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How Motivated Are You 
To Move and Kinect? 

I haw discussed belore how I thought ~ odd that 
PlayStation Mo\/9 and Microsoft's Kinect seem 
to be trfr,g to recreate the magiC that N'ntendo 

has already captu-ed on the Woi, but sinoe retu~ 
from E3 and seeing the two systems in action,~ 
brings up a Sielv of,_ questions, espeolally now 
that the peripherals mally have price points and 
pack-ins. 

I do believe each device offers up ~sown evotu• 
tion of the Nintendo Wi formuta. whether it's the 
more precise control of the PlayStation Mo\/9 or the 
controtler•l8$S adventures of the Klnect, but two 
Classic ctichoo come 10 mnd and equally apply: 
·too little, too late· and ·tt ~·snot broke don't fix tt. • 
Both are in reference to Nintendo's vioe gip control 
on motion-based games, be it party, dance, Sl)Ol1S. 
or otherwise. 

These hvo systems are most def.nitely ear1y il 
thee" l~e spans (MOve hits tl'is September and 
Kinect in November), but I thii< that's all the more 
reason that these respective platforms r-i to 
Show consumers not only why they are different 
and better, but how they CM offer new gameptay 
expeoonces - not just better bels and whistles. 

'Mllch Is al the more reaoon I am stll C()l11ple1ely 
stumped by Sony's choice to pack in Sports 
Champions. I can't be the only person to realize 
N'ntendo has been pad<lng in Wii Sports since 
2006. right? I get the sense Sony is more or 18$5 
putting Move out there and offering as many soft­
wa,e choioes as possible, be it casual or hardcore. 
and hOping that gamers pick up the pieces and that 
the pack-in game Isn't the motivator. But ei1her way 
~ feels uninqlalive, and I thn< that's <nfortunate. 

In Microsoft's case, I was floored to c:f;srover 
that they ChOSe Kinect Ad\lenttxes as the pack-in 
when tt has perhaps the best motion-based casual 
game around in MTV GamesA-la,monlx's Dance 
Central. It ,VO\.ld have shown that Microsoft~ can't 
believe I'm saying this) is hip and dfferent, and 
not predicable and boring. but instead it opted 
to d'o0058-you guess8d ij- the p,~ and 
boring pack-in game that -Ike a Woi-WlWVlllbe. 
Shocker, I know. 

For both platforms there Is plerlty ol software that 
looks ex~ing, inctJdng the games I knocked for 
bang inctuded with the~. but I think for 
these systems to truy be suocesstu they r-i 10 
break new grOtnd and not tread on the trail 
blazed by the Nintendo Woi. 
a-
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we • Art 
Regaro,,g yoor list of video games that can be 
oonsioered art in)<)Ur .Mt 2010 issue: While 1 
enthusiast;catv ag,ee with most of 1he games 
on your iSt. I feel you might have left out a 
game that has moved many gamers (well. or at 
least ml'S<)I~ 10 tears: Mother 3. The stocy. the 
Charocte,s, the whole world of the game was 
catelvlly created with much attention to detail. 
and it really Shol-s. The stocy is touehing and 
tell$ a •"'Y strong message: that is Whal I think 
art is supposed to do. It's the first video game to 
make me cry. 

Vincent Chang 
Simi Valley, CA 

I wanted to write to express my appceciatJon for 
your recent article. 'The Gfeat Debate.· Fims 
and photography were once derided as less 
than fine art 100. 001 you can no.v find critics and 
students alike Studying and extOlling lhe artistic 
virtues of those media. The same wil almost cer• 
lairly happen with video games. and lhe Classic 
games of lhe current and past generations 0l<e 
those mentioned in your article} wt be in text• 
books written and read by the next generation of 
artists '"'° gamers. 

Sarah Sinclair 
Santa Barbara, CA 

In my art SChool 1ve had a very smpie definition 
of What art is: If l'OU haYe to ask nit is art. then it 
is art. There. everyone can relax. 11 Duchamp and 
his Fountain piece, 0< any other Dada artist f0< 
that matter, can be COOSide'8d art. why on ear1h 
WOOl<f a video game no1 be? 

Doug Andrews 
Manchester, CT 

T.s month in Feedback 

we discuss timed exclusives for 

DLC, examine the merits of playing 

on easy mode, mourn a lost title 

from Lionhead, and listen to a rant 

about how biased and unprofes­

sional we are. 

We don't need to say much here, because 
A) we'd just be preaching to the choir, and 
B) gamers are probably getting a little sick 
of this topic by now. Still, we love that so 
many of you took the time to write in and 
articulate your passion and enthusiasm for 
video games as a form of entertainment, a 
hobby, and an art form. Good job! 

Perteet Timing 
t I\Jtly undersland the whole wsiness side ot the 
equation When it comes to console exciusiYe 
games like Metal Gear Solid O< Halo - console 
manufacturers want good games you can only 
i:18.y on the< system. But why do oornpanies 
make deals f0< timed DLC exdusives? The other 
consote's users gain aocess to the content tater 
on - ate they really going 10 sell that many more 
games because of a IJ<iet head Start on OLC1 It 
seems like game pu,tishers are doing more haml 
than good by a1;enating a section ot Potential 
customers. 

GregL. 
Eden Prairie, MN 

The weeks immediatety following a game's 
release are typically when it sells the most 
copies. Exclusive DLC near the launch 
window allows console manufacturers to 
capitalize on those ear1y sales In an attempt 
to ~ome the definitive platform for a high• 
profile game. For instance, Modem Warfare 
21s Stimulus Package maps were available 
a month earlier on Xbox 360 than PS3 and 
PC. Eventually, everyone gets the same 
content, so no one is alienated. But if you 
have the option, why make yourself wait? 
With Modem Warlare 2, the timed exclusive 

strat&gy definitely worked in Microsoft's 
favor; ear1y sales numbers showed that the 
game soki twice as much on Xbox 360 than 
the other platfonns. 



Destination Download 
Today I bovght the OnsJaogllt mode fo, 
Battlelield: Bad Company 2. 1 then realized that 
downloadable cootent is rarely reviewed by the 
~ lnfonner staff. This f)<lfl)lexed me. Why 
nol review OLC? I vnde<SlMd that OLC is used 
to Eri>anCe the~ and keep that dsc n the 
tray IOnger. but is it really worth ii? 

We've been reviewing downloadable games 
for a while now, and they continue to rise in 
quality and prominence. In fact, with Lara 
Croft and the Guardian of Light, this issue 
marks the third consecutive month that a 
downloadab~ game has won Game of the 
Month honors (Joe Danger and Limbo won 
in issues 207 and 208, respectively}. While 
full downloadable games are getting more 
reviews, add-on content like maps and 
modes are difficult to score because they 
onty enhance an existing game - they aren't 
complete experiences.. That doesn't mean 
we're hanging you out to dryi we've been 
playing the add•ons and giving our teeom• 
mendations online, including Bad Company 
2's Onslaught mode. All you need to do is 
head to gameinfonner.com/impulse for the 
late$t new$ and impre$Sions from the world 
of downloadable content 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

Lut Month's Question: 
ff you cat! pick cne game to 
make the case fer games as an 
M lerm, ""3t \',()Uid you pie!<? 

Top3 
1.l'utal 
2. Shm'fathe C<:Aossus 
lOl<alri 

Short Annren to 
Rellden' ~ 
~ -= 
Can you tell me v.lien Ki¢J11 
Hearts 3 comes Ml 
No. 

Make I.I) ya, rm!! Do you like 
Oall(rap.orlsheadcrl<'? 
Yes. 

l'niiel'I $ better l,oagies er 
hotdo<,s? 
Hoagies. 

lloatCo 
llllllaJat °'~'~. -,~~7'\_.~ • 
I 

fll ossue 207. a respor,se in 
Feedbacl< stated lllat the -r~ 
tO Console Games That Get 
Corl tent CreatJOC> Right" was on 
page39 Tile leaturewason 
page 22. We aj)OIQgize lor the 
em:,, aro lor any extra wear• 
M<l•tear your lrr,ge,s sustair>!d 
by turnirg a lew eo<tra pages. 

(Left) Activisioo's Drew 
Meyer. Lindsay Morio, and 
Phrl Greenspan watdl on as 
Miller ancl/V1'/ shred it I.I) 
on Qi.tar tero: \Yarriorsof 
Rock (Right) Cornie book 
legend Adam~ takes a 
naponMeagan·s-

GISPY 
c:rtn.C\OOl',0,(188 
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(Far Left) A prenygirl at 
Coolic-Con?Yal•.nA prenygil1 
""""'1g OQ'mal dollles? •faints 
cleoo away- (The git in Question 
iS catY,ca sw !>le$$andra Torre• 
matlheMaivelvs. Gajl00ffl 3 

parlY) (Left) Ubisolt's Corey~ 
am Jade Aaym)nd celebrate lhe 

goorl life (Righi) 5eth Rogan 
flUIS his Weeler glasses on a, 

lhe Matvei I'S. C3P(X)m 3 party 
at Coolic·COn (Far Right I Big 

Soi Iran Oull<asl tears ij up a, 
lhe Marvel VS. Caixom party. H$ 

new ab.m rules: go get" 
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Long Uve Easy Mode 
1,ea11y awreciated Russ Frushlick's oi:,inion 
article "C8sual Encoonters· in iSSue 207. lam a 
longtime hatdcae game,-. but in mt lal8 twen· 
ties with a full time job. ~ is hard to rm as many 
hOurs to play games as I uSed to. RecenUy I have 
started to play some g,YllBS on the easy set-
ting bec.luse I j,Jst want to experienoo the game 
mechanies an<f enjoy the 'lisuals more tr.an I 
want 10 be challel"Qed. As a general rue. 1 c1on·1 
like to oo cu'rQ the first half of the game. Some 
may think lhal this is IMle, bul playi'Q 81 8 lower 
difficulty l<Mll enables me 10 be able to experi­
aoce more 9'YTl8S fl less time . 

E""'Y so often an article comes~ that 
oomands contemplation and leads to a revela• 
lion thal fosters experimenlalion resulting in 
jubilation. I Ml referring lo Russ Frushlick's 
piece "Casual Encounters.· I had been play• 
ing Bayonetla and gol li,00 ol having mt ass 
hMded lo me on a regular basis. so lgrudgrvy 
sw'rtched to easy mode and had the lime of mt 
life. Pemaps in this age ol trophies and achiel,e­
ments, we gamers have become too focuSed on 
earning awards fl ou firsl playlhrough - forget· 
ling hOlv 10 just have a good lime and appreci• 
ate games for 1vhal 111ey are. 
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A Triple-A 

Tag 
Team 

Capcom and Namco team up for the 

biggest fighting crossover ever 
r; .3ycl<6rt 

W 
hen the first Tekken was near release on 

the PlayStation, print ads for the game 

featured the slogan "That burning in your 

chest is from your broken ribs ... not some 

fireball." Over a decade later, that statement no longer hOlds 

true for the combatants in the King of the Iron Fist tournament 

Officially announced at Comic-Con, the rosters from two fight­

ing juggernauts are joining forces for two ambitious crossover 

titles - Street Fighter X Tekken and Tekken X Street Fighter. 

Rumors initially swirled about the possibility of a Capcom vs. 

Namco title, with many believing we'd see the likes of Mega 

Man and the Soul Calibur crew making appearances. However, 

the final product is much more tightty focused, exclusively fea­

turing Characters from each company's flagship fighter. 

With each game featuring a distinct gameplay style, it only 

makes sense for this mash-up to be two separate games. Street 

Fighter X Tekken will take place within the former's universe, 

with its trademark 20 plane and ink-based art style. Tekken X 

Street Fighter will instead utilize Namco's 30 plane, making us 

curious as to how Capcom's trademart< button inputs will work. 

Tekken (and Soul Calibur) has always featured a style that was 

difficult to master, but could still be enjoyed by button mashers. 

With SF's more intricate special move system, it'll be interesting 

to see H the controls are modified to fit more smoothly in the 

Tekken universe. 

) 

,.., 
•• 
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Who's in 
so far 

As of this writing, only four characters have been revealed - Kazuya Mishima 
and Nina Williams representing Tekken, and Ryu and Chun-Li representing 
Street Fighter. Gameplay details are scarce, but a demo shOwn at Comic-
Con clearly showed off a tag battle mode in Street Fighter X Tekken. In what 
appeared to be a team Ultra Combo, Nina subdued Ryu while her partner 
Kazuya came charging in with a devastating spinning uppercut 



This Capcom/Namco tag team is just one of the several recent announce­
ments that have fighting fans buzzing. A new Mortal Kombat impressed 
almost everyone that saw it at E3, and Marvel vs. Capcom 3 is looking stellar 
from what we've seen so far. The recent resurgence of the fighting genre can 
perhaps be credited to Capcom's stellar Street Fighter IV, and it lookS like the 
company plans to keep the ball rolling in the near future thanks to this part­
nership with Namco. Street Fighter X Tekken is expected to release sometime 
after MvC 3 hits next spring. 

An exciting future 
for fighting fans 

\ 
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Activision's multiplayer behemoth Call ot Duty: Modern Warfare 2 was a smash 
hit right out of the gate, selling nearly five million copies at launch. This lranslates 
to five million users jumping into multiplayer lobbies on day one roping to quiekly 
find a match and start getting their money's worth. Unfortunately tor these early 
adopters, multipiayer sessions in Modem Warfare 2 went from a good time to 
a glttell test in a few soort weekS. First the<e was the javelin glttell. Then came 
the overpowered akimbo shOtgun, care package knife deathS, wall and elevator 
glttches, unintended infinite ammo, and several more problems that plagued the 
othe,wise impressive game. 

While tt·s tough to predict what will happen when a multiplayer tttle goes live, 
many of these bugs can be minimized, if not eliminated ahead of time. through 

n prOj)er testing procedures - a process Modern Warfare 2 surprisingly did without. 
~ With the inCfeasing prevalence of open betas, gamers can play an active role in 
?i polishing the final product to avoid disappointment at launch. 
::: 

Every step walked, shot tired, vehicle destroyed, power up chosen, and path 
taken during beta phases is lracked by developers to test for glitches and address 
balancing. Even if you refuse to participate in forums or lack the motivation to 
submit a 5,000-word essay expressing your concerns, your behaviors alone pro• 
vide the data needed to make necessary tweaks. An open beta is not a teature­
rieh demo with a few blemishes; ifs an invitation to help create a better game. 

"I'll say tt up front: tt this is a demo of our game, this is the worst demo ever," 
says Blizzard design director Dustin Browder in regards to the StarCraft II beta. 
"Ifs not really meant to be a demo. trs really meant tor us to test our servers, test 
software stability, and of course, test the balance and gameplay experience.·· This 
isn·t just true tor StarOaft II, but tor multiplayer titles an across the board that go 
through the beta process. 

» HEATMAP 
A heat map from MAG"s Absheron 
Refinery dwing one 25&-pJayer 
Oominanon round. Heat map 
images Sho'N the movement or 
players and \-ook:lt::s, Areas shOwn 
tn yellow and green a.re 1he most 
llg:'hlfy ltaveled. areas in fed are the 
hc3viesl lraffickccl on m3Pf 



Beta by the Numbers 
HALO: REACH 

16 HwrSt,gged 
million by beta 

testers 

1.4 Nurooer of 
million screen!h:Cs 

androeos 
uploooed 

1.3 Mtountof 
tmbytu uplooo data 

forsaicf 
screenmocs 
andooeos 

I.I Nurooer of 

billion kls<lff9 
l)(Jiilcbeta 

198 The most 
hours li'reSl)elll 

bya~e 
play,, in the 
beta 

12 ~mate 
hotnaday 
said~ 
S!)enlpla~ng 
lhegame 

142.6$7.966 Numlle<Of 
klswith 
magtlJlll 

127.822.409 Nurooer Of 
klsv.ilh 
()/\fl 

49.341.380 Nurooer of 
klsv.ith 
Needle Rifle 

8.927.112 Numbef of 
klswilhlhe 
Flag 

360.245 Total fon.m 
posts created 
In the Halo: 
Reacltbela 
fon.mon 
~net 

MOONATION 
RACEAS 

122.000 Totalnun'ller 
of pfa),>s 

18.000 Total nun'ller 
Of creations 

226.000 Total nun'ller 
Of games 
played 

128,000.000 Totalnun'ller 
of Uansac• 
lions 
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Preparing for the onsla.Jg,t 
AecO<ding to MAG producer Alan van Sl)i<e, 
th«e are two essential elements n prepating for 
a beta release. On lhe ~t side. coc:fel's 
mUSI make sore the game is stable enough for 
proper public testing. Then there is the tecmical 
P<OC8SS, 1Yllich must ensue the beta is ready for 
clolV1110a(f, !he patcHng is functional. the servE<S 
are available. and escalation prooecbes are in 
place in case ol a major crash. 

To p(epar8 for the onslwghl ol everyday 
g'"'1ers when the bela QpenS. multiplayer lilies 
undergo intemal lesting during ~ phases 
where <l8Veloper's bring in teams fTOm 01her 
cfepartmenls to play lhe games and provide 
-ck. r. lhe case of Halo: Reach, Microooft 
and Bungle employees lested lhe game lhr'O<Jgh 
internal alpha and beta phases to check for 
major balance issues and adctess server slallil'ly 
prior 10 releasing a build 10 lhe pubic. 

"The prepa,ations beQM monthS in acvance: 
explai>s Bungie's cornrrunity cf rector 8<ial 
Jarratd. "As much as ttis is a 1Y011<•in•progress 
snapshot of lhe game, we ~e we're put· 
ling this game out there and i's going tobe Cti· 
tiqued. People, to some degree. can be lorgving 
in ackrol~ il's a bela, but !hey also have 
expectations and lhey're gong to voice opirions 
about the game based on the< expooence. • 

8lefl wi1h lhe a,nou,t of testing prior to their 
release. publc belaS are fer ~om perlect. 11 

you've been part of a beta test before. you've 
P<obabi\' seen yoor fair Share of glldles and 
se<vercrashes. 

·Releasing a bel8 is like another releaSe of 
the game except our standards are a title bit 
iOl'l<lr, • 81iuerd's Browder says, -We will know­
ir1gly go nto a beta with lhi"QS that are a 14tle 
bit broken. bu1 not much. $Iii , we want to hold 
OU' standafds P<etty ligtl becaose il's this IJial 
run that helps us get lhe real release correct,· 
Howeve,, lhese precautiona,y measores aren't 
always buflelP<OOf. 

The stress test 
By Si~ µnping into a rout~ beta. 
you've inStanily becon'le part of the stress lest· 
ing thal can oontnbute 10 a smooth, crash-~ 
launch vmen the game releases al retail. If a 
game beeomeS 8 hil. lhe servers need lo be 
atlle to handle ml ions of gamers jumping inlo 
the .-.AliplayEr IObbies at once. The only w"'f 
to 1es1 ij you·re up 10 snuff iS to SIJbjeCI yoor 
system to a real•world deluge of players. 

.,.here is no other way of wo,king out hOw 
your game is going 10 rea<:I when millons of 
users are making cle<:isions you can't quite 
anticipate." o=es Ged Talbol. lead designe< 
for Blur. "The large, the group of people. the 
more chance, you·• find problems wherever 
they may f,e." 

When the HalO: Reach beta OP8rled 10 the 

)> KILLMAP 
MAG's killmaP i~ snow the localJOnS of Pb)'ti:s 
when l<llled and location of the killer as noted by a 
connecting lint. Red dols rep<e,em dead pl3Yers. 
blue dots ,cpresent killers. These iffil98S identify 
spawn cam.p&ng issues and deadlines or oettaJn 
chOli:el)Oint1. ob)eal,,e eteais.. bunkers. eie. nus 
could also sug(f8SI. sightline pcoblems on~ 

public last May, Bungle expected several ml• 
lion users. The learn worked 10 prepare server 
Clusters for this ll()lwle using the infras1ruc1ure 
already estabflShed wtth Halo 3. Despite ptepa· 
ralions, lhe servers were unable to handle lhe 
jump from zero to ooe mil',on users in a Sh0<1 
periO(l Of lime, which cauSed lhe beUl to craSh, 

"Thal was exactly lhe kind ol tesl we coold 
only accornpliSh in a real beta of this scale: Do 
as mueh as we can to emulate \vhat would 
happen <bing a real relai release and gel a 
huge number of dala and simultaneous connec• 
lions !hat reaiy Slress SI the servers.· Janar<J 
exptans. Bungle figured out the snafu and gol 
lhe Reach beta UP and n,ming again fai1y 
quickly, eventually reaching 2. 7 m1',on unic,,,e 
bela players in i,JS1 Over two weeks. 

For MAG. the firsl•person shooter centered 
on 256-ptayEr onlne ballles. SlfesS testing was 
invaluable 10 the bela process, During lhe aJplla 
phase. the 1eam at Zipper Interactive bul l a 
system that sirr<Jaled real players IO ensore 
server Slabiity, and oonlirmecl enou,11 Al bots 
were able lo tog in 10 reach lhe cJesired Size and 
scale at the beta's la<llch. Hov_., van Sl)1<e 
says lhis is merely an engi.-lng SOUion. 

'We can't l)(edicl hOw players are going to 
play,· he remarl<s. "Thal's where the apen beta 
oornes into play." 



You're being watered 
Oumg online belas. servers COiiect tons 
of info,matioo f0< each unjque use,. This 
intel helps CleveioPe<s assess and address 
gameplay imbalanceS. 

·trs not so much li<e Uncle Sam watcnng 
eve,ything you Clo," says Kyle Zundel, P<OOJCer 
on MOdNation Racers. ·Irs more ObServing 
001l)UI from 8fl'O<S. and a lot of lhese err0<s can 
O<fy be caused under real·WOrld conditions ,,,;11> 
l',undreclS of people doing c:iff<lrenl things 81 lhe 
same lime." 

Ounng lhe heavy 1raffic periods, developers 
watCh a ,vicle range of player behaviors to delect 
balance issues. In the case of sheolers. the 
weapons Chosen. number of sho4s f:red. and 
kils per weapon are often lraeke<l lo Cl>eclc fOr 
~ in weapon pc,wer. If one weapon 

rises as the predomnanl choice for mos! users 
and is l)(Oducing an overwhelrriflg number of 
kils. !his suggests 11>81 the weapon may be owr­
powered and might req.,ire tweaking. 

In ,acing t~les. dev teams track player loca· 
lions and ca, palhing 10 proo.,:e COffis;On maps 
thal Shc:>,v where players crash most often. A 
Clump ol re<l dala peinls in a given section on a 
map may be indicative ol a flaw in !rack aes;gn. 

In compelitive rruttiplayer titles across the 
board. developers also track Iota! malChes 
playe<l. win-loss percentages. and lhe per­
formance of matChmal<ing syslems. tn1erne1 
oonneclion lypeS are examined lo oonftm lhe 
sysIems are pan,g sinlar oonneelions together 
10< an optmaJ experience. Bungie even trackS 
how often players use in-game muting lo ~ 
use,s find Ike-minded IeammaIes. 

All tOld. developers COlleCt terat:>ytes of data 

» COLLISION CATA 
The&e coWsion images resxesent whefe player 
vehleles h.11 other otiteas In 81ut. 'Tb!s ks used b'f 
designtrs to find OUI if more tum markers or tight$ 
need to be added 

lo proo.,:e stals. g.-aphs, and heat maps. With 
SUCh a high - of data llow119 10 the serv­
ers. each Cleveloper haS ~ own ,nque way of 
fuTieGng the data to the aes;gn teams. Some 
developers build sen,e,s thal plaoe all the ga1h• 
ere<l n fonnation into a dalooase lhat desiglerS 
can seatCh fOr specific scenarios. If a designer 
needs a heat map fOr a specific location where 
players cf,e 1he most, they're O<t-f a query away 
~= receiving one. Data is constantly COllecle<l 
10 provide up-to-date reports that can be used 
by teams 10 fuel the baseline ~ssion on 
which oogs need to be addressed. This data is 
futher complemented by direct user feedback. 

Yo..r voice matters 
Ouning rruttiplayer belas. development 1eams 
alSO scan torums and message boards for 
user feedback on perceived bugs and◊­
gameplay grievances. Communlly OOOfdnatO<S 
<Xlmb through and aggrogate lhe inlonnation to 
ensu-e 1hese suggeslions go through the proper 
channels and reaCh the right people. 

"(The beta processJ is really the fitst time we 
can gel a heartbeal on ou potential consuner 
base.· explains Ramone Russell, communfy 
manager for ModNation Racers. ·Consumers 
play lhe game differenlly than we dO. tt's invalu· 

- from a developer's standpoint because 
!hat's the O<t-f way we can get Ions of raw data 
and make ChMgeS based on the lhings our beta 
leste,s find." 

When WO<king on ModNation Racers. Russel 
IOOk each user's bug repo,1 and <XllabCfated 
with the qualfy assuance team to check the 
game logs and see ~ the oomplaints were valid. 
Bungie dOes the same wAh Halo. tt users are 

causing a ruckus in the fOrum about headshots 
not regisle,ing. 8ungie ,Y0<1<$ ,v11n quality assu• 
ance to oonrnn 11>a1 these user Claims are 
more than jusl 00<0plaints flied about intentional 
desigll decisions. 

"There's ions of little lhings B<e that that 
started out as anecdotal feedbacl<. and we 
were like, "let's just give them a few days to get 
used to ft.' After-. was more noise about 
A and~ became more consistent we woud 
eventually discover there's actually a real issue." 
Jarrard explains. 

"Al u,e end ol the d8Y it's [lhe playe,s·1 
game.· Russell says. "This is a time where 
your 'IOice can be heard and changes that we 
mal<e CM be based on the feedback lhal you 
giYe us.· 

07ange you can believe in 
Changes made 10 a game duing a bela are 
prima,ity based on your fee<l:>ack and behaviors. 
so next time you have access to a beta key. 
get Choserl 001 of a pool of polential tesle,s. or 
unlock a beta with another game you already 
own, you can dO you part to help make a belier 
gameplay expe<ience. 

"We want to know what you think about the 
game. We want to know the good. the bad. 
and the ugly. Most importantly we want to know 
what you cb>'t Eke. whal bugs you found so we 
CM make thOse changes. and make lhe pr= 
better .• Russell says. 

