilities. Using ther unique talents the genre
i orucial, from the enginees's dephoyable turet 10 The
scoul’s optical camoufiage. The game's 37 levels throw ;&:::g [Faline|

enough setfings and challenges at you 1o keep things
fressh throughout the campalgn's 20-plus hours. | was stil
Coming up with new ploys
a dozen hours in, Shadow
Wars' abiity to keep the
player rom recycling
the same strategies s a
great accomplishment.

The developers obvi-
ously made the choice lo
favor fun over gritty real-
5. The Ghosts are bullet
sponges, and your medic
can patch the most grevous ¢
of wouncls with a quick zep from ber magical first aid kit
Confrolling flags on the map acorues command points,
which can be spent to call in arsirikes, give your unils
exlra lrns, and more, | Llaud this decision; the Ghosts'
amazing capabiities shine through despite the fact that it
takes dozens of rounds to kil aryone.

| chon't hawve a lot of complants about the game. The
presantation is distinctly second-rate, but since when
is that a problem for a lum-based game? Hotseat muk-
liplayer is a lacked-on set of one-on-cne duel maps
that is & minor dislraction at best, but | wouldn't have
cared if it were entirely absent. The franchise may
soem fike an odd fit for the genre, bul this is a wonder-
ful mplermentation that evokes the spirit of the Ghost
Recon franchise while presenting a delightiul strategic
challenge. » Adam Biessener

The 3D eftect iz of minimal interest here

P v exctoncled review af gameininmar com
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| Madden NFL 3DS

Platform 3DS Ralsass March 27 ESREE

In an era where millions of football fans obsess over
stats, build fantasy teams, and even tune in to walch
NFL combine drills, I'm not sure what audience EA is
targeting by stripping Madden of its core multiplayer
and franchise mode features. Nintendo handhelds
may not always atract hardeore gamers, but thal
doesn't mean football fans who own the devices
don’t want a fully featured game. — Matt Bertz

Diver

4 | Stee

Platform 3DS Release March 27 ESRE EI0+

Maybe some gamers will be
puiled into the aquatic world of
Steel Diver despite the limited
content, tech demo quality, and
seemingly broken multiplayer.
For the majority of Nintendo
fans, though, it’s destined to
become a strange and forgotien
foothote in the publisher’s
history. — Phil Kollar

8.75 | Tiger Woods PGA Tour 12
<

The Master

8.5 | The Dishwasher:

VE}TT][_'TIIFEE oMie

Platform 360 Release April 5 ESRE M

The first Dishwasher game was
one of the most action-packed

and fast-paced games available
on Xbox Live. s sequel ups the
ante with bigger, better bossss,
tight controls, more interesting
upgradss, and an evocative art
style. It's a bloody good lime.

- Matt Miller

Platform Wii Relesss March 20ESREE

Maithew Kato

8 | Chime Super Deluxe
Platform PS3 Release March 20 ESREE

Zoé Mode brings back tracks
from the original Chime and
pads the sat list with five more
mesmerizing tunes and grids. The
additional songs and the inclusion
af four-player co-op and versus
multiplayer makes Super Deluxe
on PSN the ultimate version of the
addicting block-building puzzier.
- Annetle Gonzalez

Making structural changes can go a long way for a gams.
Tiger 12 centainly does this, but a couple hiccups get in the
way. This year's mode! is the best on the console because
of what it borrows from the other versions — namely the
PGA Tour structure and the Masters. But like a local pro
playing on the sarne greens as Tiger, it can’t kesp up the
pace shot for shot.
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Gaming's

Hack and Slash. Platformer. FPS. All players are familiar with these standard genres, but

tions in the first place? We take a look back at 12 early titles responsible for some of the

First Shoot ‘Em Up

Developed by Steve Russell and a small group
of programmers at the Massachusetts Institute
of Technology, Spacewar was a two-player
shoot ‘em up that had players dodging a
central gravity well, in addition to their oppo-
nent's missiles. In 1971, an updated version of
Spacewar called Galaxy Game was installed at
Stanford University and required 10 cents to
play, making it the first video arcade game.