"Everybody wants a belle, game. When we 
M ~ belas properly and are able to gather the 
conect inf0<mation and make thOse changes 
that improve the product. 8V8f'/body wins.· ♦ 

» (TCP) WALLR.ICING 
Uaer data lrom ., $h0'.-."()d 
thal players were debberatety 
walltidirtg 10 get a:wnd comers. 
The design team fixed this by 
slgnlflcant!y siowtng doWn car 
spee6 upon w,.ll itnl)kt 

»(BOTTOM) 
KOENIGGSEGG 
nus vehicle from Bltt was way 
taster lhan Other vehldes ln the 
beta and thus won a COtlSldtta.Wo 
amount of races. It has been 
slOwed IOt the final game 
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Yoshi 
Mario's famous '"°"'t ls a 
i,een dinOwltl a saddle on 
lis bacl< al'<l boolies oo his 
feet. If lhat's noc er<iugh, 
YOSl'l'Shall<lSOmemugllOldS 
a coupe de grace of gmtu• 
•ous cr.,rm - a tongue he 
uses to Slurp UI> e,,erytlW'Q 
from l<Olieal fiu~ tOC1)1119 
babies. His infectious wn· 
!WldSanclbutt·Sl~ate 
enough to mal<e us """1ocl< 
the fact ttrat he ll.l1s lis 
'-"0001 )'OOflg at foes. 

Servbots 

Kirby 
For something that devours and leeches power from its foes. 
Kirby 1s unbelievably adorable. His stumpy appendages and 
puffed -out cheeks kept him in our hearts for years. If you 
think that Pikachu deserves to be number one. remember 
that in Super Smash Bros Kirby can don the Pokemon's 
trademark ears. brewing up a perfect storm of cuteness. The 
real nail m the coffin. though. is his recent arts-and-crafts 
makeover in Kuby' s Epic Yarn 

Nintendogs 

Moogles 
OlOCllllOSmaylOOl<like<:00· 
dly. o,e,gr°"" baby chicks, 
but Woogles arc, their 'N'#t,y 
porn-porns ~eal the win. tt 
you're really 100> ll)abOut 
it, j!SI pooler the Cl1ocooO 
Knights from the Tactics 
series - MoogJes ()'essecl 
in chocobo•themed atmo< 
1"10 ride the large, feathered 
lle3Sls.11's ~ to fil'<l an 
uglyMoogle.excei,(thal 
lhrlg that ca;, Sith rode. Thal 
lhr1g was stupi(J IQ,llOc 

A Boy and His Blob 

Pikachu 
cartoons fJeshed oo1 the c(ot­
te<'s cudcjy-yet-courageous 
pessonaJ ly, but games 
lrke~YellOWal'<l 
~ Snap pushed the 
intorccatilYJ elec~~ rat into 
the Sl)Oljoglll. It's challeng,ng 
enough to clecide whelller 
,rs Ille rosy Chee!<s a his 
"31),lity to $3// anylhr1g but 
hiS name tllat make Mi 
so rreslstible, bJI il's even 
hao'der l'Alen you're busy ()'y 
heaW'Q froo, M OWfdOSe 

of-. 

Sackboy 
Ord Medra Mc:lewieCMlraCI 
~ the dew when deSigning 
Sad<boY? Because lllis guy 
is l'1holy cute. Fi~ "willl 
LrttleBigPlaflet's hand-sewn 
aest11errc. Saci<lX>/ looks fi1<e 
somelhing your granona 
krilted ra you as a Clllfd 
we have a reefing if you 
J)Ulled the ~ppes on l!lis 1rn1e 
guy'sSIOmaCh. you·d get an 
Alf< ol the co..enant-Slyle 
sal'<lblasling of ~ to 
thef~. 

Rabbids 
lloooPllnmlledb'/a 
plunger ''°"" usually Uf)OOl 
us, .._ if it were a rascally 
Ra!Wwe'dprobablybe 
too busy swoonng to care. 
Fa bug·eyed creatures 
wil!l diSll'OPOrtiOOateiY huge 
moultlS arc, str~ 
problems, these misehiela.<S 
bunnies sure are squeeiable. 
we WOl.ld errb'~ them 
out of k>le. but 1•.e·,e fear1uf 
the hug mighl slip Into 
an acciden131ChOl<elloi(J 

Tails 
These medlani2ed, tlock·headed sesvants maybe 
tasked v.llh COOl<i'g. cleaning, al'<l fighlirg Mega 
MM,.._ lhey're beSI at mal<,ng us coo lrl<e illiots, 
The mere facl lhat tiler visage mal'.!s the i,01esque 
2!Xlll>es of Dead Risi,g lool< l'<Jggabfe is teslament 
to the Setvbots' IOYal)i,ty. 

Befae Nin:endoQS. most hardcae gamers l'l0tJ(f 
ha,e scoffed at the idea of beoomMlg attached 10 a 
Yiro.ial dOQ Then these cuddJesome eatnS eatne 
along Md melted the ctid, cynical heatlS of nay­
sayers. If you ever catct> someone sa//ing ·gooc1 
00( to a OS in p0bhc, you know you·,e fould a 
fellow gamer. Or a crazy person. 

How moor gatnes have a hug truttoo? While bolh 
the Boy ano his Blot> ate oodeniatrty aoorable, 

Tais gaye the alreacly endeaing Seri: a M n.n for 
his money. His ruffled har ano imocen, naiwl nature 
made hin wa-m toew, but ~ was lis sii,tature tails 
ttrat made thei' arteries melt. &le, a flying, Mo· 
tailed fore is haRly n a l:latlorming ~- but Tal s' 
M 1,altl iS found 1·.toen he peters out and flOats to 
the g,oul'<l hutting Md pu1fing Idle a tred pl.I). 
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the mo,ph,ng, jelty bean·ea11!g Blobonian S1al'<lS 
apart with his ability to transfCfm into a SQUOOZaNe 
version of a ladder, uampoflne, or spaceslip. No 
lntergalacllC creature w.tn a diel based SOieiy on 
cand'/ crud J)OSSibly be disgustir'Q. 
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fans al the frMChise can get a head start on dzzy. Am I wroog to thirl< that this game sot6lds "The best 
Dead Space 2 by Checking out Dead Space amazing? 
Ignition. the prequel set in the hO<.s lea<I· The beSt O·Games title to date is getting a 
ing l4' to the begming ol the new game. This sequel on Pla)Station Netwoo<. PixelJunk 
l.OJ$U81va-ialionontheserieslramewo11<issel Shooter 2 l)'.ci<sl4)Wherethelastgameleft Q-Games 
uP as an inte<ac!M! comic with branehing sto,y all. with the int<epid subte<r~ rescue ShiP 
paths accompanied by several computer hack· swallowed by a massive beast al the core of 
ing min\ijames. Whie 1l1is gameplay conc:<lPI the strange planet. The new game takes place 
doesn't blow me away,~ may stll be worth within the massive oonftles al the creature·s tiUe to date 
a look. Dead Space comic book writer Mlotry body. where pl&yers must onoe again oontend 
Johnston is "°"'ling the sto,y. so players can with the CO<r4llex dynamics and interplay of 
expect a high•Quality, integrated, <:h0ose·Y0<1'· different liquids. To Cleal with the new 80\llron• 
own-adventure sto,ylne. Each al the game's ment players can rely on a lew new tricks. like is getting a 
fOU' endngs offers unlod<s lor Isaac Oarne n travefng lhrough da<kened areas as wel as what 
Dead Space 2, including an exclusive new suit IOoks Ike some new liquid types. The responsil,e 
PrOduOer Rich Briggs hinted that rans wiU oontrois remain as strong as ever. and the core 
be p1easec1 with tts pr;ce point. tt that gamep1ay 1oop of laking out enemies and sequel on 
doesn't mean free. then tt at least reseting suvivors is thankfully unchanged. 
means darmed Cl>eaP. This sequel also intro<tJces a competi· 

The Castle Crashe<s crealO!S are live orfne multiplayer mode wtth 
hard at woo, on BattleBloek tts own designated Slages and a PlayStation 
Theater. ,\lhich is one of my new virtuaJ oo..cp mode. \vhefe 
most anticipated upcomng a computer·ctiven stip acts 
releases. The Behemoths n concert wtth the player 
third game tells the Slo,y 01 to SOive -s. Pixel..lurl< Network." 
an unusual island popwted Shooter 2 releases this fall. 
by sentient cat creatures. Capoom's Blue Bomber 
For their leline entertainment, is starring in an ul'<JSUal 
players are foroed to engage new XBlA and PSN projeet 
il deadly theater prodJctions, named Mega Man Universe, 
The game features tremendous Serles creator lnalune says the 
Character customiZation. with ~ is rooted in 8-llil Slyle. 
hoocteds of options to help Mega M.an UniTtrso but alows players to become 
mal<e yoc.r cute avatar stand --t-~""'°" one ol any number of classi<: 
ou1. Side-SCl<llng Mafo games inSl)i<ed the Capoom ohatacters. This includes different ver• 
IOU'·pla)'8f oooperative campaign. but the mode sions al Mega Man 0"8r the years and other 
is rooted in the brawling mechlrics al Castle Capoom heroes like Ryu from Street Fighter 
Crashers - albeit wah some added OP!ions for and Arthur from GhOSls ·n Goblins. Sadly, that's 
SC<e\WlQ o,,er yoc.r allies. The competitive mode abOut al there is to know at 1l1is paint. Check 
is more of an arena-style fighter. encouraging the bad< lor more details. 
use ol insane weapons like an eXl)loding discus 
or a giant dodge ball that makeS yoor epponent r.,_,,,.,_.,,,_,. 

dtfl(af'ld~games.i.f5if 

9"""""'""'·-­
le,?Jvres ~-tes on me IJeSI 
lll/e$, t~r~dllteti&leS 
,cucar,about. WwtJ8kly f&tires 
ptotlingg-,,nd-­
A.ISO.tea</(Jf}fftlNfeviewSotLn 
Ootrafldr,,.&oo/.itl>/Jll<)h/Ctl 
p,,ge89, mc,,,;,,a,,,,:Hatmo,ry 
/Jl~on-92.•l>'II""" 
OOf$CIJffJ ~ d Hyd10 
Thundet/uricane.Blld<fglrJ ,_ 
~.an4Af0nl1IYll/gf>lea­
on,,.ge96. 
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Singularity 
Though it launched under the radar, Game Informer's F'ebruary 2009 cover story game 
Singularity delivered on its promise of riveting time-bending gameplay. Raven Software's senior 
producer Jell Poflenbarger and writer Bob Love talk about the development difficulties associated 
with lime travel, the similarities to BioShock. and the support provided by Activision. 

When most deveJopGrs inc:Ofl)(>­
rate time manipulation into their 
games, we hear horror stories 
about ttlG powers breaking the 
framework of the game. Were 
there any powers that didn't make 
it into the game for thi$ reason? 
Jeff Pafenba/ge,: There w""' d61i· 
nitely some powers !hat cldn't fit the 
1l1eme of the game. Fa .,..-,,pie. 81 
one 1)()111 the TMO had a~g,,o 
anacheCf 10 n lhal 31:,,,00 \'0-1 IO luse 
items togethel'. Thal dktl't make it 
vety for. Ho.\-. pc,.•,e,s ltlal did 
make< '110 the game_,,..., ~ 
the~- up..,~ the ve,y end. 
0nel)()W8,'.thedeadlOel\,¢8USOdal 
l<ndSol is!>Jes ,n QA [quairy assu• 
MC8]. n-..-emust haWI i-i c,;e, 
100 bugs associaled '"'" !hat pc,. ..... 
Another. the Mli·g,r,ily power. 
ell:,wed )Q,J to Sland on ot,ects. p,ck 
them UI), end $Ort OU1 of thelMI$. 
lotsol headaCheS the(eas wel. Our 
QA. 1eam at Act:MSion was <ilgent .-. 

breal<r1g the game - the pc,.w,s 
we had. I cmge at the idea of ha\Arg 
8dcledmore. 

Even Steven Hawking admitted 
that time travel Is a tricky con• 
cept to wrap your head around. 
Is h difficult crafting a flowing 
story w ith t ime travel as its key 
component? 
8ob L011e: The ..,,. ,,....., story Jer 
St"lgulaity was a lot cl fun «> cteate. 
It gave us a chMce to ttwi<: outside 
the box and tel a story ii M U'lOOfl· 

'""""""'""'· 8\Jt • wasc:iffic:<At beCauSe we had to be ve<y carelul 10 
make sere the gamer knOwS e,ac11y 
when they are. ff they"'"'' be oer• 
tan ~ 's the past. presen1, °' future. 
they a,en't going to be - to mol<e 
headS er tals of ,~rs going on n 
the story. We tried IO be vety ctea, 
abOUI the dale on variely of ways. 
such as the-· unfcrms. the 
ooncition of the locaoons. and mak· 
rig sure reocx:tlni'lg characters were 
898(1 p,Ol)erty. In ll1e end, it JU$1 look 
a k>I of t~in,g. b.lt ti was all worth it. 

Singularity draw$ obvious in$pi• 
ration from BioShock. Were 
there any fears during develop­
ment that it woukl be a common 
critique/complaint that gamers 
woukl have? 
.P: To be hOneS1, no. I thr'lk the Sln'I• 

Brties ate 1hece Md ~ISOOS 
are fa,, bvl no one here stCR)OO 
and said. "Hey.,,.. iS a lot like 
8o:)$h(x:I<: we·,e USK'l9 the same 
eng,,e, haY8 a Iheme rooted.., the 
1950s. and have a featU"EI attached 
to 1he left wnst. In making a game 
ye,_, <lEfritely IOOk at YA>at o<her 
games haY8 Clone ,ve11 (er not). 

Why can't you walk and listen to 
the audio re-cordings? 

JP; nis was ~ M issue cl time. 
It was sane!l'ing we wanted but 
t()l.va-d$theendthereweresofr8"1Y 
Olher IS$U8S that look p,,onty. 11~ not 
iust a mam,, of tt,rc,,w,g <-Pa HUO 
e18mant Md ,:layYlg the tap8S as 
ye,_, wol< """-'1d. We"d haWI to haWI 
the logic n ptace lor l'6flrll off tapes 
when ye,_, ln:l '"'°'""'· s1oi»ng taPO 
audoOr:Lmgoorrtial, e1e.I1 seems 
'™"'· bu1 when you have 15,000 
bugs in the datooase. 1<118 JOOlures 
like !hos,,. t7f the~- I realy 
\~ 1 COIJd Sl!J'/ that 11. was some 
knd cl creative decisicrl. but II was 
not. It was a~ dee&S()n. ltl 
S0l'08tt'li)Q lhcU Yte'd r~ ea,ty" 
thenextgame. 

Throughout the 9ame we s.ee 
various prototype weapons lying 
around Katorga•12. Were these 
concepts that didn't mako the 
gome? 
.P. Mostly they w,.. cr918I oon· 
eepts ltlat changed ,.,;u, ~­
The TMO used 10 be a "S\-.SS army 
type of weapon Illa! you CMied. 
It's featUr'OO a lot n the mc,.,es yo., 
watch ., the gane, 

At the end of the game, was 
the enhanced impulse attack 
your way of saying, 61Thanks for 

stkking around until the end. Oo 
cro.zy''? 
JP: Pretty much. We , • ....,,ed the user 
IO Jeel ~ di.mg lhe tas1 lottle 
bnollhegMl8. 

Many of the puzzte solutions ore 
repeated thr'OU9hout the game, 
such as "ex.pand the box."' Were 
there more puzzle concepts that 
didn't make it into the game? 
JP: There-ea lol of puz2l8 
eoneepts <"'8ted uPOO througiout 
development We wonted the l>JZ,Zles 
10 have 8 set (IC rule$ Iha! the User' 
uncler$100d """1y. Some of the s,uff 
tha1 dlctl't ~ 1t l"ltO the final prod­
~ just dictl'1 make sense to us. 

Of the game's three possible 
outcomes, whjch one would you 
predict most gamers chose the 
fir$l time around? 
JP: I Y<Ould .,_., they shot one 
of the other chOlacters. That's whet 
ldid. 

Was the "tough decision" ending 
in place from the beginning of 
development? And did you origl• 
nalty plan tor the player to have 
the option to bow out of it? 
JP: I assume yoo'"" ~ abOul 
the encr,g ,..._ you haWI 10 lMO 

the Sng.Jtvity and go back in trne? 
It was demrtely one of the endngs 
we plamed from the begming. We 
wanted to haWI mul:l/ill endngs from 
ll1estan. 

Glvon how your time powers 
wort<, would co-op gameplay be 
possibkt in a future inS1allment? 
JP: Co-op P<r-J ,,Quid be a defrile 
"sequels. 

Activision didn't scorn to support 
Singularity $Ince Its announce­
ment. It wasn't at E3, and it 
hasn't received much marketing 
support despite mostly positive 
reviews. Is this frustrating for 
the team after working on h: for 
so long? 
JP: Thi$ is a tousj, questjon. 
n-oere·s ~vays mere ltlat a team 
,YOlA<f hke to dO o, see. So, sure. 
We got the support we needed n 
the term a an extended re1eose 
date. We u!ilized that extra tine 10 
focus on soli:lif)w,g the story and 
adding creature ""'sus soldiers 10 
mult"'3Yef. The..,,. was WOii spen1 
and tha1 was dUe to the support we 
goc. We're ,ea,y proud a 'Nhat we 
acoon,pished here and are excited 
that gome,s are 1,o,.;ng Jun. ♦ 





'Cwo new races and all the content that 131izzard 

can shove into its shauered luorld me the primani 

draws of World of Warcraft"s upcoming third 

expansion. C maclqsm. 'Chcsc eight reasons r or 

lopsed lrecouercd?l Wo\,\7 plol(crs to come back 

to ;\zeroth diue bcqond the obtitous bullet points lo 

the real meat of tohq qou might consider renct0ing 

l(Our subscripcion . 

.H.LTKliOLICS: 
Leud lllithoul poin 

As any old-school player (o, anyone pursung the bMlll Loremaster 11t1e) can 
tell you, pre-Bumng Crusade zone design made for oome t0<q1 t>nes. Even 
with the many mprovemenlS 10 lhe 1.00 zones ove, the last ™" years -
remember when there was no Horde n~th to Ul'Goro? -mal<ing rt to 
O\JtJand at - 58 feels ike tlvowing off the chains of CllJl)r8SSio<l and tast· 
ing freedom fo, the frst lime. We don't know exactly how much of the 1-60 
~"9 path will be brand new. but you can safely assume that il'I inllOive a 

l8SS vault betwe8II continenlS rou- tomes in the same quest d1aln. 

SOHS 
LO Come Buck LO WoW 



This uiQue eYent is ...,.;e,. to explai) wi1h 
llideo (lmch you can see at g.wneinformer.oorn), 
but 1he 30 jousling quests ar8 both an awe­
some calbad<. to the arcade daSSI(; and a dem· 
oostratian of how aeative the ntiNI zones CM 

beat th&rbest. ttsworth hOofng It tosouthem 
Momt Hyjal just to exper;e,,oo this lldlanee. 

Orgrimmor 

Despite being the de facto capital of the 
Horde,~ has been an "ilf, hard-to• 
na,,,gaie mess since day one. New Warct>ef 
GarroohHellscream ;sn't haw,glt. Under his 
lea<lershi'.>, Azerolh's ores have stepped i..,g. 
ging vees and salllng bcnn;es, and started 
t,u;l<ing awesome war machines and COVE!<ing 
<M>rY surface ;,, sight with ;n1midat;ng steel 
and $pikes. 

Undersea as it's meonl co be 

Whe111errt'sag,w,gofMJ11ocsbeaUng you down because 
heighl-based aggro radi are broken or having to alt-tab 
and flame morons on your realm forum to save your sanity 
because sw;mm1ng aO)'\..tlere taJ<es forever, notxxly has 
ever in 1he history of wow e<'joyed a water quest. Against 
al probat,;t;ty, the OflW \/ashj'r zone makes .1 awesome. 
You move at near-mounted speed al lhe Ume, there's 
no breath trner, and the three-d"""'5ional aspect work$ 
petlect!y. This is lhe heroic mtasy lMldelwater adventure 
you've alwfSo/S wanted. 

Who ore qou kidding. qou'rc ub'cudq here 

Don't pn,tend that you're not in a Yaut of Archavoo pk;k· 
up group right «JW after ciear'ng ICecrown on your main 
and p;mary alt easier this week. vou·re going to take a 
week off wor1<. - to 85, gear up in crafted blJes. and hrt 
the foruns CO<ll)lanng about Class belance and b<oken 
rakl bosses as soon as the cataclysm hits. And you're 
going to like ;t, 

€V€R'YOH€: 
Getting tuhile the getting is good 

If you·ve never µnped into the ;n;tiai rush of content 
exploration when a OflW MMO or expansion goes 
1;w,, you sho<Ad. tt'S hard to fault people for burning 
out on 1he badge grind or ach-t chas;ng that 
the-game can clevol\/e ;nto, but the ftst few 
monthS after launch are the best tmes MMOs offer. 
Nobody checks your gear score before le!Ung you 
n to their group. If you're lucky. you might figu'e out 
boss mechanics on your own ra!her than watch;ng 
a~ vkleo ooline. Blue items are excitng agah 
Mobs kl you with abillt;es you've 08\l8t' seen before. 
and ;rs fun - for a whie. at least. There wil be some 
jaded tools ;n trade cnat claiming ;rs at been done 
before, but they're a Uny fracUon ol the population 
and eas,; to Ignore. 



Prepare for 
hydration. 

New Schick Hydro- Shave Gels prepare your 
skin for a smooth shave, and take care of 
it afterwards with hydrating moisturizers. 



Sch,ckllydm.com 

The New Schick Hydro· 3. 



Modl\Tation 
Racers 

Game Informer scours the leaderboards in search of the best of the best to uncover 

the person behind the handle and learn his or her strategies. If you get a pesky 

message over Xbox Live or PlayStation Network, please don't delete it. You could be 

our next featured gamer. interview by Annette Gonzalez 

Accomplishments 
ModNation Racers' C<eation 
Station is the creative h<b 
where huncteds of cle5igoer 
hopefuls asp;re to have their 
work of art featured in the 
game's ModSpot. Amid the 
tql \Kll""8 of track a& 

atO<S, Myles Gordon stands 
out from the pack with 16 
imovative tracks under h',s 

beft. To help aclvertise his 
race courses, which range 

from mou,tain vistas to 
u,t,an cityscapes, Gordon 
posted saeenSh:>!S of his 
\\ork in the ModNatOO 
fCfUITlS and invited other 
commtrity memberS to test 
his crealions in rrutiplayer 
matehes. 

Origin of Skills 
"There was this Old PC 
raoog game C8lle<I Stoots 
(1990) trot had a track 
edijO!' bJtt into it - it was 

really actvancecl f0< the 
time - .,t,',ch I S!)<lllt fO!S 
of time playing around 
wijh, • Gordon explan:,. In 
addition 10 track edting 
experience ea,ty on, his 
computer science degree 
and years of l)(ogamming 
experience f<.rther aid his 
creatMty ,,t,en ,\'Of1<ing with 
Mo<:INation's content cre­
ation system. 

Practice Time 
Gordon says each of the 16 
tracks took rougliy 10 hoUls 
to build, ,.,,th equal amounts 
of time spent testng and 
r<MSing for playability. Even 
with the amount of l)(actice 
he\l had with the creation 
tools, ij hasn't cut down 
on creation tine. Gocdon's 
latest track (unpublished 
at l)(8SS time) has taken 
30 hoUls to complete. 'To 
make sometllng rd( spe­
cial, be prepared to invest 
some tine and patience into 
ij," he says. 

Design Tips 
Gordon suggests budcl:ng 
track creators plan the 
design ahead of lime. He 
usually creates an outf.-.e 
of ideas to, the baSeli\e o1 
the track, then sketehes out 
the full map on paper before 
diving into the tOOlsel. Once 
the track has been complet· 
ed, Gordon 8'Jgg8SIS testilg 
the custom trackS by watel'o· 
ng - play and makl,g 
note of any issues. 

Myles Gordon 
Age 
27 

Hometown 
Watertoo, Ontario 

Favorite Design 
O Tour 4:Sky neet 

Hardest SkW To Learn 
Traci< design 

life OUlside 
ModNation Racers 
Gordon"s job as a software 
lest Specialist is where he 
S!)<lOds r00$1 of his lime. 
Howe,,er, )'<XJ cao also find 
hm ~ active by play· 
ing sq.,ash, sw'mrning, and 
n.,nni,g. He especially e<WYS 
spencmg time with mends 
aoo famiy, h)tt;,g pubs, and 
taking random road trlps. 

Other Favorite 
Games 
Marlo Galaxy 2, 3D Dot 
Game Heroes, Heroes ol 
Newe<1h. and Wor1CI of 
Warcra~ -Sl>:llrt out to his 
gulcl. TrismegistuS. 

Improving 
ModNation Racers 
Gordon haS ant>l'be<of 
suggestiOns on how lhted 
Front G,,mes could irTil)(O'J8 
Its ttack creation torrrua. 
Part of his wishlist inclJ<les 
rotating props vertlcaly, 
aio..,;ng to, m0<e P<OPS to 
be o,,e,1apped, makng all 
temm SlMfaces avai-on 
,_ themes, r~ fenc8S 
~om bridges, g;w,g playe<S 
m0<e road to ,'IOfk wiUl, 
offering DLC tor oo.• themes 
and props, and addng lava 
as a SUrface type, 

F<Y mct6 on Ji1odl'l8tkxl com­
""""'Y <reallY J,tyw /mlcn and 
asaeth$h()lga/t!tydhisC'tAS!Dfn 

·--""'(11)"""""/IW. 

-· 



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

fASOVEI lnfamoos 2 dellelcper Sud<er 
P\.rlch got eooug> bad<lash on the OOH 
Cola MacGtath chl>'acter doolg<l that~ 
amounced ~ was gcing back to the drawv,g 
board to co,ne 14> ~ha look fo, Cole that 
was cfo<ler to the one in the first game. We're 
all for anyth,,g that makes their~­
spewing protagonist look more ll<e a bad· 
ass and less like a Eu,o tectmo-loving raver. 

IABOVEI Epic is hOst;ng a kller-with-a•heart•Of•g<)ICI 
contest to determine the fate of a new Carmine brother 
in Gears of Wat 3. By buying either "Carrrine MUSI Die" 
0< ·Save Carmw,e" Xbox 3(J() avatl>' 0< real T-slirts. 
you are determn;ng the fate of the newest Delta-One 
member ;n the game. Oon't worry. _, ;f you want to 
see Qwm;ne eat ;i, al proceed$ are going to the ChHo·s 
Play Chatity. so deep down you can slil think you·re a 
good peroon. 

IBELOWI Bizzard•s co,nmunity went nuts wheo the co,npany 
announced that anyone posti,g on the co,npany's game forums 0ike 
~ II: Wings of Liberty. Shown),~ have to use their real names 
going fonv"'d as PM ol Bfizzard•s new Real ID in~iative that locused on 
bnng;ng civiity to the dsc\JSsions. The outcry was so fieroe that the=· 
pany c:,Jckly reversed ~s decision. 







Back to 
Wonderland 
American McGee's Alice 

Franchise Returns 
Electronic Aris has officially announced the klng•awaited 
sequel to American McGee's Alice enthled Alice: Maoiess 
Returns. American McGee is back at ll>e hetn with tis 
stud'10 Spicy Horse, and the dar1<. mature atmosphere of 
the original is cieal1y 811ident. The game takes place 10 
yea,s after ll>e 11-st 0<18, and Moe has been released from 
Rutledge Asyun into the care of a London psychiatrist. OI 
coorse. she stJ isn't sale, and neither is \l\\Jnderland. Ml::e: 
Madness Returns is scheduled to hit Play&auon 3, Xbox 
360, and PC in 2011. 





KINECT 
ADVENTURES 

Packed-in game Kinect 
Adventures features 
20 games such as a 

rafHiding co-op chal· 
lenge and the dOdge ball 

minigame. Microsoft 
says gamers who 

pre-order either Kinect 
bundle will get a token 

at launch for three 
exelusive adventures. 
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Kinect 
Priced at $150 
Software Selling for $50 

M iCr'OSOf1 unveiled the newly named 
Kinect at E3 in June, bot at the time the 
company cfldn't reveal the price of the 

periphetal. lnwst,y analysts and insiders soon 
s~ted about a $150 price point, which 
Microsoft has just made official. 

The basic Kinecl package gives~ a Kinect 
Senoo<, the IG>ect Ac:Mlntl>'es game, and cables 
that allow~ to hCOk up Kneel 1Yi111 either the rew 
slim Xbox 360 0< the older orig"nal and Elite models. 
A bonc:le !hat inc:ludes allot the above along with a 
new 4GB Xbox 360 can be ~rs on November 4 
fo,$300. 

Mk:tOsott says 15 games will be available at 
lau'lch. 1he softwa,e - including ttkd·pa,ty offerings 
like MTV Games/Harmonix's Dance Central - wl be 
price(! at $50. In comparison, Sony is pricing first• 
pany Move titles at 540. 

XBOX 360 

Price Comparisons 
How does the Kinect pricing 
stand up to the competition? 

s2999 PlayStation Move navigatiOfl 
controller 

s3999 PlayStation Eye camera 

s4999 PlayStation Move motiOfl 
controller 

sgg99 PlayStation Move motiOfl con-
troller. PlayStatiOfl Eye camera, 
Sports Champions game, and 
demo disk bundle. (Adding a 
$29.99 navigation contro!ler 
brings )'OU to $130 for all the 
Move peripherals) 

s14999 Kinect Sensor and Kinect 
Adventures game 

s19999 Nintendo Wii system. Wii 
MotiOflPlus remote, Wii nuncl1uk 
controller, Wii Sl)orts & Wii 
$ports Resort games 

529999 Kinect Sensor, 4GB Xbox 360 
Slim system, and Kinecl Adven-
tures game 

s39999 PlayStation Move bundle 
(detailed above) and 
PlayStation 3 sysiem 



Paws 
Screens 
by Jeff Cork 

EyePet tPJayStation 3) 
EyePel was 1eleased in &,ope last yea,. but Clunl(\' contrOls kept 
the QMl8 in the critical doghOuse. Sony 1viSely decided to give• a 
Move rnal<""""' before r-ng the game "'Olldlooe. and so tar• 
seems thafs exactly 1vhat the QM18 .-. Players use the Move 
controtter aJong 111ith the FlayStation Eye camera to play 1'1ilh a "'1y 
critter of questionable p,ovenance. With the camera focosed on 
yo,.,, floor. the EyePet J)USl1es the illJs1on that the 0'88ture is right 
there 111ith you. Wave yo,.,, haJ1d on the floor and he'll jump over•· 
~ k8'yS in the air and he'l leap fOf them. The Move controller 
can be "transfonned" into a variety of different t()'/S and gadgets, 
SUCh as a hair dlyer. trampoline, Of b<bbte blower. 

EyePet is ideal fOf families who like playing together. Several 
pecple can compete fOf the attention of the EyePet. 111hich is "'1 
in its own right. and a-s easy to pass the controller aroon<I fOf 
specific tasks. Some activities WOfk better 111ith several pecple. 
SUCh as bathing the O'OOIU18. As one person whi)s up a lather by 
ll.lbbing their hands together, the Other MSeS the suds awa-t 1,nth 
8Sh:>lvertieed. 

The trickiest part about Eyef'el is that it may take some tme 
to get accustomed to playing 111ith a o-eeture that doesn1 exisl. 
The aeature SCM'j)8fS eroon<I the players' floor on the lV. but it's 
obviously ;.,st SIJP8fin'l><>sing the character onto a bacl<d'op that 
the came<a captuies. Yoo.,,ger players and people ,...,tam,lia, 111'rth 
games 00\.ld have a tough time reoonclng the idea of petting ll'in 
air. Compa,ed to having to oonstantly clean up after an animal that 
sheds. however, it's a trade-off worth taking. 

Kinectimals tXbox 360) 
Weren ·1 we just talking about petting thin ail'? Mlcrosofrs 
Kinectimals is a launch title fo, the oorrpany·s upcoming Kneci 
peripheral. Unli1<e EyePet, which augments camera Metionality 
with a controtler, Knectimals is experienced entirely thr0<g> yo,.,, 
bOd'y - no contrOler is neoessary. This title puts an emphaSis on 
µ1Qle cats. giving players access to a menagerie that includes 
baby lecpards. tigers. and panthers. Each has its own personal• 
ity and disposition, and they can learn their name and a varrety 
of tricks. 

In ad<ftion to bonding with pets. players can also take dkect 
conttot of the cats in a varrety of minigames. We Checked out 
an aglty OOUIS8 recently, wt>eh had us balancing aaoss narrow 
beams. leaning to avoid obstacles. and ducking to make our way 
tlYough low pipes. 

Kinectimals is p,esented tlYough the frst person. meaning that 
the saeen shows the action as though yo,.,r telev'5ion was the 
gass in a zoo exhbit. You don't see your hands when you reach 
up and pet your cat, but instead ere Shown a pa, of oo,nputerrzed 
haJ1ds that are superimposed over the o-eatLJe. It's odd at first. but 
Ws mo,e intu'Jille than EyePet. Ultimately, it$ a matter of personal 
preferenoe. 

Nintendogs + Cats !Nintendo 30S) 
Nintendo is expanding its blockbuster pet sim to inctJde fetnes. 
The QMl8 retains much of what made the frst one so PQPUlar 
1Vh'le ta~ adVantage of the new hand1eIcrs ad<ftional feaMes. 
The 3D p,esentation is an obvious upgrade. but the St.t>lle hveal<S. 

SUCh as using the system's camera to recog­

We live in interesting times. As the three major console manufacwrers work 
to caive our their own slice of the marketplace, they're taking obvious cues 
from their competitors, too. While motion controls and 3D have been grabbing 
headlines, there's considerable overlap in another area: vinual pets. 

nize masters' faces, ate ooot. too. 
II you haven't played NintendOgs, the p,em• 

ise is simple. Players adopt canines based on 
popular reaJ,wo11d brood$. train them, and 
take them on wal<S. Items can be oolOCked 
tlYough the pet store. alol,nng players to per• 
sonalize their dogs. 

Nintendogs may have brought the roncept to a new generation of players, 
bur the idea has been around for a long time - remember those Tamago1chi 
keychains. or the old PC game Dogz? The latest litter of games in rile genre is 
more sophisticated than ever. bur the roncepts are the same: let players raise 
and interac1 with cuddly creatures. Microsoft, Nintendo, and Sony are all offer­
ing competing products in 1he near fuWie. Lers 1ake a quick look at all three. 

We're stiR waiting to see how the cat angle 
plays out. It'll be interesting to see a Nintendo 
lets trainers won< their magic with their cats 
o, have the animals maintain the indepen• 
dent streak that owners know and love. 
One thing's for sure: The bathing minigame 
is bound 10 be less dangerous than its real• 
world oounte,pa,t. ♦ 
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APB is DOA 
Realtime Worlds' first MMO fumbles its core concepts by Pin/1p Kollar 

The official fon,ms n 1he month svrrounclng 
APB"s release m'rrO<ed my own <Xlf"r"C)laints wi1h 
the game. The guns are irroalanced. especially 
for new players. The busted mission design often 
favofs camp;ng Mdci,eaptactics. Missions have 
no real variety. and the wor1d design is boring. All 
ol these issues add up to one inescapable truth: 
APB is a f!\lstratng moos of a game that"s not 
likely to pull n many lorg·terrn players. 

AP8 successlLly executed os mission of 
focusing on being a great action game ove, a 
great MMO, but OS one conoession to the MMO 
QEff8 - upgadng ,~ry- is a huge negative 
when• comes to action games. As you gfnd 
through missions. your reputation with vanous 
oontacts arot.nd the cfy ol San Paro increases, 
alo\w,g you to buy more powenul weapons. 
U'like Gall ol (My, you're not ;.,st u,locl<ing a 
new weapon that may have a faster rate of fire 
but is balanced with other weaknesses. You're 
literally getting upgraded versions ol the same 
guns that are better in v<tually 8\'8l'y way. Wrthin 
clays of launch. having a character with 1he start· 
ing gu, s:-,tS players at a huge, noticeable. and 
not-,-e,y•f<.n cisadvantage. 

The dedcated hardcore COOYTU1ity bulding 
arOU'ld APB defends the game by saying 1he 
probfemS are more due to player skil 111M baJ· 
ance issues. They also argue that nobody should 

be playing SOio. That last bi1. at ieas,, is undeni­
able. APB is a multiplayer game through Md 
IIY~. and there"s nothng to be gained from 
gong O alone. 

Even ~ you're n a gr~ of relatively good 
ptayers, 1hough, you're bawd to 111 a dynarri­
cally generated PvP encounter Where the other 
team knows the perfect rroftop to hide on n 
order to cheese the system Md vlil ,vi1rout 
much effort. Some mission types are flat·OUI 
broken, SUCh as defend•1he•area ol)jectives 
where you can lose after hol<fng the location n 
question for five rmutes because the opposition 
gabs o n the last 20 seconds belo<8 the timer 
rt.nSdOwn. 

ff you want elidence ol APS's 
problems. you need look no 
further 111M the response from 
the de\-efoper. Two ,veel<s after 
release. Realtme Worlds rep<esen· 
tative r-ie1 castte made a senes of 
posts on the APS ,.-e about 
planned '4)dates to the game. 
lnclvded in the list ol things being 
"overtlaUled° {Castte·s word) is, 
we11 ... mnos181/t!fY11w19. Changes 
to con-oat, c:tivi-,g. repetiti\'8 mis• 
sions. and matclmal<ing are a11 
n the works. castle even ac:l'nos 

to the ovetallondance ol canping n the game 
Md says that Realtime Worlds is "adc:l'essing 
a number of the worst carrl)ing spots in the 
game." 

h's "'118:fS t,earteriing to see a de\-eloper 
addressing the problems that people who paid 
for os game are having, but •"s hard not to look 
at the huge r1St of things being chMged Md 
wonder why they weren't 1hought about more 
before the game was released. Maybe these 
planned updates will 1\J'll the game n to some• 
thing a lol more er-joyable, but as• starlCIS. AP8 
is far from the groundbreaking mix ol GTA-style 
ac<ion and MMO that was promised. ~ 

CHANGE IN ACTION: GLOBAL 
AGENDA GOES SUBSCRIPTION-FREE 
k$ one ol lhe ouie, ,are auemptS at mixmg a¢lli>n/ 
$l100(jlt gainej)lay w,lh!n llJl MMO $1JOCIU1&. CkllJal 
Agenda had some prom~se. but w, 000tmumty 
1nte1es1 JIZlie<l Sll01lly alter us l'ooma,y ielease. 
Monthslate1. they've mariagc(I to klci<stalt buzi 
a,ound me game with a JJ¢st·B3 allflOullceinent 
that \1 i.s now sullsc11puon,f1ee. A 011$-111ne put• 
chase Of the game IOI$ yw botld your diaracteis up 
to Jew! 50 wrth no moolllly ot ume-,<)latlld lees. 

lnstew. players can purchase 1ndl\·Jdua1 expans10n 
sets as <lesned, 'Ille fiJSt expansion. Sandstorm, 
Will be 1elea.,t,d {1ee-01 d,arge Uus S>JlM\eJ and 
adds mo,otootional open MMO qU<)S!mg =es 
to a ,m))lemeot ti~ install()ed a,$8)1 that make up 
most or die game w,u, IJC!l6n gruoeplay u,,u /eels 
comJ)lllable IO ao1<1e11ands an<! a freo trial Uiat ,v!ll 
let you reach level 15, now may be uie best ume 
10 gjvo Glob;)! /\genda a cha1100. 
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Role-Players 
Putting the pieces in place for 

the pert ect sports game 
by Matthew Kato 

£A's EASHI. rakes onlirte 1eam play 10 new levelS 

NF\. 2:KS"s Cr\b l'e#1Ur$ tnduded iU o,.,.-n i:niniga.mes 

You always hear about how important 

teamwork is in sports. and nowhere 

is this cliche truer than when building 

the perfect sports game. It takes a lot 

of different parts to come together and 

work in harmony to achieve greatness. 

and in video game sports as in real life. 

all the action doesn't just happen on 

the field of play. Take a look at some 

of the games we think capture au the 

drama, intrigue. and even heartbreak of 

sports as we mash them up and piece 

together a team for the ages. 



ML8 10: nie Show tughllghts $peci!lc player posit~ 

The Online Arena 
Onln8 play in sports games has been 
atO<lld lor a while, but only recently has 
a sports tale delved deeply into the space 
and broken out of the standard head·to­
head mold. NCAA Football 11 delivets 
Onln8 Dynasty play and atso adds social 
featcres ll<e the ability to create and share 
newspaper-S1yle stones abo<II teams. and 
an extensive browser-based create-a-18'>TI/ 
player appfication. 

NHL 10's EA Sports Hocl«ly League 
(EASHl) takes competijive ~ play to 
a new level by incorporating lul team play, 
monthly playoffs. and a sense of team· 
work and camarade(,e aroong your .,;rtuaJ 
tearrmates that attempts to mirror the 
real-life sport. 

Intangibles 
Good players are often described as ~ 
intangibles, and ij's the same wit11 video 
games. Some of their features aren't huge, 
but they add that extra something special. 
NFL 2KS's Crib. ,>ilere you could buy 
lum'rt...-e and memo,al)ilia lor your Sl)Or1S 
mansion. was awesome. FlFA"s Utrnate 
Team card concept is a great fantasy sports 
mode, and we·re even pa,1lal to NFL 2K's 
r.st-perron football. Old SChOOI Sl)Or1S 
gamers wl ceflairly remember lttle touches 
fke the Madden ambulance that would pick 
uP .-.,red players and NS'\ Jar.l's infamous 
use of 8111 Clinton. 

Toe E:SP -scyJe Sh0w$ l.n Nn. 2 S $till $land OU! ra $1.i.11 Clam<:1' toe anol.her M>.mw 

Joo MQaulll(I Ir$ comme~ry wat the m.nellrel !Of ma.n.y )'ON$ S<my's NBA™ uric series •uempce<t to et\J)Cure the 
ofNhe--field drama of spon::s 

The Players Association 
Players detennine how tar a team win go, 
and v;oeo games· hancl'rg of its Sl)Ol1S 
stars in offseason tranct¥Se features repre­
sent an important part of the sports e,q,eri• 
once. NS'\ 2K6 has you lafk 10 players 
abo<lt their roles on the team. inbuing the 
game wit11 a player chemistry element. In 
terms of stats. ML8 2K9 draws on real•lffe 
baseball Slats w~h Inside Edge and the 
Pro Evolution soccer series docunenls the 
peaks and valleys of your ptayers· lonn via 
mid-season attribute adjuStments. Finally. 
al1hough ~'snot reaistic, t,.,.,g able to 
uPQrade your players via points in Baseball 
Stars is a COOi RPG-Ike qua(,ty that mote 
sports games shoud explore. 

In tem,s ol front office matters. the Slruc· 
lure and HUD of EA's NFL Head Coach 
09 dO a great job of replicafug the NFL 
offseason, even ff the implementation is a 
little unev;,n. While the free agency lliidding 
dOesn ·1 1vor1<. the scouting and draft day 
experiences woUd be welcome additions 
to Madden. When it oomes 10 trades. NHL 
1 O's trade matrix is a g,eat tOOI, letting you 
set up a wants/needS board that guides 
what kind of players other teams send your 
way for oonsideration. 

Recent games li<e NHL 10 and Sony's 
MLB The Show series have dOne a great 
job of putting you in the snoos of a single 
player and Chroniclng his ca,eer in their 
respeciMI Be a Pro-type modes. Similal 
kinds of feat\Jf8S like create-a-team and 
create-a-player tOOIS have been in sports 
for years. NCAA 1 t '$ browser-based 
TeamBuilder IOPS our lis1, and we"d stil like 
to see the create-a-play feature from the 
20CX>-era Maddens make its W<f'f back l'lto 
the franchioo. 

Presenting Primetime 
This category encompasses a wide range 
of game elements. each of which addS a 
special sheen to the experience. Madden 
NFL 10 and NFL 2K5 sport some of the 
best CUISO<lr18S ~-and 2K5 in par­
liruar dOes a good job w~h weekly recap 
shows complete with hqllghts and a draft 
special featuri1g ESPN's Chris Betman. 

People often don't thi"I< of the audo por­
tion of a sports gsme. but tharidtAy Visual 
Concepts~ When it let you import trad<s 
for different situations in NFL 2K5. Sim~. 
Colege Hoops NCAA 2K7 has a custom 
chant eteator and ML8 09 The Show lets 
you record your own crowd heckles. 

In the cOfT'ITlenlary department, NHL 
I O's Gary Thome and Bill Clement repre­
sent the bes1 announcing crew in Sl)Or1S -
w~h mucll respect to the originator, Joe 
Montana II Sports Talk Football. NBA 
2K10's Kevin Harlan and Ctal1< Kellogg also 
deserve mention. The duo's oontextuat 
corrrnentary about events outside the 
individual game at hand deeailirg player 
streaks. Sb11pS, trades. and team pe,­
foonance is a necessary step forward for 
sports games. 

What Is the Best 
Spin-OH Game? 
It's got to be Mutant League Football. a 
QMl8 oott off the Madden ·93 engine 
that takes some great lberties w~h the 
sport, inclu<fng toxic wasie. lanctnines. 
jet packs. ref b<ibes. trols. player deaths. 
and more. The game is still missed after 
al tl1ese years. and fans demand ijs return 
every yea,. 

What We'd Like to See 
Sports v;ooo games have CO\/llred many 
of the real-life aspects of the Sl)Or1S they 
represent. but few have gotten the drama 
irherent in story-based narratives right 
~ in Sony's NS'\ series have a three­
year story arc called The life that chronicle 
the rise of The Kid and his surromding cast 
of players. The life tells i1s story ~ 
extensive voice work, cutscenes, and 
gameplay scenarios. II is a l~lle heavy· 
handed for some, but ij is as Close as 
we've gotten to expanding sports games· 
horizons from the yearly gsme schedtJe 
and front office moves. A sports role-playing 
QMl8 OOOld be the next leap forward in 
the genre. ♦ 
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From Goalie To Game Designer 
EA Sports· , l I n 11 took a unique path into the world of game design. After a successful college hockey career. 
he played goalie profess1onally for a decade before joining the team at EA Sports. Alter helping revive the NHL series. 
he's now guiding EA's new hoops franchise. NBA Elite. 

You have a background as a professional 
athlete. When you were getting towards the 
end of your career, how did you hit on try­
ing the game industry? 
Tuars the question every professional attiete 
has. IWlien you're ~I you don't think abOut 
much else. because sports is yoor whole l~e. 
My lasl year I was in Onando. playing f0< the 
Orlando Solar Bears, which iS a team in the 
lnlemational Hockey League. Atter I stopped 
playing, I took aboul a year off to thii< aboul 
what I wanted to do ,,ith my life. I thoug>t of my 
biggest pass;o,, outside o1 hockey, and 1here 
was no doubt that ~ was video games. 

Tiburon, where they make MaOClen, was five 
m:rutes from where I lilecf in O<mdo. I called 
up Join Sl,appe,t lno-v COO of EA] whO was 
the general manager of Tiburon then. I lOld hin 
who I was. Ho recognized my name from the 
hOckey team. He sale!, "The only lhlng I have 
f0< you iS game tester.· So my fist job in the 
game indJstry was a game tester on Madden 
2002. It's the enlly level, but I was jUSI glad 10 
gel my loot in the doO< ... It was funny, because 
alter play,,g hOckey to, 10 years I was 33 at the 
time sitting next 10 19-year•Olds. They wen, l!<e. 
'WhO is 1lliS Old rp/?" But lhat'S just SO<neth'ng 
you have to do. 

You spent a long time working on the NHL 
series. When you came in, it was strug­
gling. How did the team go about righting 
U>e ship? 
\M>en I !moved over to hockey]. 1he first game 
I was put on was NHL 2003. ru be the first to 
say that EA Sports games at 1hat 1ime -e not 
\lying to be authentic. We were not simulating 
reaHife sports the way we do rt:m. We were 
putting 9rrmicks in our games. They were tun 
games to play, but they really weren't capt..ing 
the true essence o1 the sport. I learned so much 
those t,st few years w~h SO<ne i1eal guys and 
i,eat teams. But when the generations Changed 
and we moved 10 the 360 and the PS3. we sat 
down and asked. 'What do 1110 want NHL to be 
known to« 

Was the skill stick your idea or a collabora­
tive idea? Were there disagreements about 
the direction for the series? 
We brainstormed abOut ft. The guy who was 
the heacl of NHL when this started was Dean 
Richafds. We talked a IOt abo<~ what we want• 
eel to do. What really came out was the ques­
tion "How do we gi\/e the toOls to people?" We 
need to mimic real fie. lt'S so fun to Skate on 
the ice and snoot the puck. We wanted to IJring 
that tu, into the video game and not base ii on 
buttons and gmnlcl<s. As soon as we figured 
out the d•rection. ft actually came pretty easy. 
We figured out lhal the right stick cotJcl be yoor 
hockey stick. 

How does your background as a pro ath­
lete influence you as a game producer? 
How does that make you drfferent from 
other producers? 

1 beieve that 6Wf'/ team that'S making a sports 
game needs at least one f0<mer profoosional 
athlete 0<, at the very least. one division one 
college athlete. You don't truy know the sport 
unless you\,e played~ to, a living. That's not to 
say that fans don't give incredible input into the 
making of OU' games. but every team needs an 
expen in that sport. But, to be honest. Whal Ive 
leafned m0<e than anything is that. uniess you 
put the right people in place buildng that game, 
you're not gong 10 ge1 anywhere. 

Are there disadvantages to your back­
ground? Do you need an outside perspec­
tive to check your viewpoint? 
If I Cfal't have my gaming backgound, I'd be 
in trowle. Just knowing hod<ey is not enough 
to make a great game. It helps - if you have the 
ri(tlt team and you have gaming knowledge. 
A good example ol that is OU' NBA basketbal 
franchise. We've had NBA experts on 1hat game 
to, years. \l'otiat I felt was missing from that fran­
chise was the gaming experience. My role has 
swftcheel this year to creative <ft ec10< of hod<ey 
and basketbal. rm not a basketball expert - not 
by a~ shot. IM1at rm ~ng iS my garnng 
l<nowteelge. I'm a hardcore sports gamer. I leafn 
a IOt iust from playing against consumers. 

How did you end up transitioning over to 
NBA? As you said, It's certainty not your 
background. 
NBA. as everyone knows. was lagging behind 
a bit in Metacrilic and in sales. The basketball 
category is down over the last llve years in 
terms of overall sales. It's not jusl one franchise: 
it's the whole catego,y. Internally. hockey and 
basketMI were already ,Y0<1<ing Closely together 
on SO<ne feat11es. I approachecl the executive 
producer. Brent Nielson. and sale!. ·1 have an 
idea that I really tl'inl< can 111n NBA around.· 

So I had this idea to, a new control syslem lhat 
is based 00 NHL's contrOI syslem. I Shared ft 
,mh Brent and the guys and they !thOUght ltf 
cOIJ(I ,YOl1< really well. In hOckey. the lelt stick is 
your Skates and the right stick is yoor Slick. In 
basket.ball, the left stick cotJcl be your feet ancl 
the [911 stick could be yos hands. We had 
a guy do ..., a prototype - a brlianl software 
engneer here - and people we<e having a IOt of 
tun playing ft. It actually felt 11<8 real l~e. That's 
when my role swftcheel a bit. But what'S been 
amazing is hOw, since being in\/olveCI ,'li\h that 
team. rve seen wha1 amazing engineers and 
leadershp is there. 

For a long time now, it seems like NBA Live 
has been rebooting every year. Are you 
committed to this new direction that Elite Is 
taking over the long term? 
One tu,cte(I percent cormitte<I. We have a 
lhree,year plan in place, iust ll<e we dicl wi1h 
NHL book in ·01. ~ is our goal to be the most 
authentic basl<etbal smJation ever made. Peter 
Moore, who just mentioned this. said that we are 
so commi1teel to this ~anchise becoming what 
FIFA is in soccer and what NHL is in hod<ey. 

• NltMt.wbyAfatt ~ 

2K has been the market leader in basket• 
ball. What have you learned from how they 
approach things? 
I play al sports games. II doesn't matter~ Ws 
EA Sports 0< the con-.:,et~ion. In many cases, 
the con-.:,etitions games have been better. rn 
play the best games and learn k0<n every one 
of them. I don'1 IOol< a1 121<1 as who we're up 
againSt. We're up againSt al llideo games loom• 
pemgf to, a person's hard·0Nned dollar. In ttis 
eoonomy, people ,..e buy,,g fewer games, and 
they might only buy one 0< ~vo sports games 
a yea,. r1 take inspi'ation from anywhere. 1 take 
inspo'ation from my falio<ite clesq1ers of al time ­
Sid Meier and Wl l wright. Those are my i(IOIS, 

What can you bring into your work in sports 
from games you love in other genres? 
The biggest thing I've tal<en kom S!d Meier's 
games and Wil Wriglt's games !has become] 
one of lhe biggesl pillars f()( NBA and NHL -
emergent gameplay. We want to get away from 
scripted gameptay where you only have a tin· 
fteel amount of control. We want people 10 do 
things we never thought possible. The S'ms is 
a great example. When people had a Sin and 
boxed him in a room with glass walls ancl kept 
him prisoner - I don't think Wil Wright ever 
thOUghl that woukl happen. But it emerged 
il the gamepfay. lhose are the moments we 
want. I learned lhat kom al those incredble 
games made by the masters. 

Elite is going away from the traditional, 
TV-style horizontal viewing angle that'S 
been traditional in basketball. Talk about 
that decision. 
You're playing the game: you·re not watching 
the game. You get to express you-self and do 
things on the baskelbal court. It's not about 
watehing a ba-game play out. That's not 
only the camera angle. 1t·s also the new coo­
trols. We don't wat1t to see these frame anima~ 
tions play out iust because you press a button. 
&ire. lhat lool<S good, but thats not gaming, 
The gealest ~ abOut the medium we're in is 
lhat ft'S inleractive. 