1979

O

~a ﬁ

First Action-Adventure Game

Based on the 1976 text adventure game
Colossal Cave Adventure, the Atari 2600's
Adventure added action and puzzle elements
that included multi-colored keys and three
dragons with different Al characteristics. In
1986, the action-adventure genre would get a
major overhaul with the release of Nintendo's
The Legend of Zelda.

TOP-O 00000

First Graphic Adventure Game

Developed by husband and wife duo Ken and
Roberta Williams, Mystery House was the

first adventure game to feature monochro-
matic graphics to accompany its text-based
gameplay. The game was an instant hit for their
newly found company, On-Line Systems. A few
years later the couple renamed their company
Sierra On-Line and began working on their next
graphic adventure game, 1984's King's Quest.

First 2D Fighting Game

Although it was predated by two boxing arcade
games created by Sony (Heavyweight Champ
in 1976 and Champion Boxing in 1983), Karate
Champ provided the foundation for 2D fighting
genre. The game didn't feature health bars, but
its round-based matches paved the way for
more complex series like Yie Ar Kung-Fu (1985)
and Street Fighter (1987).

First 2D Platformer

Although some gamers consider 1980°s
Space Panic to be the original platformer,
Donkey Kong was the first game to feature

a jump button, an integral component to the
genre. Donkey Kong spawned two characters
that would become long-term innovators of
the platformer genre: The titular ape, and
Jumpman, who was renamed Mario in the
1982 sequel, Donkey Kong Junior.

First Life Sim

Fifteen years before The Sims took the video
game industry by storm, Activision released

a quirky sim called Little Computer People,
which tasked the player with serving as land-
lord to a character living inside of a three-story
home. Although interaction with your character
was severely limited, Little Computer People
captured the addictive nature of snooping on
the daily routine of a virtual human,



which games invented these common classifica-

genres we know and love. by Jeff Marchiafava
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First Stealth Game

Although the Wolfenstein series is best known
for the FPS titles created by id Software, the
franchise started as a top down 2D stealth
game developed for the Apple Il. Muse Software
incorporated a number of stealth-based
gameplay mechanics into Castle Wolfenstein,

all of which have become synonymous with the
genre. Sneaking past guards, donning disguises,
picking locks, and searching fallen enemies for
items were all present in this 1881 classic.

S [0 % y
First Hack and Slash Game

The term “hack and slash"” criginated with
pen and paper RPGs, but was easily adapted
to fast-paced, melee-based action games,
Some point to 1985's Gauntlet as the origina-
tor of the genre, and although its fantasy set-
ting and class system undoubtedly influenced
games like Golden Axe, its projectile-based
combat disqualifies it in our eyes. Over the
past decade, the hack and slash genre has
been redefined by games like Diablo, God of
War, and Bayonetta,

First Survival Horror Game

It may be a far cry from survival horror staples
like Resident Evil and Silent Hill, but the Atari
2600's Haunted House contained many of the
same elements. In addition to primitive inven-
tory management and puzzle solving, Haunted
House featured an innovative lighting mechanic
that required the player to use matches to illu-
minate nearby objects while avoiding a cast of
ghoulish enemies.

ET LT

First First-Person Shooter

Video games have been using a first-person
perspective since the 1970s, but it wasn't
until Catacomb 3-D that we saw the elements
that would come to define the FPS genre.
Unsurprisingly, this little-known FPS came
from id Software, and would serve as the
foundation for the following year's release —
Walfenstein 30.

Known simply as Kung-Fu in America, this
early brawler was based on the Jackie Chan
action film Wheels on Meals. Kung-Fu Master's
side-scrolling beat 'em up action inspired more
popular successors like Double Dragon, Final
Fight, and Streets of Rage.

First Graphical MMORPG

Years before MMORPGs were labeled as such,
ADL partnered with Stormfront Studios to
releagse Neverwinter Nights, a game that fit the
future definition. Neverwinter Nights' initial
capacity was 50 players per server, which
expanded to 500 by 1995, The game was expen-
sive to play, as AOL was still charging gamers by
the hour for internet usage. However, there was
no shortage of users willing to pay: Over 100,000
players had created accounts by the time AOL
shut off the servers in 1997,

classic 99
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