In EA Sports Hockey League every player 
on the ice Is a real person onllne. Do you 
want to bring that to other sports? 
There's no do<bl abOut It. A IOI of people buy 
OU' games to play as Kobe 0< Sidney 0-osby. 
But ,ve want people to become a celetJtity f0< 
being the best virtual hockey player ()( virtual 
basketball pla)'lr in the woocl. HlJllioJ your 
name on the bad< of yoor jersey and being the 
best team in the wor1d 111~h yoor friends. that 
could be a more powerful experience than ,vin· 
ring a game ,~h the Lal<ers. Most kids <l'eam 
of being a professional athlete. But 99.9 percent 
of the population c1oesn·1 gel to do that. and 
you can through OU' games. I hope over the 
next five to ten years we see in sports ,..t>a.t you 
see in Korea. ,mh people beconing stiws by 
playing StatCralt. ~ 

11iklui-w 
1980 ATAIIIMANIA 

Ltuman bog',ns hfs JO'.,, 
alfa~ w,u, vxtcogamos 
v,;ttli hi<Ala,12000 

1985 DORM DAZE 

L1nman atteMS 8osfon 
Collo!)e. ,om,ng tho oci.001·, 
p;est,9,ous h«l~y p,ogtain 
OS agoal,e 

1981 DRAFTED 

tJrtJna1t 1$ dialted 1½· tho 
Bunalo Sabi°" OlgDJl(/.Olloll 

1989 THE DOTI'ED 
WI& 

Allor g,adu:iUng from BC. 
Litunan S1911$ a conuacl 
w!lh the auna:lo Sabi~ 

)989 GOI.NG PRO 

LlllmaO s(lell(ls tb<l '89,, 
/00 SCi:t30f1 ,·m.l1 the mi:-or 
11)<19W<«-m010P.oc),o.,,c, 
Alll0<1<.lnt lie pl<ly> a 
<:ru()k;<lf games vi,lh ll)e 
SJlln)s (JV(/r <llenexfl\'11) 
yc3t3' 

1992 THE SUNSHINE 
STATE 

L~OTian Is t!aded to the 
~JrtJla !lay t,gh1nmg He 
•loo fl13Y• tc,r 11rs)m USA a, 
Ille Wo,10 Cb~f)lon$hll)S 

1999 LEAVING THE 
RINK 

Uuman wv, hi• last y.., 
as • p,°""soonal ~ 
pla)'l>rl()r Ille Orlando Solar 
lloo;s OI the IIJI, m <!\e 'l)9, 
·oo_, 
2001 BACK IN THE 
GAME 

Lmm,n get•• fOb ru f.A 
1\buion. as: a gJ!J'II) tester 
on Ma<lcon NfL 2002 

2001 UP NORTH 

L1uman movoo to Vancoovor 
10 •,1o<)r o:, )IUL 2003 as an 
~ntP,OduteJ 

2006 NEW SKIU.S 

Lcum.in beoomeo • 
l),lmO!)l<\yr,i-f0tllHI. 
en n .. gam• 00" """"' 
QI <he' b<!$I ,cvlews ur 100 
socfe•· hls1oty 

200'1 MOVING UP 

l,mmao !s pc:omocod to 
lme p<odu00< oJ the UHL 
«ancm)le tl!IL09!l<Je$on 
to vnn IZ 'SP<>II> ga,ne of 
Ille year· awa,d,; 

2009 HOOP DREAMS 

l.illl>lJO l>¢COmeO CleJtiVO 
<l11e¢1or IOI' lll<O hOOl\e)I Ond 
OOSl<i>lbaH ilan<;ll)W< at tA 
Can3<1a 
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Samsung 
Series 3DTV 

Samsung delivers 
a top-notch 

by Nick Ahrens 

While the j ury iS still With this past year's CES dominated by 3D 
TVs and active shutter glasses, the rebirth of 
3D is the hottest topic in the tech industry. 

experience Along with every other TV manufacturer, 

out on 3D's ability to stay 
relevant. Samsung Series 
8 does a fantastic 10b of 
recreating the 3D the­
ater expenence at home 
when pannered with the 
company's 3D Blu-ray 
player (more info on your 
right). The 3D version of 
Monsters vs Aliens makes 
a good argument that 3D 

Samsung just released a bevy of new sets that support 3D. This 
Series 8 set is the flagship model, and for good reason. 

At just 1.3 inches thick, this ultra-thin plasma television looks good 
from every angle. Unlike LCD, plasma televisions deliver true black 
colors because no light is being emitted from the screen when black 
images appear. With its 7,000,000: 1 contrast ratio and vibrant color 
replication, this display is gorgeous. Forza 3 on Xbox 360 looked 
brilliant in 1080p, and so did the rest of the HD content we viewed. 

in the home is not just via­
ble, but cool. The TV also 
has the ability to (kind of) 
tum 2D content into 3D ii 
you're lacking a 3D Blu­

ray player. The only downside 1s the cost. 
The Series 8 IS expensive. but the real kick 
in the pants 1s the pnce of ac11ve shutter 3D 
glasses - upwards of $150 per person. 

The TV also features the iPhone-hke 
Samsung Apps that connect to the Internet 
via the Ethernet pon (or an opllonal W1-f'I 
adaptort. Users can access NetflIX stream­
ing. Twitter. Google. Hulu. and more nght 
from yoUI TV without buying extra eqwp­
ment. With foUI HDMI inputs, the Senes 8 
is ready to accommodate yoUI collecnon of 
game consoles. Home theater fans cannot go 
wrong with this set. 

$2299 SO" ........ -



, I Samsung BD-C6900 Blu-ray 
Player 
The C600l has all lhe be1s ;nJ l'>tiislles you crud 
v..-.i on a 30 81u-ray pia,,er, Along Wlll> lhe d<SC 
ctwe, lhis entertlirlnenl ~ can 1aP into lhe 
~Ai:cisvlaan inrernatWmattema.GeMg 
Netllix. YouTIIJe. r.,;ll!J, and Pandcra up and ru,­
nng 6 las! ;nJ ""'f. lllu-rays bid Qtlliy Md kX1< 
"1arp.Wilh5l"""1fo((M)~sictl;n! 
IJ"<Xlrl'Cll'essedau:iio trom 00h M>Y and ors, even 
t-oaiucx,e 1'lm<! lhearer m.'5iasls w1 walk ~vay 
inlp'essed. M you're~ to, a belrer 81U·<a'f ""l)ll­
nence than lhe PS3, checl< out lhe C600l. ;:~~: ..... ·-~ ... ::. :·:.::~·::•:: 
$349 
samsung.com 

, I Appl e iPhone 4 
8ooluplheiPhcnl4..-dlhe\OSUalll>l1acle""'1 
IIS preOlcessors is irrrneoately nc,iceatle. The 
new relila dospay p-esenlS p,olOS, games, and 
ew,yllirgelse\Wh~lll!lalehedt7/olhel 
J)lmes. The new lron1-lai::.-g camera is a rice 
lkldilion. 1tn,g, ii WOUd be niCe d lhe Face TUM 
viooo ~ ,ng wasn·11'li-fiot,. The new des9' 
aeslhetc ""only kXl<s great, out aso - lhe 
sire of lhe J)lr:x1e. making• even lhimer lhan las! 
)<Or~ 3GS roodef. SNpping l'llth lhe new 1(16 4, lhe 

if'llone 4 can f111311/ m"1itasl<, ooe ol a numller ol 
solll'lare flll)'o-,-emenlS. While_. - •1 ru, inlO 
matl'/ol llle<teadedlWllemaissues. <'sde,rl/a 
prol:jem kr some usetS lllarl<fully. />jlC)le recenlly 
in'rulC8il t ee cases for eat1y ~s .wxi lulu'e 
tx,yets mat SUroooe<liY f,x lhe ll(otiem. If you·re oot 
afraid ol lhe boo press Ille 001ll)anY has receMld 
la!~, Ille iPhoie 4 Is Slll lhe best iteraliln ol lhe 

~.!-~- .. 
$100.i6GB;S29932GB (;,ith 2year AT&T 
contract) 
apple.com/iphone 

3 I Olympus PEN E-PL 1 
While the PEN tile ol cameras IS about as (j(I as 
'/OS clad. Ille c:<n:el)t o1 a mao ta.r-thros c;rnera 
is nu:h °"""· The £-Pl 1 is Ille byprodu:t o1 a 
mad soo,1,st cross-b'eed",ig a 05lA and a pc)rlt· 
.wxi-~. IV!llie N'll«ln w Canon are ol~ Jul 
05lA's In lhe same price <'"9l. lhe PEN'S SQll 

;nJ des9" mal<e • <!lire anractive Pe<formance, 
wise. lhe E·l'l.1 ll0Ci<Sa 123·megapxel IJJllCf1. 
Theulua•\'l<de 14·42mmkitlensd0esn'Idel...-
to0 nu:h zoom (l!larG<fuly you can buy adclillonal 
lenSeS), W imageS w11tlin lllis r'"9l ate Shafi) and 
OOlorfu. Y.tiie on.c;rnera POSl·P'ocess",j is usuat,, 
something to Olllid. Ille PEN"s bulll•in elfet1s aren't 
~ boo The PEN also del...-s 720!) videO f~. tu 

,n,ke mosl Sbl cametaS.<:al)ll)(eSdealnt loolage. 
v.tiledefri:elY Sl>lfW._llle PEN is a Sl)fl(ll, g,eat 
<J)alrty kit lhal fros an ntetesiing mid<l'e ground In 
lhewatd ol<f,gilalc;rneras. 

$599.99 
otympusameric-a.com 

• I Weta Arc Generator 
The best part ol having Peter Jad<son's name 
atlllt:ted 10 your ijm iS gainil;J access to the le<J­
et'<lafy weta studio. Along wil!I aazy-as,isome $il0· 
ci,j effects, Ille ttealiYe n-in<!s lhal C311 lhe S1udi0 
rxime ~ 1 some of Ille COOleSt s:ul)lures around. 
0/slrict 900-hards wl be exci:ed 10 iroN lhat 
lhe SOid-OU NC Generator rerlCa ol lhe one lhal 
mail cll.racterW:l<us Van Oe Menw uses In Ille 
Nm is corning tllcl< In mrua1t<e corm Tl1is dea<ly 
afieo iaser was deSigned by Greg llrOEDro"e o1 Or. 
GtorllllOlt fame Almosl 10-JorO, eacll n-irti 
Ate Generaoor Is hand pa,nred. 
$99.99 
wetan1.com 

/le3(JtNtflO(llmllk>/«mer.-IOreJIJ­
-,rqNi(j(~t,.)f/'11!Jlilll ,r,iJ""""""'9Y 

••• 

BEING HUMAN 
SEASON ONE 

Whal happens when a ghoSL 
Y~!O\VOU, ancl anolhCI ghOSt live 
together'? Diama and CCM'nocty. of 
COUISO. Meet Mitchell, Geotgc, and 
Anme, th.roe tv.,enty-somethlng 
adults 1Jy111g to bve a normal life 
WllhOut ,e-.-oo.hng wno Of 1M'lal 
they rue 10 the v.,olld a,oun<I 1hem 
$39.98 CBlu-r>y) 
$32.98 (DVD) 
bbcamericuhop.com 

■ 
KICK-ASS 

We've all asked It once or twtoo 
Why a,en·t superhc1oes real? Dave 
IJ"1.ev1Sk1 doesn'I just a.5k. he acts 
n., also ge<s tho c,ap Jocked 0111 
of rum a lot because he docsn"l 
have any po'A'CIS Don't miss ttus 
hllaJious take on supe1heroos 
1ha1 reawres some Of 1tie cra-;,.1~S1 
oc11on SOOl\0$ 1n yea1$ com1csy or 
11 year old 1111 Girl 

$29.98 (Blu-ray) 
$19.98 (DVD) 
kickass ... themovic.com 

SCOTT PILGRIM'S FINEST 
HOUR 

Wlule 1t's sad to see 11 end. u feels 
llko V-,'O\'C been 'ffllllUlQ for book 
six f0I lOO yea,si fmd out how 1t all 
(.'lids as a:u1h01 o,yan tee O'MaUey 
sends ofl C\o'01yone·s tavooto evil 
ox-boyfuond stayer 

$11.99 
scottpilgrim.com 
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S 
ince the events of Batman: Arkham Asylum. warden Quincy Sharp 

has taken credit for Batman's successful quelling of Joker's uprising and 

used that momentum to win Gotham City's mayoral election. The first of his 

broad-sweeping plans is to proclaim Arkham Asylum and Blackgate Prison unfit to 

house criminals. Sharp buys up a large swath of Gotham's slums and walls it off, stocking 

the perimeter with highly traine<I armed mercenaries from an outfit named Tyger. All prisoners are transported to 

this new facility dubbed ·Arkham City" approximately a year after the events at the asylum. They are given only one rule under threat 

of death: do not try to escape. No other policing takes place inside. leaving a mix of two-bit criminals and super villains to eke out an 

existence in this lawless. ruthless ecosystem. 

Sharp brings in a mysterious psychiatrist name<! Hugo Strange to head the new Arkham. Hidden from the eyes of the public, 

Strange is rumored to be up to terrible things. but nothing can be proven. Anyone who investigates his past or Arkham itself seems to 

disappear. most likely within the walls of the prison city. 

Batman believes this is a ticking time bomb and has kept a watchful eye on Arkham City for months. looking for any excuse to break 

into the well-guarded prison. Recently admitted inmate Two-Face needs to gain respect and followers fast or risk being eaten alive by 

the other super villains on the inside. Both sides of his psyche agree that the best way to accomplish this is with a high-profile show 

of power: a public execution of Catwoman. Given their past. Batman has no choice but to enter this hellish domain to save her and 

uncover what's really going on. With an all-new bag of tricks. he may just survive the night. 







following a Phenomenon 
No<th London-based developer Rod<steady Stuoos 
is no strange, to staggering p,essu-e. Despite the IOfty 
expectatiOns OI mliOns of Batman de\lotees wo,ldwide, 
ttis 70-plus person team proved that tt's possible to 
translonn a seemngy cused licensed game p,operty 

into a maste,piece -and tlley made It IOol< eat,J. The 
way the team natualy integrated Batman's charac· 
ters, combat. gadgets. and da<I< tone into a oompeling 
gameptay fom>Jta made gamers ,V()llder why no one 

had been - to dO so before. This was all from a studio 
with orly one game to Its credit (2006's Uban Chaos: 
Riot Response). 
·t think there·s alwtJyS pressure to make the best Choice 

at artot gM!fl moment,· StJyS studio director Jamie Walker. 
"Obviously, we're aw.we the fans want a great Batman game. I 
dOn"t thiri< that~ 8frf diffarent from when we started the jOumey 
to where we are row.# 

This time aromd, Rocl<steady is excited to have a success• 
ful ~y foundation 10 boild uP00 ratr.er than Starting from 

scratch. But that doesn't mean lhe stucfo is oontent to sirfl)fy 
recycle the 3S)U11 environment and toss in a few"""' vilains. 

'We want to tOP ~ that we cld in the last game; StJyS 
M<ham Cily cl<ector Sefton HI. "We didn·t want to dO (an PM>am] 
1.5. We want to make the same µTl) we made from nothing to 

M<ham. We want to make that same jump again for M<ham City -
that same - of ambition.· 

A New Direction 
Cu we demo begins wi1ll Batman perched atOP a~ Olllll1ook· 
ing Gotham's IJ(ison city as a light Sl)firl<ling of srow falls in the ng,t. 
Roving gangs of inmates wreak havoc belOw. His oommunicator crackles 
tolfe. 

"Where is she. Al~edr Batman asks. 
"Miss Kyte was last seen in the vicinity of the Solomon Wayne 

CourthOUSe." repr,es his farthful bo11er. 
"That's wtwe Two-face has been setting up camp." 
"let's hOP8 she is still in one p«e when you find her. Mr. Dent~ fascina­

tion with the number two COUICI proye fatal to Cstwoman." 
Batman tal<es a Hying leap off the lodge, d\18-boni)ing head frst toward 

the streets belOw at an aJam,'ng Sl)eed. At the last moment, he SP<eads his 
cape and swoops bad< up into the sky. Soaring smootl"ly thrOugh the night ai'. 
Batman spots the 00l.r1house in the far cf>StMce. He Nes his gappling gun to 
the nearest skyscrape, and uses the pUII from the re~ n:,pe to slingshot 

himself highar. 
It's Shocl«1g to see the Batman ,ve know from the mostly enclOsed PM>am 

Asyl.,m navigating open world cily streets. After al. an O\l8l'ly b<Oad, boring 
Gotham is exactly what the team wanted to avoid last tine around. In 1he sequel, 
inco<porsting Gotham in an exciting way is lhe ncmber one priority. -what we 
wanted to dO was glide through the Go1ham streets and fight crime. bot we 
wanted to do it in a way t1,a1 feels concentrated,· Hill says. "What ,ve wanted 10 
do in bui<lt',Q M<ham City was to create a place ,vi1!l t'1e same attention 10 detail 
that we boilt with Al1<ham Island - 10 create something where there's a story around 
&verY come<. Its not a big, err()ty. expansive world. we wanted some1hing with a real 

ncllneSS to It. We're trying to create the most detailed and rich city that haS eve< been 
realzed in a video game: 
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Crooked Court 
Batman drifts to the cour111ouse rooftop and 
sneaks through a wndow. tt's inmediately 
evident lhat Two,Faoo has made !his place his 
own. ~ ot the interior is an immaculate, Classic 
courtroom 1111'18 the other side has been trashed 
and burned. Cahvoman. bo<nd i> ropes, dan· 
gles '-l)side down cy;er a vat of acid while Two­
Face paces back and forth ft'pping his famou!Jly 
marred Silver dollar. A couple dozen irmates 
have oome to see the Show. 

"The Otfy wey to get by in this place is to get 
ourseill8s some respect," says Two-Face's more 
sensible side. all that remai>s of Janner dislrict 
attorney Harvey Dent. ·Foor. that's hOw we get 
tespect. Sh<:Av fhem a6 how we do things," 
replies his twisted and cisligured side in a notice­
oc/.y more sinister IIOice. -We Sho\Jd be fair. 
thOUgh. This is a place of ;,slice after an. Screw 
justk:e. KiN her and they'# all foor us. Bring out 
the delendant. • 

·You ee<1air'ly know hOW to keep a girl hang· 
ing, Harv.' Cahvoman says. 'Hey, have you had 
some wo,t< done?' 

T"o-Face strikes her aoross the face. 
·111ars for spying on us. No one spe,s on us: 
he threatens. 

·rm S<lf!Y. rve been a bad kitty." she teases. 
•uitie me and l'U make It"' to you.· 

·Lei's see ii the coin thriks you'1e telling the 
Wth,"' Two-Face snar1s. 1'his court is 1¥)1.v 

in session.ff 
As the cutscene oomes to a close. Batman 

scans the area 1"'11> his _tinged detective 
vision and notices a singlearmed~abOve 
his position. He grapples to a ptat1oon behind 
the enemy and, Instead of automatically~ 
from the ledge like before. Batman ro.v has the 
option to i>stantty flip up into a roll that mailtains 
his tonvard momentum. He pops out of the roll 
rigllt bellind the armed guard and initiates a 

chol<ehold. U<e Gears of ww·s reload rnechanic. 
players can now hit the attack button again at 
just the right time to llting down enemies faster. 

A wire stretches above the scene. and Batman 
creeps along It to get a better vantage point. 
He ocans the irmates and fnds one 1111th a 
knile;, need of disM-ning. Wrth a simple button 
press, Batman attaches his grapple hook to the 
wire, µnps off. and goes into a swing lock lhal 
knocks the guy across the room like a golf bal. 
Batman lands in the middle ot the audence. 
~al goons r\ll awey in terror. but plenty stick 
arOUnd fOr a beating. 

Batman vaults (N8f the dosest one. casu-
rAy spraying some 8Xl)losive gel on his back in 
the process (aJI gadgets now ptay a key role in 
oombaij. Two enemies swing at him in <µck 
suocession and Batman palms both fists. crush· 
ing th$< hands <11ti they're left 111rithing on the 
floor. As he wals a,vay on another foe, a new 
groop fills in behi>d him. Batman surrnons a 
ootony of bats to the scene to disorient and 
panic his attacl<e<s. Two-Face ties a pistol inter· 
mittently, lorcing Batman to pertonn a series of 
gymnastic dodges. Mer the bats have moved 
on. Batman P<.ts out a detonato, and hits the 
switch. The p,eviously placed gel blasts several 
enemies. The lasl ~vo irmates get despe<ate. 
One picks up a chair and chJcks hat Batman. 
.lJst when it's about to crack him in the head, 
Batman reaches"' and catches it. instantly 
throwing it back. One left. Batman simply tosses 
him in the 8K and frishes him with a swift kick 
lo the back that sends hm flying into a wal. 
Of cou-se. this fnsller is p<esented in glOrious 
slow motion. 

·Because we tett that the system fo, (Atf<ham 

Asylum! was wetl-rerned. 111e cfdl't ,vant to 
decoostn.,ct that and !)Lt It apar1 and make a 
oompletely differenl combat system. We ,vanted 
to build on ij," HII says. New elements like rrd· 
tiple simultaneous counters. gadget inco<f)O(a• 
tion. and projeCde counters are all ;, service to 
the ITUCh larger crowds Batman 111ill be fighting. 
'Basicaly, the idea ,vas to balance It so I'm 
roc;us;ng on the fP1S whO are neaiest to me 
beeause they can hit me. but there n>ght 8lsO be 
guys tM>I~ tnngs at me: HI explains. 'There 
can be guys with guns at the back. So I have to 
manage the whole crowd rather than everyone 
fumoling in front of me just waiting for me to 
hit them: 

Stay of Execution 
With att of his goons out of convrission. T1vo• 
Face makes one final play. •()l)jection." he 
seys before shooting Batman. ·OvemJled. • 

With this nuisance out of the ~lure, 
Two-Face tums to his p,ey. 'Heads o, tails. 
wt1ycarr 

'Which one ends with me getting out of 
here alive?" she asks. 

Two-Face lips the coin and the scarred 
side lands facing"'· ·Not this one. Time 
to die: 

·1 vote for a stey of execution.· 

continued on page 58 
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0 
continued from page 52 
Catwoman says as 500 daws the ropes off her wrist and slashes him in the face. 

Two-Face recoil$ in pain, Clutching tis "'J8S and cursing at her. Catwoman frees her legs 
and gets right side up. A grapplng hook r, es from out of novitillfe at Two-Face and soon 
enougll he's the one~ above the acid. 

·1 thought tt was orly cats whO had nine rtves: Catwoman (a.k.a. Seina Kyle) teases as 
Batman w~ into v'lN1, "N¥J('i() "'8< tell yoo that yoo're I\AI of su-prisesr 

"F1g11ed )'OU could use my~. Selina,· he reples. 
"You're right. I think I chipped a na.1 back there.· 
"F<.rnf." 
"So what do yoo need. Mr. Detective? I'm guessing ~'s something lo do with our friend 

here and how he fits into what Prof8SSO( Strange has got cooking." 
"What do yoo know, Selina?" 
"Not much. No one knows anythfll abool the myste,y man. It's ll<e he ,_ existed 

before Sharp hired him. But the<e is definitely somed1ing going on ~h him and Joker.· 
"That's not what I wanted 10 hear." 
·it gets wcrse. The CIOwn haS a plan to CfeSl,oy Gotham and take )'OU out at the 

same time. You should get out of here. Leave Joker. He'll be dead soon." 
·1 can·1. He's even more~ when backed in to a comer." 

As non cue, a glowing green laser dot treoes ~s wfX,/ up Ca~Y()f'n8f1·s snug yet tacti-
cal suit. Next we see her in the crosshairs and hear a familiar voice. "Twinkle, twinkle, 
little bat. Watch me kill yr,s favotite cat." Joker's disembodied voice tries 10 bust 
into his tradematl< rnaniacal la<Jghter but he's cut Short by a violent ClO<g-,ing l,t, a 
S\'Tll)tom of some mysterious l ness (see sidebar]. 

"The ex-district attorney here said somellling abou1 .. ." Catwoman says before 
Batman l)UIIS her out of the way of Joker's bullel. "What the hell?" 

"You're nol safe here, No one is." Batman warns as he presses her against 
awall. 

"Nine lives, remerroer?" Ca~voman quips as 500 cracks her wl'ip up into the 
rafters of the ccurthOUse, Pl.ls helSEllf up. and sneaks off into the ~t. 

Crime And Punishment 
The next step is to trace the sniper ShOt back to ~s soo-ce. Batman activates 
detective vision and Inds the bt.lel lodged in the lloo<. He lool<s up and 
spots where~ enteroo the window and is alJle to trace the ShOt to a far off 
10,ver. ·we have more <Xlfl'4)1ica.ted crime S<:$18$ than in the lirst game,· 
HI assu-es. "As \'OU go tlYOU!#l tt gets mere in depth and oompllcated. 
and we actualy have puZ2les based around the forensics as 1\/811. • 

He Climbs out the windO\v he came in and hears a I\JCkus down below 
as a goop of thugS gathered alOUnd the front door entreats Batman to 
oome out and fight them. Ignoring them, he Pl.ls out the l ne launcher, 
a gadgel he didn't have access 1011\lil late in the game las1 trne. and 
uses it to zip to,vard the t0\\/81'. 

"When yoo're doing a sequel to a game Ike this. what we d'rdn't 
want to do IS have the same sort of ,wade path." Hill says. "We're 
going 10 start )'OU w'~h a number of the key gadgets that yoo earned 
when )'OU played through the first game. And also we·re going 10 
upgrade al of ttlose gadgets." 

Along the 'V"'I• Batman hears a group of inmates bea.t,,g on 
someone and oomes to a halt on the line. He swings up to perch 
on the wie and tnooe,s a zoomed in first-peroon vrew. Batman 
no,v haS acoess 10 a cnninal database that ~acks a1 of the 
major villains and !heir followers in the city. Since this ties in with 
detective vision. one of the instigators g,:,,,,s bfi!t,t green to 
indicate his allegiance w~h the Rid<ler. 

Batman dive·bOmbS off the wire stra~ llto the asphalt 
streets. and tis impact pushes -vone back. lJsfll the 
visual fitter, Batman is able to beat uP the inmates while t,ylng 
10 a,,,oid hitting the Rid<ler's man. Once eve,yone is dOwn he 
grabs the final l)fiSOnef by the neck for an interrogation. 

"Riddler - what's he UP to?" Batman demands. 
"Oh c,ap, okfX,/. okay! I jUSI help h'm out," the inmate 

pleads. "There's a bunch of us. We gve him info and he 
doesn1 pUt us in those Cf31:f machines of his." 

"It's been a pleasure: Batman go,.ts before knocking 
the i1formant out. 

This new interrogation system replaces the Ridder 
maps from the first game that mar1<8d all of the trophy 
locations in a oertain area. "We're de/,n~ely adding 
more deplh to Riddler's experience.· Ha says. "The 

continued on page 58 





continued from page 5B 
trophies 8100n<I lhe WOl1d ere nol going 10 be as eas-t 
10 get as they W<!f8 lasl lim8. The<e are going to be 
lillte pUU les IO gel 10 lhem." 

A glOwing green QUeSlion marl< beCkOnS Batman 
from a nearoy roolloP. but as soon as he gets <:IOse to 
ii a mechanical trap encases it. When he bacl<s off. It 
opens aga.,, Batma,, pUIIS OU1 lhe Bal Claw and fwes It 
at lhe trophy, which latches on and puls it toward hill. 
While 1his is a simple example from eal1y iT the game, 
Rocl<Steady promises lriekier pUZZles and other helpful 
functioos of lhe Bal Claw's new fetching mechanic. 
Conti~ on. Batman hears a payphone ringing on 

lhe WOOis below wilh a group of prisoners huddled 
around ii. They speak of the Ulball tegend that has 
gone arotm At1<ham City where anyone who answers 
a payphone swPOG8(1y ends up dead. Batman 
liSlens 10 them 811 daring ead'I Other "10 picking it 
up unti he's had en<)t.lgl and jumps down neart)y. 
Pla)lll's can now use a new 1aun1 button to scare off 
less courageous enemies. 

·vou·re 811 go;ng down." Batman threatens. 
"It's Batman! Get OU1 of here!. a prisoner Shouts. 

Everyone scrams wi1hout a fighl and Batman strolls 
up 10 Iha slil ~ phone. He pickS uP-

·He11o. Batman. ex, you ,ooognize my vooer 
•Zsas:z." he replies. 
This selial killer made frt,/ a brief appearanoe in the 

first game threatening 10 etectrocu1e an asylum guan:I. 
This time around he'll have a long form sioo-rnssion 
lhat piayefs can cf<g into. 'We have a nunt,e, of 
1hese stOries, which are linked 10 key characters and 
!he< Slories within Al1<hMl aty, • Hiff says. ·vou obvi· 
ously have Iha main Slory lhat n.ns throug,. but you 
have lhese paralel side Slories. If you want to jlll'I) in 
and fro oo18l)OU1 lhOse, they're optional bu1 they're 
al really woohwtile." 

His Girl Harley 
Mer his d'lal 1vi1h Zsas:z, Batman follows lhe sniper 
bullet trajectory to a church bel tower. A smal group 
of new armored enemies blOCk lhe entrance. These 
guys can bloCk moSI normal attacks, so Batman has 
IOUS8hiscape~toslunlhemfirst. Thisopens 
them uP to a,..,.. QJlck and brutal anack called a 
beat down. Basicaly Batman unteeShes a rapid lltny 
ol painful•~ Pt,nChes lhat'I knock OUI moSI 
"""enemy Whether he's wearing protection or not. 
Mer d,spatch,ng the guard$, Batman sr.eaf<s into 1he 
Cluch and hears a famiiar \/008. 

·Coming through, 13-man!" shOU1s Harley Quinn 
as she~ 1owardS hinl with a series of 

han<lspMgs and fliPS. Muct, ll<e the laSI time Jokers 
girt 1ried this in At1<ham Asylum, BalmM sidesteps her 
attack and tosses her aside. 

·t.et the lady go, balfreal<. or the doctors 811 get a 
bullet in lhe head,· wams one of sever~ machinegun· 
IOling Joker members. The Cluch has become a 
makeshilt triage center lhal t,,manitarian aid won<ers 
haY8 oonvinced Strange to ~low within the prison. 

"I think you shoold do what he says. It 1~ be a 
shame to gel blood al c:Ner my nice new ouffit." she 
says. Instead of a n.xse OU1f4, Harley now wears red 
and black pants and a mat~ rridriff·bamg loP, 
Her face pain! has been scaled back lo a rruch more 
subUe degree and now she has a Joker 1anoo on one 
of her hips peeking OU1 over her waistband, Sl1e cildes 
around BatmM wnle explaining lhat she's keeping 
him away trom Joker OJe to his Hlness. Harl8y appar­
ently kidnapped a doctor to help him out, but she was 
unable to diagnose the problem. Rocksteady notes 
that this face-to-face encounter with Harley is part of 
a wider phi!osophy to bring Batman closer to the vil­
laiis more often this lime around withOU1 puttng 1hem 
behind some kind of proteclive P1exig1as or metal bars. 

Harley sf PS OU1 of the Cluch. leaW>g the goons 
with guns to - with Batman. M arrt time players 
00<.id go after 1hese enemies. bu1 Rocl<Steady has pu1 
several Ines of dialogue in for those whO want to just 
Sland !here and I.s1en 101hese knuCl<leheadS try to 
figl.fe OU1 what 10 do next. 

"Keep It together. He's ours. What's he gonna do?" 
one says. 

"Good pool. I mean. it's no! like he's got a reputation 



for bleaking free of ttaps and smastmg peo­
ple'$ faces. a, no. that's rifllt. That's exactty 
what he does." retorts another. 

Alter ll'<JCh debate they all decide to Shoot 
on the count ol three. but by that point 
Batman has already ttvown down one of his naw 
smoke pellets and grappled out of the situation. 
The enemies scatter UYoughOut the cluch in 
panic. Batman maneuvers CNe< to a ledge and 
notioes an enemy S1andng drectly l,llde, him 
with the heiP ol his detective Yisi:ln. Wt11\ a single 
button p,ess Batman dangles himself CNe< the 
edge and chokes out the foe with his legs. Next 
he creeps ab19 at g,O<ffl level behiro two thugs 
and smashes their heads together lor a dOuble 
takedown. The final target has taken a cloctor 
hOslage hside a oonfessional booth. Battnan 
maneuvers behind the bOolh and takes advM­
tage of the new weak wall system by bLrsti'lg 
through like KOOl·Aid Man and S<bdung the crim­
inal. Wt11\ the dOCtors r,:y.,, safe, Batman ascends 
lhebeltOYlef. 

Bombs Over Gotham 
Batman ptAs hlnself up into !he highest chamber, 
which contains a sriper rifle with a transmi1ter 
attached and a targe stockpie of clown-themed 

explosil,es. Instead of~ the hel out of there 
ll<e a rational person, Batman PtAls out a naw 
gadget called the broadcast analyzer 10 track 
the location of Joke<'s transrrissions. -You can 
use ~ to scan around different broadcasts,· HI 
says. ·Toars the 00'0 cisPatch. 1 can also 
l\6le into Gotham FM. There are lots of secrets 
here for plaie,s to find. Lots ol mystery broad· 
casts that will lead you to different aroos if you 
search around." 

Once Battnan gets a lock on Joker's signal, a 
statJc.lacoo message plays out. ·rve waited a 
1011g lime lor tis, Bats. Let's start the PMY with a 
bang. Hahahahahal 5, 4, 3 .. ." 

The<e's no line to climb back down the 
tow<!<. Wah the quick p,ess ol a button. Batman 
smashes 1IVougl the nearest wndow and the 
camera cuts oo,side to the Al1<ham City skyline. 
Hs dart< silhOuette narrOW1y escapes the violent 
tOYlef explosion. Pk.mnetilg to the ground 
below, Batman spreads his cape and soa<s 
upwatd towards the screen, envefol)ing """Y· 
tHng in blacknesS, ♦ 











Extra Credit 
t,,; you play through the 

numerous moc,es or HalO: 
Reach, you earn cre<ils and 

an -al rank. These crooits 
allOW you to alter )'OUr 

characte, in Ille armcxy wilh 
various c:osmeti: customiza. 

tiOnS. and~ ooo some 
goofy effects to your Sj)ar1an. 

f3m enough credits. and 
you CM surround yoorsetl 

wr1h stink Clouds or lightning 
bol1s. Of even have hearts 

and confetti emanate lrom 
)'OUr char.1c1". vou·q earn 
credtts lor !he campaign, 
Rreligh~ and C001petitive 

m~.and Bungie wil 
also be introducing daily 

challenges to the mix. These 
CM reature a variety 01 

olljectives across the b<Wd, 
and aren't confined 10 one 
~mode.One day 

you may be earning crooits 
!or beatrg a 1]011i::ular level 

l)y)'OUrsetlonlegerdaty 
<iffi::ulty. - the next day 
you could be stiooong lo< a 

tatgel score in Fi'ef'!111 wilh 
a specif,c selection o1 SlwllS 
turned on. These challenges 

win net yoo around 500 
to 1,000 creclits daily, lltJ1 

some -Y challenges v.il 
ral<e in between 2,000 and 

5,000credits. 

NE:!I~ 
BATTLEGROUNDS 

Each entry in the Halo series 
features a diverse set of 
maps, mixing brand-new 

areas with reworked versions 
of previous batttegrounds. 
Reach will be no different, 

and Bungie recently showed 

off three of the new maps 
where players can look for­

ward to creating carnage. 

Zealot 
This purple-hued symmetrical area is reminiscen1 al Midship 
from Halo 2. and features f\\18 man cannons. Two of its stories 
are indOorS, and tts roof is a giant Shield. While this shield 
keeps bulets and grenades from escaping the structure, 
~ can man cannon 0< jetpack straight UYough it. Onoe 
they've broken the barrie<. they'I fild themSelves in space, 
corr¥Jlete with low gravity. 



This map works as a pe,tec1 Sholvcase for a,_~ type called lnvaSion. In this 
Objective-based mode. Spartans storm a hi towaro a massive Cownant-~ied 
towar. The flSI two sect<lnS of Invasion flroction like Territories. w~ the invading team 
atte<r'j)ting 10 gain ground. Once IWO areas are taken c,,e,;, 1t·s uP 10 the Spa,1ans 
to ascend the tower. steal the enemy power core. and rush It to the nearby helipad 
to make lher escape. Ifs esseotialy a wild 10011 of sirgl&-flag CTF, and the avmable 
Falcons and Banshees ensure intense action on the ground and in the ar. 

Reflection 
lvay Tower was a popular map in Halo 2. and Ws bewlg reborn 
with a new style for Reach. Rellectlon eschews the Old OOSlhetic 
in favor of a Zen garden-Ike atmoophere. complete with peaoeful 
loultains and koi ponds. Players wiD have access to three man 
cannons as they trave,se tl>s wooded environment. 
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W 
hen Nintendo first announced the Wii and declared a new age in motion-based 

gaming, it was met w1th healthy skepticism from journalists and the public alike. 
But once consumers got their hands on the new hardware and began buying the 

console in massive quantities, it proved (for better or worse) that motion controls 
and casual gamers have a significant role to play in our industry. 

Today, Sony's Move is met with equal, if not greater, skepticism. With Nintendo Wii's dominating 
install base and Microsoft's ambitious Kinect peripheral launching on a similar timeline as Move, how 
does Sony plan to carve out a name for itself? The answer is simple: By combining the strengths of 

its competitors, while trying to avoid all of their flaws. After spending a full day with a final version 
of the new hardware and some of Move's launch titles, we walked away with a good understanding 

of what makes Sony's motion controller intriguing, and what potential pitfalls lie ahead. 
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.:-;i.,,r . 
. ~ the design of Nintendo's Wil remote is appeal· 

, ing ~ t/!€ eye. i1s straight lines and square face don't 
conform lo your hand the way a controller should. The 

, Move might riot be a sexy piece of hatdware, but from 
,: , the moment we picked the controller up, It felt natural 

',: to holg •'!fl point at the screen. The Move controller is 
; , also lighter }han a Wii remote and feels more durable'-

• - j!thoOgll yoo"II still want to wear the wrist strap 10 avoi:f 
:.IS.= throwing tt·across the room. 

Anotheqiroolern often cited agai>st the Wii remote 
i$. lis button layo\Jf, and'lt appears Sony learned from 
the comf}etition. Your thumb rests naturally on the 
conlrolle<'s Move button (ak.a. the big button in the 
mlddle). The other four face buttons are wilhin easy 
reach and, don'r require looking al lhe controller to 
press. The J)reSSUre!setlSitive trigger is a step up from 
the Dua!Shock"s stubby trigg8(S, and performs well in 
games' with ,shooting mechanics. Only the start and 
select buttons. which have been placed on the sides 
of the controller, requi,e any sort of contortion to press 
(start Is on lhe right. makjng It especially diff,cull to hh 
tor .southpaw$), The upside, however, is that there's 
liltle.ris~ of acciqenlally p,essing them ruing gesture• 
based games. !'laying roger Woods PGA Tour 11 feels 

-:. R'luch .more nankl with Move, even ttlough h shares 
the kme mechaslcs as the Wii '1ersion .. 

·;,_ - The most lmPO<!iin1 feature of Move is lhe brightly 
)t' ball on top of 1l)e con1roller. It might look like a 
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children's toy, but this bal gives Move its impc"essive 
accuracy, The PlayStation Eye camera tracl<s the ball 
in l'f!.UCh the 5ame way as the Wii's infrared sensor 
does, onty it's omni-directional, meaning you don't 
have to poin1 the oonlrcller a1 lhe screen in O<der for 
the software to recognize its p)Sition. For example, in 
Sports Champions' archery event, the player reaches 
over his 0t her shoulder to P<Jfl out an a,row from the 
character's quiver. The game accurately aligns the 
asrow based on your movements. because the glow• 
Ing ball remains visible regardless of the poshion or 
angle of your hand, Such a feat would be impossible 
with the Wi 's directional IR sensor - it would have to 
rely on data from the six•axis sensors to emulate the 
movement. and MotionPlus couldn't be sure abOut 
yoor exact position. 

The b<Jfb's illumination makes • far more reliable than 
the Wii remote as well - the Eye camera can detect the 
background cofor of your room and assign a contrast­
ing color, ensuring solid recognition. The inltial feeling of 
foclishness we had while playing games with glowing 
controllers subsided when we realized that Sony chose 
function over form when designing Move - SOOl8thing 
any avid gamer Shoolcl app,eciate. 

TI IE PLAY TEST 
You may have guessed from Sony's track racO<d with 
conlrollers that Move is a solid piece of hardware. 

What you can't tell is how it performs. It was only 
When we got extensive hands-on lime wtth several of 
Move's launch titles that we began to see the abilities 
of the new tech. • 

We were particularly imp,essed by Move's ability to 
recognize and accurately emulate our actions. Initial 
setup is important - make st.-e the ed98 of yotJt table 
0t lelevision 1sn·I obstructing the Eye eamera·s view. 
Many games also require an initial controller calibra· 
tion. After following these simple onSC<een directions, 
most games perionned flawlessly. I spent a few min• 
utes before Sports Champions' disc golf event just 
swinging the disc around, and my character's hand 
always held • aI the correct orientation no matter how 
quickly I moved. In the ping pcng event. the game 
never confused Whether I was holding my paddle to 
the left 0t the right - you can even hold the paddle 
upside down like a p,o. This Is possible because the 
game isn't just track~ motion; it has a constant fix on 
your position and orientation as well. 

Thanks to the pre-existing abilttles of the Eye 
camera, titles can even incorporate basic head 
tracking into gameplay. The Fight: Lights Out uses 
this abilay (whtch was 1ur~ oft during our demo), 
allOwing the game to not only emulate the position 
of your hands. but your entire upper body. Unlike 
Wii Sports' box1ng event, The Fight determinoo the 
arnoun1 of damage your P<Jnches inflict baSed on the 



A)pf A /Jii CIPhG 
When Sony debuted a prototype of Move at last yeat's EJ, many gamers dismissed it as an attempt to cash in on Nin• 
tendo's success in motion-based gaming. However, the development of Mo•,e goes ba<:k much further than people realize. 
Sony began experimenting with tracking colored spheres as ear1y as 2001, before the release of the original Eye Toy for 
the PS2. The earliest prototype was simply a ball on stick, but Sony couldn't solve color recognition problems created by 
inconsistent lighting. Around 2004/2005 the company began experimenting with gk)wing spheres. but were limited to one 
color - if a player's lights or walls used a similar shade. the camera still couldn't detect it Three yea.rs ago, the LEDs used 
in Move became cheaper, allowing for a device that can change colors on the fly and accommodate aU different lighting 
situations. Although Move features many similar abilities to the Wii remote, many of 1118 parts - such as ttle six-axis sen­
sors and rumble components - were taken directty trom the OualShock. 

actual speed of your punches - swing harde< and your 
enemy w~I hn the ground quicker. My li'st apathetic 
attempts at fighting resulted in my onscreen character 
drunkenly swinging his arms as ff he had already gone 
twelve rounds against a ~ht. It was only after 
some playful goading by the PR rep that t put some 
effort into my swings and transformed my fightet into 
a semi-respectable opponent. Games like The Fight 
would be difficult to play if Move's response time was 
sluggish, but we saw little to no lag in the games we 
played, eliminating the painful delay between swiping a 
swo<d or throwing a porch wnh a controller and waiting 
for your virtual avatar to follow Uvough. 

Move's imp(8SSive recognition and quCk response 
time result in a greater level of precision than we·ve 
previously seen from motton•based gaming. In 
Tumble, players mru,il)<Jlate stacks of blocks similar 
to Wii's Boom Bio,. The key difference (beSides the 
lack of cute animaJ characters), is that Tumble works 
in all three dimensions simultaneousty: Stacking up 
blocks is simply a matter of reaching out and placing 

them like you would in real fde. It's ru, overly simple 
concept, but the novelty of having you, movements 
recreated on screen makes it entertaining - for a while. 
at least. 

Not all games use Move in such a fluid, non-chOreo­
graphed way. Others use Move·s six-axis sensors to 
translate simple gestures into gameplay. It's a tech• 
n.Que we've au seen before, and launch tlt5es like TV 
Superstars will do little to convince gamers to shell 
out more money on new peripherals. However, the 
Move-.enabled vel'Sion of Heavy Rain proves the value 
of such gaming experiences. It translates the controller 
movements of the original version into natural gestures 
that correspond to the onscreen action, such as rais• 
ing your hand and reaching out to knock on a door. 
or shaking your hand to prime an inhaler. While these 
eve,yday tasks may sound mundane, a scene like the 
fight between Scott Sllelby and a man harassing a 
prostitute is transformed into an intense. chaotic, and 
more immetsive experience than befOfe. 

In addition to mo1ion-based controls, many Wii 
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One of the more amusing demos Sony engineer Anton Mikhailov showed us was a first-person simulation of a day in the life of a 
chameleon. Using two Move controllers, the player takes control of the chameleon's front feet to grab and pull himself along the 
branches of a tree. The controJs were amazingly responsive, and the pressure sensitive triggers gave Mikhailov fut! articulation of 
the chamelcon'S claws. Mikhailo•, admitted the demo didn't have a lot of practical use, but was inspired by his time working in a 
pet store. "Hopefully, someday a developer will have the courage to make a chameleon simulator," he joked. Whether or not the 
world is ready to step into the skin of a cokl·blooded reptile, the demo was a good example of how Move can accurately translate 
your harKts into a virtual space. 

games use the console's remote as a pointer. Sony 
made wre !his was po,;sible with Move as well, but 
once again the addttion of the Eye camera creates 
a more robust and reliable experience. Because the 
Move's ball Is always brightly Illuminated, lightgun 
games like Time Crisis: Razing Storm don't suffer 
from jittery cursors like many Wii games. Additionally, 
Move's aiming mechanC uses a combination ot posi­
tion (determined by the Eye camera tracking the balO 
and angle (determined by the six-axis sensors inside 
the controller) to asce<tain where the player is point• 
ing, and can therefore accommodate a greater variety 
of movement For example', The Shoot incorporates 
dodging incoming missiles by moving the entire con­
trOller to the left or the right of the ween. However, 
you can simultaneously aim at the oppos~e side of the 
screen by angling your controller in that direction. This 
type of functionality is not possible on the Wii. 

Ultimately, Move·s hal(!ware performed better than 
we expected. The only potential stumbling bk>c-k is the 
navigation conhol5er. The tech is sol.ct - the controller 
feels good and the buttons and analog stiek func­
tion admrably-but we only saw two games that use 
the extra controller. and it's not included in any of the 
Move bundles, further divkling what may already be 
a small install base. The smaller the install base, the 
riskier it is for developera to require the navigation con­
trOller for their game. Although the OoalShock can be 
used as an alternative to the navigation controller, the 
button layout doesn't translate perfectly between the 
two peripherals (especially for left-handed players). 

Move's tech is above board, bu! a peripheral is only 
as strong as the software that utmzes it. You'll have 
to wait until next issue to read our reviews for Move's 
launch titles. After trying out several @es eMy, we 
can say that they dutifully provide a glimpse at the 
1)0$$ibiltties and variety offered by Move, but probably 



won't offer the depth veteran gamers want to see. 

BEA TING TI-IE WII AT ITS OWN CAME 
In an attempt to one-up the standard Wii pricing, all 
first party Move games will retail for $40. Howeve<. 
despite the bargain pricing, most of the games we 
played offered more entertainment than similar titles 
f0< the Wii. Sports Champions features six events 
(archery, disc golf, ping pong, booce ball, vOlley ball, 
and gladiat"' fighting), each with its own courses and 
variations on gameplay. The Fight: Lights Out features 
a full career mode, a cinema mode to save and edtt 
replays of yo.x fights, and detailed stats f()( how many 
calories you've burned while playing. It also doesn't 
hurt that these games feature better graphics than the 
best Wii game thanks to the extra processing power of 
the PS3 and tts HD capabilities - possibly the biggest 
reason Nintendo fans have to be jealous. 

Another entertaining addition to Move's launch 
lineup are games that feature augmented realrty. Start 
The Party contains ove< 20 minigames that display 
live video of you via the Eye camera and insert digltal 
objects into the action. For example, a painting game 
requires you to fill in random shapes with drfferent 
colored paints. When the game begins, your Move 
controller automatically morphs into a paintbrush on 
the screen; you can rotate it or hold it at any angle 
and the digltal paintbrush will stay in alignment wtth 
yo.x hand without any lag. Drips of paint wWI fall off 
periodically as you make b<oad brush strol<es. color­
ing in the highlighted area. It's a cool effect that could 
hopefully lead to m0<e immersive gaming mechanics 
in the future. 

WI-IL\ T A l3OLIT TI IE HAROCORE? 
Although we had fun with some of Move's launch 
titles, we couldn't help but notice the lack of more 
tradltional games at the event. While Sony debuted 
a Move-enabled demo of SOCOM 4 at E3 that fea­
tured contextual, gesture-based stealth melee kills 
and three different aiming configurations, the demo 
was pulled from the Move event at the last minute as 
Zipper Interactive continues to tweak the game's f0<• 
mula. Ubisoft's RTS R.U.S.E. was also a no•sllow, and 
we didn't see any tttles that suggested the depth of an 
RPG or the production values of a triple-A action title. 
The only games to point at the potential of Move were 

the af0<ementioned Heavy Rain demo and an updated 
VOtSion of Resident Evil 5: Gold Edition. 

RE 5 gave us o,x first chance to see how the naviga­
tion controller petformed. and although tt look awhile 
to get used to, the control scheme wO<ked well. You 
use the anatog stick to walk and to move the camera 
Vlhen stationary. The Move controtler is then used fOf 
aiming, allowing you to quickly line up headshots with 
your reticle. I prefer this method to games that employ 
a dead zone for aiming and tUrning, but RE 5 is a spe­
cial case because you don't walk al)d shoot at the 
same time. How other Shooters will inc0<porate Move 
remains to be seen. 

While tradltional games remain a question mark, the 
most entertaining Move titles use the controuer in new 
ways. One shining example (no pun intended) was 
Echochrome II, which uses the Move controller like 
a flashlight to distort shadows for an adventurous sil• 
houette to traverse. The game didn't appear to have 
a lot of depth, but It was refreshing to wrap my head 
around a new game mechanic I had nevec-seen bef()(e. 
Surprisingly, Sorcery - which many gamers considered 
the most impressive Move tttle debuted so f8i - was 
not shown, and Sony isn1 listing tt as one of the games 
being released this holiday season. 

MOVING FORWARD 
After playing and seeing Move titles f0< a fun day, the 
most promising examples we saw of the Move's capa­
bilities won't be available at faunch. These were tech 
demos created specttically to show off what's possible 
with the new hardware. The majO<'rty were created by 
Anton Mikhailov. a software engineer in Sony's A&D 
department, Who demoed them to us as he explained 
what differentiates Move from the competition. 

As he spoke, it became clear that Mikhailov·s main 
interest in the Move is its ability to realistic-aHy recreate 
the playE<'s hands in 3D space by using twO Move con• 
trollers in tandem. Using the analog triggers to adjust 
the amount of grip he was applying, Mikhailov effort• 
lessly built structures out of Lego blocks, manipulated 
swirfing fire balls with his hands and launched them 
into space. and penned his own football plays like an 
NFL coach. Many of his demos suggested possible 
uses outside of gaming, such as pulling out the fea­
tures of a sculpted head to create a custom character 
f0< an RPG (kiss those cumbersome sliders goodbye), 

0< crafting his own sword as he twirled it around ru)d 
tool< a few practice swings to see hoW It IOoked. We 
walked away with a greater understanding of the vari­
ety of ways Move can be used. but the demos weren't 
made f0< us: they were all created for developers. 

Sony has been criticized in the past f"' creating 
hardware that's difficult to program for. but for Move 
the company is creating new tech demos based on 
requeSlS from intereSled developers. A studio may not 
want to spend a month doing R&D to see rt inc"'P"'St­
ing Move is wo<th it for their title. Instead, Mikhailov 
creates a demo f0< them based on the~ requirements 
in a fraction of the time. Zipper Interactive reportedly 
had SOCOM 4 up and ruming with Move controls in 
just two weeks thanks 10 this partnership. As an added 
bonus, Mikhailov believes Move will lead to more devel­
opers utilizing the Eye camera in thei" games - with 
or without motion controls - thanks to the Inevitable 
increase in the periplleral's inSlall base. 

How consumers will react to Move is something 
we'll have to watt to see. but Sony appears to have a 
leg up on the competition. Move outperf0<ms the Wii 
remote (even wtt~ MotionPfus) thanks to the addttional 
input received from the Eye camera and the control· 
Ier·s omni-directional glowing ball. Move also seems 
to stack up well against Kineet. Mhough Move can't 
do full skeletal tracking like Mterosoft's camera. by 
using two Move controllers and head tracking, Move 
can faithfully recreate most upper body movements 
the player petfoons. More importantly, Move can offer 
a far greater amcunt of p,ecision than Kinect thanks 
to the controller~s sensors. It can also provide tactile 
feedback a camera-only system cannot. These facts 
point to an advantage for Move, but f0< non•casual 
gamers It's a little disconcerting that we haven't seen 
more robust gaming experiences. The real test will be 
What second-generation games developers can create 
when they become more acquainted with the hard· 
ware, and Whethe< the casual market is willing to pay 
more money f0< better technology. In the meantime, 
check back next issue for reviews of Move's first roond 
oftttles. ♦ 
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» Platform 
PlayS1ation 3 

Xbox 360 

» Style 
I or 2-Player Radng 

(&-Ptoyer Online) 

» Pablbher 
Codemasters 

» De-eloper 
Codemasters 

,. Release 
2011 

Dirt 3 
Codemasters' racer hits the big time 

D irt 2·s cweer mode was built arot.nd the 
p,emise that you were an '4)-and-coming 
rooer breal<ing into off-road raeing ancl al 

its different discipliles. Dirt 3 continues where 
the last game left off, and in that seose it m.rrors 
where cleve!oper Codemasters' racng franchise 
stands in real life. Dirt 2 br<J<g'lt the series to the 
forefront, turring jt from a niche racer into the 
kJnd of franchise that~ coukl enjoy. Dirt 
3 IOOl<s to build off that momentum ano let you 
experience rrte as an action sports racing star. 

-in Dirt 2, winning the X Games may have felt 
like you ha(I reache<I the top of yw; career, -
explans Matt Horsman, chiel game clesigner. 
·au, in reality there Is so rroch more to being an 
octioo spor1S athlete. We spoke a great Oeal with 
Ken Block aboul his aspirations in 1ae ancl how 
he plans oot his calenclar, and we have triecl to 
em<Jate this as Olosely as possible. - In Dirt 3 you 
swt out wtth a business manager ancl fanbase 
oonst.ltant. The pair helps steer your car­
throogh lour years of conwtnil,e racing 811<l<lts 

ancl sponsor-based chalenges. These incli(lo 

the amazing gymkhana 81180ts that have helpecJ 
make Olivers 11<e Ken Block a sensation (see 
siclebar for more). as wel as other one-off fan. 
tastic feats like Tra\f\S Pastranat rocord~sotting 
269-foot rally car µnp. Horsman says these 
replay- events wi l -911,e the player a chance 
to let the< hair down ancl clo something other 
than just corroete for first p1ace: 

Because you·,e alrea(ly at the top of yw; 
game, Dirt 3's car progession isn't about buying 
and t1:>9rading 8Q(ipmont to make you co,roeti• 
tive, but rather abOut taking your pick of the rides 
macle available UY0<q1 sqw,g with specific 
racing teams. Althoogh the game ctops Dirt 2~ 
conversion kits, you ()rive the same typeS of cars 
in varying disciplines via the use of <iflerent chas­
sis. The game fean.es the biggest roster al cars 
in lhe series to date. inctu(ling selections from 50 
years of rally racing. 

Clrt 3 packs in more events. races. and tracks 
than Dirt 2. i;,l<Js a bmgs back a hJI RaJy World 

Tour schedtJe complete wijh fM> stages of racing 
at each location. Places like Noiway make use of 
the game·s ctynamic weather system, ,vt,;ch P<O· 
CM:eS different vreather ooncfitions as you race. 
The aoc,.m.Aating snow will change how yc,.x 
cat han<les as you drive. The game also features 
a day-to-night cycle. a(l(lj-g further variety to the 
expenence. 

The onlhe features also contrue to evolve. 
rn Dirt 3. you CM reooro and Shae race viOeos 
al yc,.x p,ouclest moments ancl embarrass-
ing crashes \Ila a Yoo Tube upload. Multiptayer 
expands eourtesy of spfrt-scraen of11ine play (Y;(J( 

multiple racing <flSdpi>es (nclud'ng gymkhana 
events) and pass-the-oontroller pa,ty play. 

With al kinds of new tracks and racing <flSCi­
plnes. sponsor obligations. and the return of full­
on rally racing. Dirt 3 IOOl<s to spare no expense 
in pvning the work! of off-road racing at your 
feet • Matthew Kato 



These racmg events use obstactcs like cones or oven dangerous real-world 
props a.rtanged into time-based ~ 1ha1 demand ag1.1;ry, split .. se<:Ond tltn• 
mg. and• good amount ol dnJI sJ<ilL DC Shoos oo-loondor Md mulo-dlsclpunc 
ma,..erick Ken BJodt has earned VouTube notOllety for hl$ senes ol gymkhana 
runs m a rally car. Perform a You1\lbc search for ·Ken B10Ck· and propa.rc lO 
be floored. The sequence above wa, tal<en liom bJs Gymkhooa TWo Pro,ea 
t.nfOO)CtClal Vide<>. 
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"' 
Star Wars: The Force Unleashed II 
Starkiller has new tricks up his sleeve for the sequel 

T he or',ginal Force Unleashe<l intrOOJCe<f us 
10 Slan<iler, Danh Vader's secrel app<en· 
lice. who in the ood sacrificed nmself to 

prese,ve tl1e Rebel AJl'anoe and protect its lead· 
ers. In IOof<ing at ioeas fOf the sequel, lhe team 
at lucasArts realized lhey were in a tough spot. 
Though he may have died at the hands ol the 
Empe,Of. writer and executive producer Haden 
Blacl<man tells us, -starl<ller still has a lot ol lffe 
left in him.'" 

The Fo,oe UnleaShed II kicks olf w'rth the Star 
wars sq,alure text crawl explanng the lledgling 
Rebel Alliance Is (as always) on tl1e IUl fr()(n 
Darth Vac:ler. The game then transitions to a clon­
r,g facilly hidden on lhe plane! Kamino. Here 
Yac:ler rewals tl1e new Stan<iller is a clone (0< so 
he says) created with the ONA of the ori9'nal. 
The Starl<iller clone Is plagued by memo<ies 
of his prec:lecessO<'s past, ncfuc:ling images of 
tis bel<Wed J\llo Ec(pse. Aware of this, Vader 
decla'es this clone to be c:leleclive. The O<rtraged 
Starl<ille< lashes 001 al Yacler and leaves the 
SC(ln8, beoOfning a rugi\ille in the prooess. 

As we jump into the QMl8 demo. a fleeing 
Starl<ille< mal<es his way across the clat1<. rainy 

Kamin<>. 13""9 oo,,n Imperials along the way 
in one of the game's many -1\Jl for your lffe 
moments- ,-mere the O<rtcast Jecli's best hope is 
10 reveat in the face of 0\/81\vllelming oc:lc:IS. The 
fugitive is CIJal•wielding ~sabers, which allowS 
him to attack m0<e qu,cl<ly and gives !he COfTilat 
a m0<e s!yized visual Har. Ripping StOfmtroopers 
10 Shreds never loOked so gooc:1. As in the first 
game. oolectible lightsabef c,ystalS. inckiding 
the POl)<Aar black crystal. can augment your 

~ - to make them more lon'nic:lable. 
in ac:ld~ion to his melee prowess, St811<ille< 

has a runbe< of impressill8 new F0<oe abil~ies. 
ncfuc:l;ng a Jedi mind trick that causes enem',es 
to att<lfll)! suicide. Weak-minded StOfmtroopers 
wil ;..,,p off the ,-est bridge, leap out ol win• 
dows. stand in tont ol turrets, O< wal< into clan· 
gerous f0<oe fields. Another devaslating power, 
F0<oe fl.I)', is a !imec:I abii!y that enhances al 
of Starl<lle<'s F0<oe abi~ies. How enhal1Cec:l a'e 
!heOO powers? Think abOu! crusti<1g an AT-ST 
with your mind. If you make quick wOfl< of your 
OPponents. you can cvt the fu,y Short to pr&­
se,,,e some of the Fo«:e energy for later use. 

Though the Foroe Unleashe<l prOYed POPU· 

lar with gamers, ft wasn't without fts ftaws. To 
ac:ldress one chief oonoem ~ game,s, 
LucasMs is irrc,roving the />J to give each enemy 
type a c:l'ISlincl set of behaviors. Spamming Foroe 
powers isn't enough this time arOUnd: players 
must think strategicaly to make the best use 
of U-.eir r8S()OJ(C8S and find enemy weak spo1s. 
Flying Jumptroopers, for instance, ate m0<e 
susceptible to F0<ce lightni-,g. Shoot a lew bolts 
their way and watcn as their jetpacks hilariously 
malfunction. We alSO saw a lo«nidallle walker 
eqlipped w~h a sh'elcl and Carbonite woopon 
that r~es tl1e use of FOfoe powers 10 remo,,e 
the sHelc:I befO<e the mechan;caf rmnster wl 
take damage. Environments also play a bigger 
role in lights. as you can use )'Olr Force powers 
to pick up enemies and throw them in to a lne of 
caMon fire 0< use an Objee! you have eleetrffied 
w~h F0<oe lightnng and <top ii onto your foes. 

Alongside the improved oombat, 8laCl<rnan 
says the sequel incfudeS m0<e stO<y elements 
and puzzles to help break up the action. From 
what weve seen °' the game thus la<. Sta< Wars 
fans may have plenty to be excited about when 
the game releases this 181. • Annette Gonzalez 



previews 75 







H P1atfonn 
PC · Mac 

n Style 
I to 4-Player Action 

RPG (Mu!tiplay,,r TBA) 

78 prev;ews 

n Publiaher 
Electronic Arts 
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An ancient race called the Crogenitors 
made their name exp<lrimeoting wrth 
ONA to spawn a new frfe form: a geneti· 

cally deveiOPOO groop of SOidiers that were 
used as weapons in battle. To increase their 
power. the Croge,-,tO<S prodlced a new -
and highly <#\Stable - exponential DNA that 
unfortunately ended up in the w,ong hands. A 
rogue Crogeoitor used the exponential ONA 
on himself to spawn ew creatu-es called the 
DarkSPO<e, whO had one goal - to hunt and 
destroy the Crogeoitor race. 

One thcosand yea,-,; later. the ruvivors of the 
Dar!<SPO<e onslaught diSCO\-er 1he exponential 
ONA haS nna11y SlabUiled, To exacl revenge 
against the Dar!<Sp(l(e, you rrust reconslruC1 an 
army of heroes and upg,ade Iha< streng1lls wilh 
tens of thOuSan<IS of eollecibles in lllis isomelric 
action RPG. 

Darkspore is the latest project fr(l(O lhe famed 
deYelopmen1 1eam at Maxis. a studio O<ijnally 
fOLnded by Will Wright. To creale lhe game. 

the C(l(Opany behilld SmCity and The 5'lls 
enhanced SPO<e's creature e<ea10< wilh added 
CUSlomization options and accessbiity, Players 
can battle the Darkspore alone or 1Yi1h lhree 
Olhe< friends 10 colect genomes and other parts 
needed IOr creatu-e creation. 

Unlike lhe O<iginal SPO<e. you can add visual 
elements 10 ~ creations without sacrife-
i'(l slats. ArmO< pieces and ae<:essories can 
be changed in size and O<ientation. and can 
be placed anywhete you 1vish. For instance. 
ShOulder padS can now be used as knee padS 
ff you so desire. If you don'I wanl specific items 
to affect~ stals but stiA want 10 add them to 
your characler IOr visual fla, . you can drop them 
nlo a specific item slol designed IOr fashion. 

Players can chOose from five character types. 
whicll are referred to as "genesis types· tor 
added skil CUSlomizalion. This inckldes Bio 
(planls and an<nals). Plasma (fife and 6ghtning). 
Nee<o (Z(l(Obie). Ovantum ~ime. space abilities). 
and Cyber (robotic). These 1ypeS fall nto three 

classes including the lank-like Senlneis. fragile, 
ranged allad<·based Tempests. and speedy. 
melee·focused Ravagers. 

Wrth scores of nW1ions IO combat. plenly of 
pick-ups and rew&-ds will be &-oond 10 aid in 
character tweakng. At the end of each -
you'I be given medals and other rewards based 
on~ perto,mar,ce, This opens up a risk vs. 
reward element to gM'leplay. Once a - is 
corrc,lete and rewards are presented. you can 
·cash out· and cOlect ~ earnings or risk 
the loOt tor a geater prize at a ~ difficuty. 
Darkspore features an Pl directo, similar 10 the 
one in Valve's Left • Dead, so a <ft11eren1 set of 
enemies wl appear in a given area d\6ing every 
run through, 

DarkSPO<e stin haS a ways before it releases 
on PC and Mac. b<rt wrth the Slew of CUSlorniZa­
tion oplions and greal replay polen1ial, there 
is akeady plenty here for Spore and c:u,geor, 
crawte, fans alke. • Annette Gonzalez 



Super Scribblenauts 
Maxwell expands his vocabulary 

I 
f you clon't appreciate the power of adjectives, 
try to go a ctay wi1hout using them. In addi· 
lion 10 being unable to complete Mad Libs, 

you·• find you-self unable to descfbe just about 
anything. We have 1hose things for a reason, 
alter all. 

tt Sc:ribtllenauls wowed players with Its 
astound'ng vafiety of nouns, Super Sc:ribtllenauls 
is bocnd to delifl,I wtth the addtion of adjec· 
ti\/85. Garooplay is largely the same. but let· 
ting players hOn8 their summoned objects by 
clesclibing them adds some helty new gameplay 
layers. A bike is perfectly nice, but how about a 
ha,y bike? What does an angry bike do? 

I1's fun to tweak objects in sly ways. but 
adjectives are useful in Super Scribblenauts. 
100. Scribblenauts veterans know that Jetpacl<s 
rue usef\A for grabbing out-of-reach Starites or 
escaping deep pits, but in Super Scrilblenauts 
new additions fke flying bikes work just as ,'ll!lf. 

Developei' 5th Cell says that a,e 10,000 total 
adjec1ives in the game. There's defll1itely a solid 
lib<ary of modifiers in Super Scribblenauts. 
thOUgh tt's not as vast as the object roster. In 

the preview b\lld we played, we could stn.Jm on 
happy guitas, but IOod g,.i1arS were a no-go. It's 
always a burm>er when a suggested word gets 
<:tossed out upon entry, but there's SliU plenty of 
room to experiment (see-,. 

In addtion to adjectives, Super Sc:ribblenauts 
has 120all•newpuzzles. They'reasdeV8ras 
ever. and many of them play off the game·s 
larger vocabulary. In one, several objects -
inclxf,ng a vampre, leech, robil, and toy hei· 
oopter - a<e in boxes, and players have to come 
up with something that shares some level of 
commonality with the others. We typed in ·vam­
pire 001· and picked up the Starite for our ttou• 
ble. Another puzzle W<lfkS M<e a math prol)jem, 
with players tang il the blanks with appropriate 
aeations. A ghoSI milus a blarl<et Is an invisible 
ghOst, but what Is a man without a watch? How 
about ·Iate man"? 

Add in some ~-soch as much needed 
cl-pad oontrOls and a puzzle creator. and you·ve 
got a ga,ne that's shaping up to cJeseNe the 
·super" descriptor. • Jett Cork 

» Platform 
Nunendo OS 
» Style 
I •Playor P=lo 

» Publisher 
Wamor Bros. lntoractlve 
&ntcrtainment 

» Dn eloper 
Sill Coll 

» Re1oue 
October 12 

lJnpaek Your Adjectives 
Part ol the fun ol Super ScnbblenautS is 

lllmlong up ad)ecOivos and seeing how they 
Jl\Othly tbeob,ect'S w11.hin the gatne, Here'.s a 
t.as10 or what I was: ab!Q 10 do with an ape ... 

Naked ape 
Our pnlllOte pol lool<s great in pmk. Oon't 
worry; no naughty btts are visible 

Zombie ape 
Hot Ol)ly 1s h& pal& gtecn, but 1">1tibJe ope 
also wall<s willl a dJSWlC<Jve lope 

Dead ape 
True to his n&roe. dea.d ape coll.a~ onto 
the g:row)d lmmedlately aftec being caJ.!8d 
into Ille game 

Stinky ape 
Poor Slinky 8118, lloXlOllS dol$ emana"' from 
))isfur 

Pretty ape 
Appa,enoy, au that separates: us an from be­
mg p,elt)I Is a uara 

Ghost ape 
care for aomcthmg spooky? Ghoot ape is 
11aristucen1 and rues a'rouod 

Strong ape 
B~ger than yow notmal ape. strong epe also 
boasts a pair ot huge focoartn$. Ho defeated 
bod ape willl one mighty pw,ch 

Grape ape 
Ala&. copyngbt restricbon.s prevoot our ani­
mated pal trom appeanng m Ille game 

previews 79 



» Platform 
PlayStation 3 

Xbo>c360 

n Style 
I to 4-Player Sports 

(ID-Player Online) 

,. Publisher 
EA Sports 

» De•eloper 
EA C.na<la 

» Release 
0etober 5 

iE:!irii CHI 10 MIN 14 _ os 

NBA SATURDAY 

NBA El ite 11 
Rebuilding the franchise mode by mode 

The inabifrty for the NBA Live franchise to 
fn:I its strel<e this generation is perplexing 
given that the other sports titles devel· 

oped by EA Canada - NHL, FIFA, and Fight 
N',ghl - have all come into their own with the 
implementation of (lual analog contrOI schemes. 
W~h NHL creative oteclor David Littman (see 
our inle<',/lew on page 42) at the helm of NBA 
Er~e. EA t,opes 10 break the vicious cycie of 
non-competitive entries with NBA 11. That 
vision s1arts with the new dual--stick conttol 
scheme and extencls to the revamped 
game modes. 

The imp(Ovemen1s Slat with the new 
Be a Plo mode, ,,t,;ch EA has rename<! 
Beoome Legendary. Your career begils 
with determining your ckaft position during 
the Jordan Brand ckaft showcase game 
(wf-.ich is also lhe Elite demo), Once 
you're chosen by an NBA team, players 
shape their careers and earn new -s of 
sponso,st,;p from Jordan via a loosened 
progression system that awards skil points 
based on yo<Jt game grades, statistical 
perlormanoes, and hew )'OU bO<Jnoe baCk 
after bad gMleS. Since sta,s n.,n lhe NBA 
(ask Wade, Bosh. and LeBenedict.Amold 
James), at the end of each season yo<Jt 
agent will ask you tt you would like 10 
explore laking your talents elsewhere. 

NBA Elite 11 also in\fodvoes the EASBA, 
a five-on-five online league that features 
a separate player progession, team pro· 
gressions, and monthly Champions. As 

your team gels better your venue win improve 
from a IOcal gymnasun to a huge stadium that 
offers a big home-oou-t advantage. 

F0< those of you more interested in turning 
your forlorn franchise around, EA is touting big 
changes 10 Its C>,,nasty mode. Like NHL, lhe 
mode rY:JW features a G.M tracker that awards 
you P<)ints based on good decisions. Manage 
your team smartly like Damy Ainge and you·a 
urlock rew boruses to help your squad. Go 
CtW/ Ike David Kahn and don 'I expec1 to get 

yo<Jt job bad< (Lllless the owner is Glen Taylo<, 
that is). EA is also addressr,g other needed 
iriprovements 10 !his formerty bmken mode, 
including revarrc,ed rookie classes that are more 
in tu,e with rea(rty (no more overllov, of albino 
P<)int gua,ds), a rebuih srn engine, and ESPN 
i'ltegration into the ITl8l"IJ system. 

Wrth an lhe P'OPOS8d changes to the gameplay 
and game mode$, the NBA Elite team has a lol 
on their plates. But you don't wi> championships 
without punng in a lot of effort. • Matt Bertz 



NBA 2K11 
Air Jordan returns to display his dominance 

N <m that LeBron James haS taken the 
role of Robin to Dwayne Wade's Batman 
in Miami ~vhat does 1hat make Bosh. 

catwoman?). the Chatter has focused on hOw 
Kobe Btyant is now the unquestioned best 
player in the league. When a trio of great play· 
ers decide to jOin forces to attempt unseating 
him as league ~ion. 1hafs a fair assess­
ment. But does any modem playe( oome clooo 
to the legacy of His Airness? The NBA 2K 
series. a hoops franchise with a stelar legacy 
of its own, pfans to answer that question with 
The Jordan Challenge. 

Younger hOOps farls who never had the 
chance to watch Michael Jordan torch the 
league for ten scoring titles. six rings. and f1'e 
league MVPs wil get a crash course in 0-.cago 
Buis history with the ,_ mode. which allows 
players 10 relive the 10 oofining moments in Air 

The Arrival 
Joolan lltlrsts onto 1l1e scene with a 63-polm ~ 
pertormanoe aga,1$1 tile iegendal\' CeltiC$ SQua<lfealll'• 

ing Bini. McHale, ancl -
Goals: seoo, 63 f)ClinlS who~ $h00Cing 50% from 
tllefield 

69 Points 
Joolanr~-. Cleveland todisappolntmem as he 
systematlcaly oesuo,,s lh! ea,..,,._ sccmg 69 points. 
Goals: seoo, 69 l)Olnls who~ $h00Cing 50% from the 
fielClinaBtJlswin 

Shootout 
Joolan and f~low ~rl<chamO Oomlnl<J,eWill<m ,ro,, 
ol1 --ts in a ~-SCOl\ng affait. 
Goals: °"""""' Oominlque ancl hold him to "1der 25 
polnls who~ wlnn,ng tile game 

Bad Boys 
Aftef lOOlng IWO stra,gMWI 0etrort cuing lh! Easlem 
ceorerenoe Anal~ Jcroan tmJ<s dOwn lh! go111y 
Pistoos defense In legeOOa,y fasNoo. 
Goats: seoo, 47 f)Clinls and win lh!-

1991 NBA nna1s 
Joolan earns hos Ml trQ t,y beating MagicJClllnso,rs 
talenlecll.aktrsSQua<I 
Goals: A"'rage 31 potlts. stool 55,; from 1l1e r.,1c1. aCld 
win the series 

JO<(lan'S care,,,, VISUal Concepts haS puled out 
all the stoPS in recrea~ the Jordan era. secur­
ing the I~ rights for &lerY ,:iay8I' inVOlved in 
the 10 games. creating signature style anima­
tions for every player (wi1h special attention paid 
to Jordan himsel~. recreating ·aos and '90s era 
broadcasts with special commenta,y for the 
ga,nes at hand, and even~ sue the paint 
on the cx:ut is hislorically accurate for each 
arena. If yw still need a Jordan fix after playing 
through the 10 moments. take a historical BulS 
team (or one of the other classic teams) into 
Association mode and rip Y0<J1 way through the 
nferior mode<n competition. 
0, the cx:ut, cleveloper VISUal Concepts haS 

many gamep1ay n,'8al<s in store fc, ernanc• 
ing off<lnsive and defensive contrOIS. With new 
player models and completely retooled player 
animations, the on-court movement already 

Joolan sds 1l1e tone fo, lis second Iha~ run t,y break· 
ing 1l1e sen Of tile Ctl<le 00,x!e<-led tllaZ"' in tile first 
game ol 111e Ml rotlld. 

Goats: SCoo!~f)OintSin111efmhllf,mal<esixth<ee• 
po1m,t,ots In the first half. hold Or""'rtotrder 20 
!)Dints, and ""1111e game 

Double Nickel 
Aeturnng lrom lis il•fallld 00000011 experiment, Joolan 
resolklfies h~ slalus as 1l1e lleSt In 1l1e ""'1ess lly 
iqlbng<C) Madison $q<J3te Garden. 
Goats: SCoo! S5 poinl~ shocil 55% from lh! llel:f, and 
,,.,,,,._ 

Father's Day Victory 
lfsAm!ss wins his fourtll title against the Seattle 
S<e>ersooies to a,mem a Onde<ella comel>ock. 
Goals: seoo, 22 IIOinls. ll'l'b rn ,_ aoo win 
the game 

The Flu Game 
rtJteven a ~rus can 5101) llis scoring machine: Joroan 
IJIJl$Upbig.....C,.,.aoonalls111egam<-wmings/l;)I 
against the SIOCldOO·MalOne era Utah JalZ. 
Goats: seoo, 38 IIOinls.1"3b ....,n ,_, ancl win 
tnegame 

Michael's Last Dance 
With trder a mlruetelt aCld the &JllsdcMn b'f one to 
111eUtall JaZz. Jor<lan nailS adub:l>ShOI toeam lliS 
slxthandfroal"""1~ 
Goals: Scole 45 points, get four stealS,ancJ win the game 

IOOl<s much smoother than rt did in NBA 2K10. 
Players are no longer locked into their anina­
tions and renoored h8ll)less ooti the mow runs 
ijs oourse. A retooled control SCherne does 
away with the con'4)1icated dribbling controls of 
its predecessofs. and VISOal Concepts is also 
adding a jumper separation mechanic to <j'8 
players more llexibiity to get off shots. imple­
menting jostlng to bring more physicaity to the 
past game, and tweaking passing to better dif• 
ferootiate great point guards from backup$. 

Maj()( refinements are also in ste<e fc, The 
Asoociation ~'lh',ch is rec<lMng an Al overha\Jf), 
My Player. and the online rnodeS. LOCI< for more 
info about these modes as we mo,,e closer to 
the October 5 release date. • Matt Bert• 
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E nsJam: Odyssey to the west Is 1<>ose1y 
based off the classic ChiMse r10ll<ll 
Joumey to the West. tholql n been givM 

a POSl-al)()Calyptic makeove,. We've already 
seen a IOI ot the game's e.u1ier ooctioos. which 
take ptace in a ruined New York City. Thars 
only a smal Slice ot the game. tholql. accord• 
Ing to T ameem Antoniades. the clief creative 
ninja (his trtte. not us making a lame jOke) at 
devetope< Ninja Theory. 

Antoniactes says the OPP<essive ..uan seWng 
only makeS up abOut 25 peroen1 of the total 
game. Once ptaye,s ,._ge_ """1 must escor1 
oo-star Trip back to the mountain village her 
lather founded as a safe haven. F,om there. the 
duo jo<xneys fur1her westward toward a -
encampment. encountering many memorable 
environments. -You wi l pass~ the Titan 
Graveyard. a kind ot giant graveyard ot giant 
mechs. alter which you wl then keep going f\Jf• 
ther out towaros ... wel .. .l ShOUld let you disoover 
the rest. ShOUldn·t I?" exctams Antoniades. "The 
Slory gels c:tarl<e< and Slrange< Iha fur1her out 
west you travel." 

The Trtan (l,a,,eyard is home to a new Sidel<id< 

named Plgsy. also loosely adapled from.J<x.mey 
10 me Wes/. This Old trlend ot Tnp·s father has 
a hero complex and tries to be a ladieS. man. 
but his grappling hook hand doesn't do him any 
tavors ,v111> the maidens. What he tacks in suave 
he makes up tor on the battlefield as a sn;p;ng 

and explosil,es expen. \/oiced by Richard 
Ricfngs. wt,o ptay8d Roach in Heavenly ~­
Antoniades says Pigsy adds more to the group 
dynamics than a just a good shot. "He doesn't 
~ ll\JSt Monkey and has a lling tor Trip ... 
Expect fireworkS when he turns up,· 

The group dynM)ics may become more 
complicated w·rth a third wheel. but Antoniactes 
stresses the nllationship between Monkey and 
Trip srni seives as the heM and soul ot the 
game. "She's Yo<Jf partner and in many ways 
your equal." Antoriades says. ·vou cannot o-er­
come things withOUt her help and vice-versa.· 
Trip can scan enemes so th&t Monkey can 
!Ocate and attack them. upgrade his e®ipment. 
ctaw goofire so Monkey can flank enemies, SOive 
mechanical puzzles. and soout a,eas with her 
ctagonfly. "Monkey and Trip•s ups and downs 
in gam81ltay and story is one of the things that 
makes this game special." Antoniades remarl<s. 
·tt we do our iob right on this game. you won·, 
want to ever be withOut her.· " Jeff Cork 

» Platform 
PlayStatlon • Xbox 360 

• Style 
I ·Player AC1lon 
. ,_, 
Namco Bandai 

• O.veloper 
Ninja ToOOI)' 



" t - 1111 ,w Challengers 

Doctor Doom 
The rantasuc routs arch-nemesis was m 
the first M·o Marvel vs. capcom games:. 
so tus l&St of moves shOllkl bo familiar to 
series fans. Doom IS a fierce foe tllanks to 
a nwnber OC long~rangc anackS, ~-uch as 
lus plasma beam He's a suong defender. 
too; ht$ molecular shJeld move allows tum 
to summon several large rocks to block 
inoommg attad<:s. Doom's $\lper moves au 
seem to involve bun acan.ng a towmun of 
yeUow bghtmng from his fingerbps. 

ChWIU 
It's no surpnse that Street Flghtel's most 
rcoogru:zable fcrnalo fighter 1s bnngmg 
her hghllllllg - to MvC 3. Quid< feet 
are Chun Lt's greatest assets. bul she still 
has her usual set of super m0\ICS, llke a 
massive- Stationary hre-ball and her twer• 
popul8l lbousand rending locks. 

'nl.~ demonic superhuman from the 
on{Pnat Devd May Cry Jotn:s Danto as a 
playable 6gllter. W<e Chun-LI. Tnsh's 
strength 1s her kl.dong attacks, but her 
basic blO'.vs are more devastaung thanks 
to her supernatural background. Tnsh 
oomcs cqwppoct with a gi.an1 blade and 
has lhe abibl}' to hover in mtd-air, makulg 
her a suong aen.aJ oombata.nt. 

SuperSknll 
Smoo Marvcl's Scace lnvasion event last 
year. Sl<rull's populanty has wrged. He 
makes lus hghtmg game debut m MvC 3. 
Possess:ing all or the rantashc Fou(s pow­
el'S makes thlS groon abon a fonnidable 
opponent. We watc:bed. the Soper Skrull 
combO people mto lhe au, stretch out h.lS 
arms hke Mr. Fantastic to grab them. Md 
slam them back to Earth- One of lus supe1 
moves lets h.lm explode mto a fiery super­
nova. whidl is one of the Human Torch's 

Thor 
Marvel's rrughty Tho, comes equipped 
with hiS Signature hammer, MJOLnir. Being 
a god, Thor cail dish out a tot or purush .. 
ment. His torpedo-like nts:hes allow lum 
lo cross: the scroo:n m a bll12.. He alSO has 
the ability to oontrol the wealher for his 
suJ')8r move, enguumg the cnore screen m. 
a g,ant etecmcal tornado. 

Amate.ruu 
Amaterasu sho',\•cases many of her 
abililios from Okanu. attadung with a 
long-range wb.lp and zipping aaoss the 
saoon on vtnes. She iS 18$1, nimbt.e, and 
shon. making 1t easy fo, her to dodge 
tugh attacks. Her special iS an expk)s;on 
of color and nowcts. and we look rotwatd 
to seetng her use mote Celestial Brush 
tec:htuques u1 the fulaJ game. 



James Bond 007 • Blood Stone 
James Bond races into action 

J ames Bond has a repu1a1ion for saving !he 
world by any means necessary. Sneaking 
into restricted areas through vents. ct-iv• 

ing a boa! through an office complex. calmly 
SlrOling lhlough 8 secret bunker while dual· 
wiel~ S<iml·autocnatic weapons - nothing is 
ab<We 8'i1ain's bes1 SPY· II only sooms fair to 
Ie1 gamers hal/8 lhe same lioense 10 kill in video 
games. This November. !he Bizarre Oealions 
learn lhal bfoughl US The Club Is hoping 10 
c:leliver 8 game lhal lives up 10 lhe super SPY'S 
legenda,y slalus. 

Blood Slone isn't based on any upcoming films. 
bu1 lhal didn'I $lop A(;livision from u,ppir1g Msl 
Hcfy\'IOOd lalenl. Cunenl Bond star Dlriet Oaig 
and Judi Dooch. who plays Bond's superior in 
lhe film$, ate~ lhei voices and likenesses 
10 lhe game. Ben Cool<. Oaig's stunt do<ble for 
lhe films, Is providing motion capture. English soul 
and R&B singertsongwri1er Joss Slone stats as 
lhe newesl Bond gi1. and iS aloo perl~ lhe 
song lor Blood SI one's open~ monlage. 

The 1alen1 doesn'I end 1here. Bruce Feirslein. 
1he "'11er for many of 1he Pierce BrosnM-era 
Bond flms_ iS wriling a scrip! thal i,-..S a 
secre1 U.K. biochemical ,-,ans project. When 
lhese WMOs go miSsi',g. Ml6 fears lhal they've 
lljlen inlo lhe handS of a mys1erious 1enorisl secl. 
The SIS sets Bond klose 10 hoot down an arms 
c:fealec' by 1he name of Gteoo. ,-A>o iS n.mlted 10 
be nvol\/ed in lhe oonspiracy. ThiS joo'ney e,...,. 
lualy 1akss Bond lo exotic locales like Athens. 
ISl.lnbol, Monaoo. Sblria. and Bangkok. 

Bitarre Oealions wan1s Blood Slone 10 feet 
like one of lhe reoenl. moo, action-heavy Bond 
rims. which means the~ je1packs and wrist• 
watch tase<s lhal were popular in lhe ·00s, '70s, 
and ·aos probably won·, be n 1he game. Craig's 
Bond iS a physical brute. so 1he teatn iS corrc,le· 
menling lhe inevitable gunf,ghlS wl1h halld·l<r 
hand aclion. Cover iS an if'r4)ortanl part of Blood 
Slone, as It allows Bond lo sneak up on hiS 
enemies and perloim dolens of Close-quarters 
1akedowns. Eve,y lime Bond knocks OUI an 
enemy with t-;s hands he earns a Focus Aim 
101<en. These ,YO<I< 11<e Sl)lnter Celt: Conviction's 
mall< and execute system, aJlowing Bond to wal< 

in10 a room and immediately 1'll<e ou1 up 10 tt<ee 
of hiS nearest 1argelS with Iha toueh of a bu1ton 
Wl slow-motion headshols. lkike Conviction's 
system, ha\._. players can use 1hese tOkens 
101'll<e OUI one enemy 81 8 lime or Siring lhem 
together to clear OUI a room. 

While Bitarre Creations has experience 
d8\,eloping ShOoters. It iS probebly bes1 knOwn 
lor its racing games Blur and Project Golham 
Racing. This makes them an ideal developer 10 
lake Bond's high-octane gunplay and integrate 
It with his penchanl for destroying expensive 
aUlomobiles. After ShOoting up a via in Greece 
in lhe demo we watched. Bond's 1arge1s 1'll<e off 
in a truck. The sual/8 super agenl convenienlly 
finds himself standing ne><110 an Aston Marti>. 
After a Shoc1 cinematic 1ransi1ion, Bond is racing 
tt<ough lhe streets ol Greece. plowing through 
street vendors. and rarrrn~ enemy ""1ides off 
lhe road. Al of 1he gameptay elements are Seatn• 

lessly S11Ung toge1her. 
In anoll'lef race sequence Bond Is in a frantic 

boa1 chase. While controlng 1he speedboat. 
players can use Focus Am to Shool O¥er 1he 
glaSs al Bond's rivalS. Slmiar 10 o;sney·s reoent 
Spil/Second race<. Blood Stone's racng environ­
ments morph as Bond speeds 11Y0<9l 1hern. 
When a lighlhOUSe up ahead explodes, Bond 
uses the debris as a ramp to avoid the catastro· 
plhe and calch up 10 his targels. 

w,u, the new B<icld flm going lhrO<g> some 
lroubled deveiopmenl. 1he only Cll)pOrtunlty lor 
fans 10 get 1heir 007 f0< in the near M\.fe is wilh 
Activision's upcoming games. In lhe past. Bond 
games ha\18 run the gamut from rel/Olulionary 
10 rep<Asive. Juctg~ from what we've seen so 
far. t,o,118Y8(, Bizarre Oeations Is craning an 
experience that COUid land a ittle higher on that 
spectrum. • Ben Reeves 

» Platform 
PlayStation 3 
Xbox 360 
>t Style 
I-Player Ac.1lon 
(16-Playcr Online) 

» P@li:shor 
Activision 
» Dt•eloper 
Bizarre Creations 
» Re.lease 
November 
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I f you've followed our NHL 11 <X>ll<lfage. you're 
already familiar with the garneplay Changes EA 
canada is implementing in i1s awa,Cl-winning 

hockey franchise - a real-time. physics based 
animalion engine. b<Oken Slicks. and revamped 
face-off system standing out as me most 
notable new additions. Now ifs time to dig into 
the game mooes. 

To cieate a fll0!'8 authentic start to your NHL 
calller in the Be A Pro mode. EA added the 60 
CHL teams, the amat""' league tllat outputs 
the most NHL talent. Your ctaft position is c!eter­
miled at the Memorial Cup, and with seven 
rOl.Wlds beng integrated into the draft for the 
first time, if you stirl< ~ up you C<l<Ad lv1d yoo-self 
being passed by several times"""· EA has alSO 
hveaked how mich ~ costs to buy sl<ill points. 
added new equi)ment to the hockey Sl1op, and 
refined the Al behavior to make you, teammates 
skate better and take more shots. 

FIFA 11 
Who's got the golden boots? 

The recent WO<lcl Cup just ShOwCased lhe 
best soccer players from across the globe. 
and while SO<ll8 Of them like lngerland's 

darling Wayne Rooney or the entire French and 
Italian sides crapped the bed, it was indeed a 
spectacle of socce, Skill. FIFA 11 is also !lying 
to highlight what S()<ll8 of the best players in 
the Ivorlcl are capable 01 by making star players 
standout on 1he pitch. 

This isn't just represented in their ey;eral rating 
0< ....-rber of Skll move sta-s; a variety of different 
factO<S combine to make good players 1'1lat tl1ey 
are. F0< inst=. attributes like Shot placement. 
passing, and ctbbling prof,ciency will be fll0!'8 
noticeable in the better players. nol only in terms 
of the ....-rber ~to mat attribute but in 
their anrna1ions on the field. Gamers Sl10Ukl be 

11.y,o. 
___ Lt ___ __ 

The centerpiece innovation of last yea''s NHL 
game, 8e A GM mode, improves 1wll the addi• 
1ion of reslricted and unrestricted free ageocy, 
Like the real NHL. you can sign younger players 
to Slolled offer sheets 0< t,y 10 POaCh yocr,g 
swe,stars at the cost Of IOSing draJt pickS. EA 
Canada has \\'Orl<ed to improve the trade logic 
10 &nit the movement of sta- players and adc:!ed 
f"'8-playef-per-team trac!es. The devs also 
~led fixes to make sure good players 
don'l unrealistically sit in free ageocy 100 long. 
Expect a IOt more player movement at the m'00< 
league level, and. like the real NHL don't expect 
cap conscious learns to move a IOI of frst·liners 
unless they are pending unrestncted free agents. 

NHLS popular six-on-SO< online league addS 
the oft-requested practice modefO<the frst time. 
and to cieate mo,e intensity for the monthly sea­=· this year's EASHL 1vil leattre playoffs the 
last four days of each month. H your team wins 

able to visualy identify good players kom bad, 
whether its lryng lo replcate a star players gait 
from real f.le, or seeing how better players sin1l)ly 
~ and address the bal. 

Players· clfferent proficiencies on the flOld 
match nicely with FIFA 11 ·s atternJ)4s to v..-y the 
passing game 10 a,,oid gamers· ability in previous 
yea'S to make~ all the way clown the field w~h 
just a lew laser,guiclecl passes. Now players with 
IO<ver passing allil:ties mghl produce passes mat 
require thOse receMng the bal to take more trne 
lo gather it lJP a have to chase clown passes off 
the mark. 

AJlhOUgh the games real-l~e players are a focus 
lhis yea'. gamers also have a wealth of creation 
OPlions to fO<m their own - and Iii them out 
,.,;u, created players. This can be done with a 

the Cup, you, g..-nes wl feattxe a unique pre• 
sentation package including raising you, Champi­
O<l$hip banner to the raJters before each game. 

The new addlion the elev team is most excited 
about is lhe new EA I.Min>ate Hockey League. 
This hytl<id Of onlhe franchise and FIFA'$ Utin>ate 
Team mode gives gamers a starter pack that 
inctuc:les 24 players, jerseys, a home arena. and 
traong cards. Like the EASHL. each month is its 
own sett-¢00tained season tllat fea1U'8S playoffs 
and a championship game, and players can 
1weak their rosters by~ card packs 0< pur­
chaSir(J players in the auc1ions. Gamers wl get 
their first taste of the league when the NHL 11 
demo is released in mid-Aug.,st. • Matt Bertz 

Head mere mA Hodwy Lllimlcf T&ll'nal 

--"""'11,g 

llrOwSe<·based orli'le applcation Illa! incluc!es 
designing the team's crest and~ and chooong 
a hOme stacfum. These can be taken into onlne 
play. tournaments, and ext1ibi1ion matCheS. You 
can also tweak players· attributes and make 
tactical~ via the woo. Finaly. the game's 
customiza1ion OPbOrlS also extend to the audio. 
where you can inport the Chants ol you, lllYOrite 
te..-n and even set lJP their entrance 0< goal· 
scoring music. 10< example. 

EA haS had the Official AFA liCense lor years, 
and by !lying to bring the players to the l0<0front, 
it's not O<ty le\<eraging a particular asset, ~s 
!lying to represent the sport to i1s fullest. 
• Matthew Kato 

» Platform 
PlayStation 3 
Xbox 360 . ..,,. 
I to 6-Player Sports 
fPS3), I to 4-Player 
fXbox 360) fl2-Playcr 
Online) 

» Publisher 
EA Spons 

• Developer 
EA C&nada 

• Release 
Seprember 7 

• Platform 
PlayStation 3 
Xbox 360 

• Style 
I to 4-Playor Spons 
f20-Playcr Online) 

» ~er 
EA Spons 

» Developer 
EA C&nada 
» Release 
September 28 
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• s.7s 
PS3. 360 
n Concept 

Madden NFL 11 lakes some 
great strides Jorward a1 lhe 

expense Of Olher are.as 

• G.rephlc:a 
The players took sharp. with 

great lighting work. helmet 
reOectlons. and personal 

equipment touches 

» Sound 
New play-by-play 8Jlllounoor 
Gus Johnson brtn95 emotion. 

but it's often behind the 
aCbOn and can be disjomtoct 
The licensed stadium Sl)rlgs/ 

chants arc cool. however 

• PloyahWty 
Running with the ball 

[withoot turbo) feels great and 
Gamenow improves offensive 

playcaUing. but you'U SJ>OI 
pi&my of legacy issues in 

tho gameptay 

Madden NFL 11 
Moving in new directions 

,. Entert.alnmen1 
Controlling the ball carrier 

ne,.,er felt this good. 1bis 
yeafs Madden isn'1 perfeQ. 
but ii has its improvements 

Slylo ) to 4-Pfayer Sports I6-Player 0nliJ18) Pul>Usher CA Spo<t$ D .. eto-CA TilJwon ~Jun Augu$1 10 J:SltB E 

n Replay Value 
Moderately High 

Second Opinion 8. 75 

F ootball fans often debate about the rela-
tive imPOrtance of the positiOns on a team. 
can a great ae make the receillers aroond 

nm belle,? Can marquee receiYers mal<e a 
mediocre ae IOok good? Does an ineffectille 
pass ruSh CfOOm even !he most Skmed corne<s? 
Madden NFL 11 spurs a similar kind of discus• 
sion based on the features ii has chooEn to 
address IOr this latest iteratiOn versus thOSe Illa! 
have rema,,ed unchanged. Does the inclusion 
of online co-op play tr\J,rc a bare-bones online 
francllise mode? IS making a stud running back 
Ike ChriS JOl1nsOn feel li<e a ,VO<ld-beater more 
impertant than not cleaning up past Al issues? 

wre NCAA. Madden 1 t ·s biggest impnwcment over last ~·car is: the new looomo­
tion engine and runrung controls. The new anunaoon, perfec,Jy capture wiUlt 
ann.ooncctS are talking abOut when they say Adnan Peterson "runs angry." 'hlc 
dlfference between average and great backs is now evKlent in the way they 
make OJts, burst lhrough open hoses. and attack defensive b&CkS. The Other 
lughly touted change. the truncated Gameflow play-callll,g system. IS • g,eat 
tool for varying your off&l\Sive auack. but lacks the sophiSOCabon to deliver a 
sound defcrwve scheme. Putting a bnebacker on Percy Ha.Mn 10 the slot would 
gee most <XlOrdl.nators bred. bot I was caught lll a base defense too many umes 
when teams l1l)ed up m three receM:r set.S. On the presentation front, new 
commentator Gus Johnson talks circles around the robotic had< 1bm Hammood. 
and Tiburon ttnally gtves the Supet i3<M-'I the unique ueatmont n deS8MI$. As a 
tranciuse guy. I lament th.at EA neg)eaed to improve my favorite game mode; the 
Madden d8V$ w18ad focused on mengtherung the ga1ne·s ooline offerings: With 
the three-on-three Online Team Play mode. OTP adds teamwork and coordina­
tiOn to the equation. which makes playing 'Nith triends more ento)'able. but 'Nith 
oo custom teams. career stat tradong, or sc:ouong info about yoor oppos:iOOn. 
CA missed an oppor1W'lity to flesh out the expenence and maJ.e tt a destina-
uon mode. • Matt Berti 

90 reviews 

The answe,s to these kinds of questions ate 
uP to YoU as a Madden player. I like a IOt or the 
new additiOns to this year·s game. but the lack 
or progress in some areas is unfortunate. 

Madden NFL 11 features a new motion engine 
that makeS ruming wi1h the bal a .:team. Subtle 
cuts. b<xsts of SPe8d (withOOt the turbo button). 
Sheer physlcai pawer. and other Characteristics 
are layered on and make NFL player$ oome 
alille and showcase the abiities that make some 
of them stand 001 from the crowd. The game 
makes YoU feet ll<e yQu've 90l u~ted 
control"""' the Mne<. and every run feels a li1tle 
diffe,ent - pa,1icularly in the tacl<les or the Jack 
thereof. Because of all •he differei>t factors that 
go r>to a player~ r\Jnning and l&Cking. yoove 
got to wateh that yoor defende<s wrap w the 
bal canier. otne<\vise ifs common for a guy to 
get IOOSe atte, a coupte of stoppy tackJeS. 

I love the vaned ootoomes in tackling and 
animations, but inoonsistency else\"""8 in the 
gameplay is maddening (no P<Jr> intended). 
Rt.rriig wi1h the ball is one of the ~s of 
the game. but the passing game st-,:,.vs some 
flaws. Players can be Shoel<ingly unaware of the 
bait as ~ sails by w~h'n their grasp. Yoo also see 
players standr,g aroo..nd w~hovl a clue of who to 
blOck or tackle. This is conspicuous when suCI> 
geat \YO<!< haS been done to highlight receivers· 
tracking of the ball for sideline catches and grabs 
in the back of the endZone. For every coot cateh 
YoU see. yoo'll also see the bal suction into a 
r8C8Mlf'S hands O< vio8 V6'S8 (where it IOoks 
ll<e a player Shoots fOIWard suddenly to cateh a 
ball otherwise out of their reach). as ,-.)11 as otCl 
staples Ike dropped gmne interoeptiOns and 
auto-fNTs. 

Simlar to last yeat. not every """' ot the game 
has been imt)r(wed. What we gain in the new 
locOmOtiOn the game IOseS in yet another stalled 
year for Franehise mode. The worst pa,1 is llla1 
some of the mistakes remain, ll<e the bol<eo 
IC,giC behinel staff contracts. Online Team Play 
(OTP). the new three-vs. -uvee co-op feature 
that lets each of yoor team members control a 
s,:,ecif,c uri1 hke lnebackers O< wiCle receivers. is 
fun. but the fact that this new featuie lad<$ any 
"""'all struc1ure like persistent teams means 
that the garnes YoU play in this mode are more 
°' less one-offs. OTP cloesn ·1 fll the 1/0<d of the 
g"l)8d Onrne Francnse mode. ,vnct, stil lacks 
free agency. rinally. 1 IOve the concept of the 
card-baSed Ultimate Team mode. even ~ yoo, 
starting team is so bad - and no. I don't feel I 
Sho,.jd have to ,;pend real money toge, good 
card packS. 

I eni<>\' a lot of the new features in Madden 
NFL 11. Things like game planning in coniunc• 
lion ,v~h the automated Gameflow play-caling 
featt1e (which wOff<s a lol better f0< offense than 
defense) t,a.,,. c:hao;ied the way that I play the 
game. I don't want 10 ~greedy°' ll>grate­
ful, but I feef lkeaddir,gnew features isn·t the 
Oft; job of the development team when there 
are other areas that need to be addressed. 
Madden NFL 11 is a Clear step to,ward fo, the 
franchise. but as fun as the ad<itions are. the 
fact that some of its gtarir,g mistakes remain 
is Ike getting a new stuCl quarterbaek even 
though the offensive lino S1lf needs ar> upgrade. 
Yoo're going to score. but yoo're still a team with 
weaknesses. • Matthew Kato 



Clash of the Titans 
Namco's newest clash is a wet and sloppy collision 

$,yle I or 2-Pla)'CT Action l'W>U.ller Hamoo Sandal 4 ~/ 
Dneloper Gamo Republic Rei. ... July 27 ESJla T ~ 

I rs no secret that games based on l;censed prod· 
ucts a<e gene,ally bad. but when a game gets 
dela)«l Jong past its corr8$J)OO(ling mcwi8 release 

~ gives you hope. After 811. the publiSher must think 
Ille oame is good enough to stand on its own it it is 
wMing to forgo piggybacking the mcwie's hype. right? 
GoloenEye 007 cfld this. Md it is regaroed as one 
of the most mportant console shooters of an tine. 
If Namco Bandai was hOping for similar results with 
c1asn of the Trtans. ~·sin for a titanie disappointment. 

Players take oontrol of the demgod Perseus. 
whO must f,ght against the wl of the godS and 
save the world. You tnsn off foos us,,g ciick-tme 
button pmsses. level up your weapons wilh sous 
extracted dLring combat. and face 8flCl8ss waves 
of enemies torn from a mythieal Grecian bestiary. tt'S 
remnscent of one of Sony's premiere fr8nchses. bul 
Clash of Ille Trtans doesn't have the chops to stand 
aJongside Kratos. 

The game·s non-piaye<Charaeters provide you 
with CMlf a 100 kl·or·be·kilecl missions through very 
,,_ levels filled with unldenvhelrnng env,onments. 
Picking up m;ssiOns is the ortt way the game llreakS 
uP as monotonous oornbat, but these a<e empty 
moments because you don't ac1ua1y ccnvecse with 
lheSe Characters. 

Perseus isn'I f,ghting through legions o4 cenlaurs and 
harpies alone, but the game's lazY oornpanion Al is one 
of the worst rve e,.,e, fought beside. Though I wasn't 
1echnicaly alone on the bat1lelield. ii felt like it becauSe 
ITrf wallflower ales always shied away from the action. 
You're belleroff having a r"'8comparion watehyour 
back (after you·ve unlOCked co-op by piayi\g through 
several single-player m;ssiOns forst), but good luck find• 
ing human reci\Jits wling to put up with the game's 
stop-motion pace. Clash of the Trtans· action has more 
~ than a maenad at a CJionysiM party lhari<s lo 
as ,itery and repetaive animations. The oornoo system 
is wtualy non-existent. Bosses are just lligger hit boxes 
with more health, and journeys in and OUI o4 the game'$ 
labyrinlhine menu system fOOI ll<e one of Homer'$ 
IOSt epics. 

The game's COOiest leatures lai due to poor design. 
By the end you amass an arsenal of CMlf 80 weapons. 
However. many of these loo4s can't be leveled up until 
you·ve COiiected soul power from specif,c enemies. so 
sharpen.119 your swords beoorn8s an arruous l)fOCe$S 

!hat ensures you·u Sliek to IWO or three of the f.1$1 
weapons you find. 

The recent Clash ol lhe 1it8fls mm was a mildly enter• 
laining diSl)lay of special effects. The game contains 
all Of lhe rum·s canl) bul lack$ lhe spectacle Of mHlion­
dolar CG kmkens 10 hefJ save a. This taan of deriva· 
live gameptay doesn't deselVe our reverence: ~ hardly 
deserves OtW" attention at al. • Ben Reeves 

PS3 • 360 
» Concitpt 
Make a God of War clone 
to ooincide with the movie. 
miss the movie's marketing 
campaign by months. and 
weep for the loot opportunity 
to cash in 
» Grapbica 
'nle game's: textures are so 
messy it looks like some 
terrib"3 Grecian sacrifice was 
performed in e\'ery level. The 
cha,acter models have the 
exprBSSM):nBSS of dead fish 

» Sound 
The dial0gu8 is delivered with 
me tempered enth~asm o1 a 
PaxiJ user. and the characters 
sound so similar that I suspea 
I.he same voice actor was 
used tor everyone 
» Playability 
If Clash Ol lhe Titans could 
tall(. It woukl havo a stune-r. 
The game's slO\v combos and 
choppy animations resu11 in a 
frustrating awon game with 
little depth 

» Entertainment 
Everytlling here h"" been 
done bener in a do-t.tn 
ol.be:r games 
,. Replay Value 
I.Ow 

PLAYER SPOTLIGHT: GokuVegeta 
Virgin Gaming is proud 
to host console gamers 
from around the world. 
This month we spotlight 
the Netherland's 
GokuVegeta, who 
has racked up FIFA™ 
winning streaks on both 
major consoles. 

RED HOT SUMMER LEADERBOARD 
Virgin Gaming's $100,000 Red Hot Summer challenge 
Is wrapping up, and here's the most recent list of gamers 
from the top of our leaderboards. 

BAYERN4LIFE Alienware 
BlindLuck21 Joey845 
iWIN25 Marco_Polo 
Smicer89 Glmbrad 
Busch Beast nawfjohn 

MADDEN™ NFL™ 11 TOURNAMENTS THIS FALL 
Redefine the way you experience the game of football 
when Madden NFL 11 comes to Vi rgin Gaming this 
September. Study your playbook and get ready for a 
jam-packed calendar of gridiron tournaments for players 
of all skill levels. 





Ninety-Nine Nights II 
Hacking and slashing through the 
mindless hordes 

s.,lo I •Player Acllon (2•Player Online! Pu~USller Konaml 
0.••1oper Q entertainment 11.eJu.♦ Jun& 29 tssa M 

N inely-Nine Ni!t>IS was a sir-beast On 
a superficial level, the Dplasty Warri0<s 
Clone sw8Pl)<l(l Three Kingdoms-era 

intrigue k>r a swords and sorcery motif. Adding 
magic and likable characters wool a long way 
toward making the expetlenoe aooessible to 
players who normally avoid the hack-n-slaSh 
genre. but the gameplay nev,ir expanded 
beyond taking your hero 10 the battlef,ekl and 
Obliterating thOuSandS of goons. The seqoel 
adds more enemies and more custorrvzation. 
but someholv manages to feet more shalow 
than its predecessor. It's a shame. too, since 
there's stil a lot to Ike at its cae. 

Nnety•Nine Nights II fealures we oow char• 
acters. eaoh with t-.s or her own motivation 
and fghtr,g style. Galen. an in'llJ(lOOg armored 
ligt.re ,..t,o wields t>.,;ie swo<ds, is the most 
traditional of the bunch. Wh11e the others, SUCh 
as the goblin assassin Lew°' dal1<·elf lead« 
Zazi. look completely different. they utinately 
play the same. Lew's twin blades and Zazl's 
crOSSbOw are different weapons with cffferent 

Darkstar One: 
Broken Alliance 

effective ranges. but successful players wil only 
rely on those attacks v.t,Je they wait f0< magic 
10 recharge. Theren lies the ultimate problem 
wi1h N3 II. 

As I slogged my way tlYcxqi various levels, 
pain~ replaying some to earn XP to boost 
skills and ttem stats. I eventually settled on an 
effective loadout. Early battles n,quied me 
10 dive into ba1118 and hammer on my melee 
attacks. but once I acquired the p,ope, Skills I 
cxxJd deci'nate armies without even tryng. My 
lightning spell Shot ricocheting bolts through a 
mass of enemies. felr,g dOZens at the press ol a 
button. Once powered up, I cxxJd plant a magic 
orb at the feet of mid•bosses and bosses alike. 
wilher1ng lhei' health oown in seoondS. It's an 
undeniably geat feeling - particularly when you 
can blow through p«MOUSly diflicUII sections 
wilhoul pausing - but with a few overpo,V<lf'ed 
options. the oozens of other sklls and abirues 
seem umecessary. 

Each characler is geared toward being good at 
SPeCillc typeS of magic or MOther talent. When 

There's not that much to do in space, apparently 

Style I ·Player Actioo Pul>llllter Kruypso Media 
Dntloper Gami.ng Minds a, ...... July 20 ESRB T 

I ·m a big space s;m dork, and I wanted to IOlie 
Oarkstar One so badly. H's too bad that this 
attempt at sinuating the lifestyle of a Han 

Solo type consists of I;111e more than the same 
three missions repeeted ad nauseum. 

As the piol of the titular spacecraft, playe,s 
SP8nd most of their ~me in the cockptt. The 
ruts and bOlts of spaceflight. wt,;ie as ocientifi­
cally inaccuate as the icooic sound al Twin Ion 

Eng;nes hOwiing tlYough the vacwm. IYO<k well 
enough in the arcadey dOgfqlts that breakout 
at the d,<op of a hat. The battles can't hold a 
can<1e to the glorious setl)iece engagements 
fO<nd in Slarlaneer or TIE F',ghter. but blOwing 
enemy ships into particles is ft.rl on a basic level. 

Dar!<stio- One gives players a IOI of leeway 
along lhe path to avenging lhe p,otagon;st·s 
father. A steady drip ol goals keeps you moving 

forward. Fondilg 
811ifacts alows ye,., 
to increase your alien 
lech•~sh:p•s 
cac,ablities. wNla 
colleCting cash allows 
ye,., to ktt your cralt 
out ,v\tll the latest 
in milittwy N'.Wdware. 
How you earn money 
is w to ye,.,: Cleat 
out pi-ate nests. run 
goods 0< contraband. 
hunt bounties, O< 
escort merchants. 

The l.llfortt.llate 

everyone can equp the some ttems, however. 
them's frttle reason or i1centNe to experiment. 
This is especially we when It's easy to level w 
the wrong ttems and fnd )'O<KSElf stuck. losing 
an hot,'s worth of p,ogess. 

It's a Shame that so mueh al the game feels 
I~ a grind. beC8use there's a IOI of real potential 
in this series. As wi1h the frst game, N3 II tells 
a ruanoed, matt.re SIO<Y about racism and the 
futiity ol revenge. Characters halle their own 
versions of the catTl)aign's central conflict. and 
playing through each hcflVidual's stO<Y reveals 
ad<l1ionaJ layers. 

As good astral narrative tramew0<k may be. 
it's uhimately sandwiched betwoon repetitive, 
min<tess CO<nbat. Some people fl<e gr,nc1;ng in 
games, myseff included. At some poinl though. 
even the most patient al us yearn f0< more. A 
minion enemies might make tor a great WleC 
Pont, but When they're as c:unb and inconSe· 
quontial as the foes in N311, tt al rings too hollow 
10 man81'. • Jeff Cork 

reality is that nearly al of lhe luldreds ol side 
missions in lhe game fall into one of a bare hand· 
ftA of types. N'nety percent of the ti'ne. tt's "fly 
here. Shoot these guys: Nine of the remaining 
10 peroent consists of "fly here. listen to interm­
nable ootogue. • That final percentage is where 
many of the S10<Y missions fall. and contains 
geroneiy ;nteresting ocena<<>S like picking all 
waves of drones tl)'ing to land on a research sta­
tion 0< takilg out bomber ,vngs trying to fn ish 
all a dsa.bled cruiser. 

Side missions contaimg little variety woukln'I 
be a i..,;ie problem except that you are required 
to SPend lhe vast maJority of )'()Ur trne oo'ng 
them in O<C!E< to progress. You can skip hunting 
artifacts and makrg money to tx.rn through the 
stO<Y to some extent - and get obliterated by the 
stronger foes in the nex1 sec10<. 

If the dozens of hours of boring fluff were 
SIT()ped out. I coukl rooommend th1s as a rea• 
sonably amus;ng budget-priced shOOt-em-up 
in spaoe. That's not the case. and Darkstat 
One is the \YO<S8 f0< it. Avoid this unless your 
space oogfightr,g ijch is keePing you up 
at n~t. • Adam Bises.s:ner 

360 
» Con~pt 
Save a kingdom - and the 
WUVerse as we know it - by 
shredding entire armies 
» Graphics 
Loads of similar•looking 
enemies are paeked mto the 
lacklustor 1c .. ·ols 

• Sound 
The generic fantasy 
soondtrac:1< is largely 
forgettable 

» Playa.btlity 
While a handtuJ of combos 
are available. you can just 
as easily 1ear through the 
game )amming on the x and v 
buttons at random 

• Entertainment 
If you love the grind and 
are looking for something 
mindress 10 play as a 
background aetivity, this is 
a contender. Otherwise. it's 
tedious even for the genre 

» R•playVaJue 
Modertlle 

360 
» Concept 
Track down your fathefs killer 
throogh muJtiple spaoe empi.re:,. 
making money and leveling up 
yeur Ship alOng the way 
» G:rapblc:a 
It's an Older engine. bul it 
CheckS: out Ships and slatioos 
don"t ha,-e enough variety. but 
space itself is a pretty place. 
The blaiing framerate helps 

» Sound 
Sometimes I marvel at the fees 
that aooomplished voice aaors 
charge. Then I spend dOzens of 
hours in a game like this whete 
lhc ,_'Olooovcf budget \VM in the 
tens ot dollars 
» Playa.bWly 
There are too many controls in 
the PC original to oomfort-.bly 
ht on a gamepad, which 
ma1ooS the ,,.'Ork dOne to cmate 
this useabl<! interfaro all tho 
more impressive 

» Entertainment 
This ooukl have been something 
special with more interesting 
content. As it is. the endless 
1ask repetition kills a lot of 
tho fun 

• Replay Value 
I.Ow 
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Wii 
n Concept 

Spice up bland Wii minigame 
collection by mixing il with a 

CluMlyle bOald game 

,. Graphics 
Great character design and 

de1ail0d setlings Jnake lot a 
sllatp-looking SD game 

» Sowad 
Sl!Ollg voice acting and 

clever writing make up for 
an annoying theme $009 and 

repetitive catchphrases 
• Playal>Wty 

Tiuee dtfficulty settings 
ensure that anyone can play, 

lhOugh minlgam8$ vary wildly 
in challenge 

» EJMrtabuaont 
Hot worth it for the fi\<e-hour 

story mode alone. but if 
you'"' got friends or family 

who d,g the 00noep1. it's 
a bl.a.St 

94 reviews 

» ReplayValu.• 
J,10dera10 

Guilty Party 
The Dickens Family Detective Agency is open for business 

Styl• I to 4--Player Party hbUab.er Oisoey JntOt'act:iVC Studios: Denloper Wtdek>ad Gamos Release August 31 ESRB f; 

T he sig, of a good mystery is that it 
keeps yoo guessing until the end. F0< all 
of its goofy characters. motion-­

minigames. and occasional frustrations, Gu,lty 
Party dOes just that. 

The eases, way 10 understa,ld Gul1y Party is 
to think ol the Old myste,y IX>ard games Clue 
and Guess \o\oo. Like ClJe. you explore the d~­
fetenl rooms St>'IOUnding the location of a crime 
scene. gathering evidence on the C\Apnl. Like 
Guess \o\oo, the dues help you whittle down the 
list of suspects by hinting at the physical attri· 
boles of the O'ominal - their gender. hair length. 
height. and w~. Yoo only have two options 
for each trait, which seems like ~ COlAd make 
thirlgs too simpis1ic. but in eve,y case I played 
ttvough, I was lllC8rtain right up until I unoov-
8f8d the Fll81 clJe. 

Guity Par1y is SPiit into two modes: St0<y and 
Party. St0<y Mode has six main cases. plus a 
prologue and a f.nale. These mysteries have set 
crrnnais anc1 dues. and each is bookended 
,v,u, a sily cutsce,,e that moves the stO<y along. 
The plot. about a f,vn)f detective agency being 
tormented by the deVious criminal mastermnd 
M, -tine, is inconsequential, bot the dialogue 
and voice acting are funny enough to keep play· 
ors of all ages entertained. 

The famiy runs the gamut ol myste,y SlO<y 
stereotypes. fr0<n the S\.l)€fherO wamabe 
Kid Ridcle to the Sam & Max•Sl'/18 comedic 
r.:ir cleteclive coh:i<lentaly named Max. A 

kung-fu-,Yiel<lng granny name<l Chal1otte is 
tlYown in for good measure. The other lemale 
family members play it straight to the point that 
they're boring, but~ else f)(OVides a 
fe,; du:kles ~ the team's absurd exploits. 
My personal favorite line: -a,, Hugh the mana· 
tee!" screamed while a zeppetin eXl)locles in 
the bacl<grcU1d. 

Party mocfe exchanges the sto,yline for ran• 
dOmly generated mysteries and more ways to 
mess ti) )OUr opponents. Though Par1y mode 
can be played cooperatively, the real fun is in 
playing competitively. where you get too-aw 
carClS to cr,oooo what trapS Mr. \lalentine sets tor 
other players after yoor tum. 

The only downside IS that in the chaos of lock· 
ing other detectiYes in rooms, stealing their move 
tokens. and knod<ing them out, ft's pretty easy 
to miss out on dues and lealle your crfMI unable 
to sotve the myste,y bef0<8 time runs out and 
the bad fPf escapes. Get ready to be annoyed 
by yoor character screaming the same two 0< 

llYee lines &,ery time you play a card or win a 
minigame as wel. "Kid Riddle stri<eS again!" Al1d 
again. And again ... 

'Mlile the myste,y metagame is enjOyallle. 
Guity Party's mingames are passable at best. 
Many are extremely easy, such as fannjng away 
the dust in a crime soene to uncover clues"' 
tickling a suspect to get them to rewal inlorma· 
tion (both ~ished wih the same frantic 
waving ol the Wii remote). tt you sotve these 
wrthout trouble (as players or~ ""I skil 
level wll). the game recommeocfs ma.ing to 
a higher c!fficulty setting. \/\'hen this happens, 
you·re inevitably going to bump into one or 
the rare ove,fy cffficutt minigames, such as an 
awkwardly fast-paced rhythm game"' a thumb· 
wrestling matCh that~ tar too hard. 

Though they're hardy cool)Olling, the mng· 
ames are at least nume<ous and easy 10 learn. 
1 never repeated the same tasks often enough 
to get bored with them, but I also never fotm 
myself confused when new mechanics were 
introd\Jced. They basically operate as a minO< 
and inoffensive distraction tor lamlies and 
friends. tt you're a Ian of IX>ard games or enjOy 
gathenng people around the 1V to play together. 
Guity Party wl haue )OU soruing for 8\/idenoe 
and unmasking crooks lor weel<s. • Phil Kollar 



Disciples Ill: Renaissance 
Nothing ong1nal in this fantasy erno1re 

s,,a.1 to 4-J'layw Stnlll>gY-tf Kllyp>o - • 5 5 ~ D-loper AkOIII aete- Juno 16 ~SRS E 10+ ■ ~ 

T 
ry as I m,gh~ I can't thnk ol a ,_ 10 play 
Oec4J1es IL Tus ~.d!Mlloped strategy l4lt 
masl1eS uP concepts trom a handfcl Of games that 

are deaf 10 my hear1, and yet fails to sculpt lhem into a 
,vorthWhilG whole. 

Like HoroMof Mg1l & Magic. Mastor ol Magic. l¥J8 of 
W:)nder-s.Ol wnost/ll?f lareaSysttat8!1Vgam&. ~ 
1111asp19yersCOTYna'd,ng..,....one11Wgo"""""'1d 
map and t:f\llng into tactocal oonles whon lho$8 forces 
Clash Wrlh ooemy troops. TOl<ing control of Strotegic 
points grants domnon ,,,or resoore&-gen8(8ting nodes 
andoai.useUmap leetureS.-~nbat1fe 
awards e,cper,ence po,U 10 heroes and tr001)$~ 
,v111 _. and croram,bfes. °'9olll<l8 has more 
RPG i'I ilS strategy than most of this niche subgenre. 
w',th horoeS ad\/anclng ~ Anal Fanlasy-1,ke upgrade 
bOerdsand ganerie ll00l)S ~ l~ se,etlll 
tJaslhamlllMIS. 

Nono ol !hos rS oc,rrl)OlrnO n 1he 5'!1>10St. It'$ as I .. 
1he necossa,y oompononts ol a fantasy stre!egy 1i1la W010 
mixed togother with no \/lslon for what 1h11 rrna1 producl 
shot.Id be lJpgrad,'Q ywr Squre to a Knghl, which 
- e r,g-,fic:anl )(I'........,,,.,,. and a new l)ulcjrig 
at ywr h0m8 cas11e. ~ pass,,e boosls more suted to 
8CIJ'ppl1g a new place of twmor. Hero sl<JI PQt1IS ganl 
SUCh OXQl,ng pow,irs as +2 strength a +3 mo,ernenl. 
Most ..,,,s have no specllll powers. and tho ones !hat do 
are so good that yo, want 10 use lhem fl,lflfY IOU'ld, The 
laCIJCafN01teni:le.sobe<Oersare~llc)OSlhl'IJugl 
lhousandS ol hi po,U wllh l4lle -.on The strategy 
layer hOlds no interest ether. wrth a b8r9 low mable 
anr,es on ony given mop ond more owf\JI Al offering ilUG 
~ 10 y<:,Jf garrieonS. 

Oiscc)las ... pretty .-aq,. but 4 doeen1 lllke lol'Q 
10 triJn OOl lhal lhara'I no sou behnd lheentic-
ing ~-Wllh hOw W.- daSSic tum-besed strategy 
games hOld up CN&r lho yoors. there's no reason to buy 
a new game just for the sake o1 haw,g something madG 
Wl 2010.• Adam B1eue.ner 

PC 
• Co-.O 
l'UseRl'G-«)'loadven .... 
With light empl .... buildlng Ill 
grand hi!Jh fantasy tradition 
• G.-.pblca 
'!be besl pans al llli1 stral8gY 
- aro thl ~ and an dtrec;tlOn.lw,11......, get ., 
wnte thal ,ontcnc:e again 
» SoWld 
Turn lt off u -,on as possible 
Scmooltho-­
lft,.,.,. 

. ,..,...lllly 
M•P sorolling IS painfully 
slow for no good reason. and 
pocw doe:unlenlatton means 
thalycu'll-tod,g ­
onhne 10 bnd OUI bOw a 110( ~ 
thmgs-k 
,. t:nter1ahull•nt 
Reinstalling any well-recelvod 
"1ategy Ullo floCII the last 
--bemore 
worthy OI you, Ume 

• Jtepllly V .. •• 
l,ow 

Valkyria Chronicles ll 

A
s a fan of lhe rrst Val<yna Ovondes. I was rM'8rily 
drsappoin18d to ioam Iha senes was rroving from 
P$3 10 PSP. Then I played lhis ooquet, and all 

was fag~. Sega maklle some sacr1rces to make Iha 
e,q:,ar.noe more po,Ulllle. but ii also made rrrc,,o,e 
ments and 8dded deplh. res.At,ig n a kllow-uP lhal 
stands nghl afongSrde ,is predeceS$Or 

Tho strategic combel system ,emo,ns remarkalJly 
sin'ilar 10 the first game Aile< $UOIGYlng lho siluat'<ln 1rom 
lhe C()fl'ffland map, yo, Ulke control of rncwiduaf U1ilS lO 
ITlOY8 and ettack in Nltlf tme Nlf1Q l)layer$ n Iha,,_ 
of lhe ecton a,o,ds lhe rnacnancal r9f)8I oon assoc«od 
with gnd b8Sed stralogy trlles whrle st, defMlm91he 
lhril o f O wol•executed lOOlic81 man8U\181, The flllll)S and 
miss,on Obl8Clilles lack vatlely, but ,_ enemies and un,t 
l'iPOS .-..e lhat )'0U ....,, ~ ~ nto Iha 
same bag of lrd<s. • yc,u stl Med acr.v, of pace. 
you can ct>eck OUI Iha new versus and 00-0P ~ ­
lhOugh tho~ 18 IOC8i-orly. 

Tho PSP can'I ,ep,odUCe .. or lhe lhingS that made 
Vafkyr\;) O>Qrlicles a cu1 l>I on PS3 The oef·shaded 
$k81ChbOC)k aeslhebc ol Iha o,,g,nal ..... been~ 
,-,ih a more c:onventronaf anrne vb!. and the scale ol lhe 
conflrcls hes been ctastatlv reoJ()8(1, 'Miele you COUid 
onoe bl'ing a verilabfe army into 001118. you a,e now krn· 
ijeef 10 ax SOlClers on lhe rrefd a1 onoe. This is espec,aly 
l8sttCllng whenyc,u need 10 wagawar on rnJllple flonls. 
Thrslmtaton is the,._ gjarir,g law. s,noe. also.,,.. 
vents bellleS lrom acnevrng lhe sc:ope ol lhe o,,g,nal. 

u-,1 del)fo)menl could use a 1ew tweaks. bul V8l<yr,O 
ChronrclaS II compens01es by maki'IQ ywr time off Iha 
ballle"8fd belle< lh8n - The story -.·t IJSI focuS 
on a few -.maiers; ywr erue ~ " 11cn1 and 
c:enter Tho~ eercll hove-CIJl$08fl8S and 
rllrS$10f8 lh81 flesh OOl lho< personalrlrOS, and I becamG 
auac:hed 10 many of them. They also foot more 11<0 indl• 
- •haf'l<s 10 the,_ )(I' and 8dvllnCen1ent system. ___ a,,,ope,1onnance andolowslhem 10 

lllke on~ rQlel bej<)t1d Iha i.e-. From 
tho new weapon Ul)gl8des to the rnpro,ed lank cus­
tomza1r0n, almost evo,y!hing OOISKie of con-oat rS a step 
aboY8 the last entry. 

va1<yre Ct,or;cies 1,s the best PSP game I've l)l8)'ed 
n years. tt ocud hove'-'_, belter 'not lor Iha 
limllat,ons of the hMjware, but hOpoUy Sega - uP 
and pUIS vaJkyri8 Cl,ronocles I I bad< on home consofas, 
In lhe meantime, lhiS entry wil clelight fans or lhe ~· 
naf and lnsl)rrelhe ""'l<aled IOIJfedOtlhe< afle9oan(8 
lOGalra Joe lul>a 

sma I battlefield 

PSI' 
• CoDClept 
Civil war has broken out 1n 
Gallia! CM your ragtag da,s 
olmliltuycade\S keep thl --• Graplol .. 
Even w11hoo1 the cool et1ectl 
ol 1118 Ollgmal tho """'"" sull 
baS a dlstiJUl vu:ual style ·­,.~--,,,. 
mood. ond tho sparse_,. 
work lS P,Clty good 

• Playability 
The dlffiQJlly IS genetally 
lower thaft !be mot game. .,.,. 
ahanOIUlollUJl)lmrs,,oas 
will puntsh you ruthlOISly lor 
a wrong movo 
• Eal•rtailll''Hl\t 
Just as good IS the mot-• 
bul f\m .. dlllererU wry, 
. ... ....,v-
Moder• tely lllg!l 
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9 NCAA Football 11 
Platform PS3 • 360 lteleau July 13 £SRI & 
Issue Aug '10 

NCM has its flaws, but with 
improved on-the-field action, 
recruiting. and presentation 

(including tho option to generate 
cuscom stories on your Dynasty/, for 
the first time in yeaIS I feel like rm 

getting the college experience. 
- Matthew Kato 

\ 

Pl.a.tfomi 360 Releu• July 28 ESRB £ 

Hydro Thunder Hurricane is clearly a 
work of nostalgia: there aren't really 
any new ideas here. just a feNent 

desire to return video game racing to 
a time when speed and fun meant 
more than complex career modes 

and customizable liveries. Irs all the 
more charming for the fact that, in 
these declining days of the racing 

genre. there aren't many pure arcade 
racers anymore. Perhaps services like 
Live Arcade can be a new start for a 
style of game that deseNes a second 

chance. - Matt Helgeson 

' 
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Platfo.m OS ReleaH August 24 ESRB £ 

Cute graphics and a famous 
name aren't always enough 

Sonic creator Yuji Naka returns 
to game development in a 

snooze/est that lacks depth for far 
too long. What may have seemed 
like a good idea for a p/atformer 

on paper ended up being a 
nearly unconuollable game with 

frus(Tating mechanics. While 
the game eventually wakes up 
a bit in the later levels, I never 

really did - Nick Ahrens 

• JIJl•IO Pl.to~bQI 

7.5 I Ace Combat: Joint 
Assault 
P1atfonn PSP Release August 31 ESRB T 

1 -N·IO 

Joint Assault offers up two changes to 
the long-running dogfighting series 
- real-world locations and co-op 

play on a portable system. Outside 
of that it's the same solid experience 
you've been playing since the PSone. 
Irs understandable considering that 

there's only so much you can do with 
a semi-realistic jet fighter game, but 
that doesn't stop us from getting a 

sense of deja vu. - Dan Ryckert 

7. 75 I Monday Night 
Combat 

Platfoma 360 Rtltas• June 29 £SRI M 

Platform PS3 • 360 • PC Releu• July 7 ESRB T Pladoma 360 Release August 11 E.SRB T 
Sniper: Ghost Warriors biggest flaw is that it 
doesn't get sniping right. Whenever you look 
down the scope to line up an enemy soldier 
for a messy de-braining, you can activate a 

ThOugh the $15 pricetag is 
attractive for a robust mu/tip/ayer 
shooter, BlackLight: Tango Down 
ultimately loses the war to poor 
level design and questionable 
game balance. There aren't 
enough bullets in this gun's 

chamber to make the kill counr. 
-MattBertz. 

Monday Night Combars mix of tower 
defense strategy and third-person 
shooter action is an addictive new 
approach to mu/tip/ayer gaming. 

However, with only two basic modes 
and a handful of similar-looking 

maps, it's only a matter of time until 
the player is left wanting more variety. 

- Jeff Marchiafava 

mutant-like power to slow time, during which 
the enemy moves slower than a sloth. This 
enables even the least skilled gamer to line 
up a shot that will bore a hole right between 
a soldier's eyes. This power steals away any 
chance of Sniper: Ghost Warrior being taken 

seriously - Andrew Reiner 



I 9 I Limbo 
Phltfomi 360 Jltt-loase July 21 ESRB T IU'ut Aug ·10 

As I played, fellow editors would occasionally 
tap my shoulder ond draw my attention 

away, and I would catch myself jumping - not 
because I was scared, but because I was so 

engrossed in the experience that it felt jarring to 
be pulled out so suddenly. - Man Miller 
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TUAN YOUR 
PASSION~ 
GAMING INTO 
A CAREER 

Campus Degrees 

Master's 
Entertainment Business 

► Game Oe.$tgn 

Bachelor's 

Computer Animation 
Digital Arts & Design 
Entcitainmcnt Business 
Film 

► Game Art 
► Game Oe-veloprneni 

Music Business 
Recording Arts 

Show Production 
Wei> Design & Oevclot)ment 

Associate's 

GraphM: Design 
Recording Engineering 

Online Degrees 
Master's 
Crea1iveWri1ing 
Edocstion M4Xfia 
Design & Technologv 
Entertainment 8us1nt$$ 
Entertainmenl Business; 

wirh a $ports M 1tnagomenr 
El«tJvoTrlt('k 

lntomet Mart.eting 
Media Design 

Bachelor's 
Compvter Animation 
Entertainment Business 

► Game Art 
► Game Oes.ign 

GraphlC Cosign 
Internet Mart.eting 
Music Business 
M vs,c P<oduct1on 
w.tb Design & Development 
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W 
tthintwomon1hsof the 
PfaySlation's launch, 
Single Trac established ttself 
as a hol new developer by 
releasing Twisted Metal and 

Warhawk. VVhle the fatter is a lonely remem• 
bE<ed air combat @e, tt was the d>aos and car­
nage caused by Sweet Tooth and company that 
made gamers take nollce. We're oo.v 1 s years 
IOO'lOVed from the debut of the loogest-1\Ming 
AayStation-exclusille series, but E3 2010made 
It perfectly clear that we aren't anywhere near 
theen<I. 

At its co<e, Twisted Metal's concept shouldn't 
be a hard sell - a bonch of cars driven by 
psychOpathS and decked out ,.,;th a ludicrous 
amount ol ,veapo,vy. Make everyone else 
explode, and you lffi. As easy as the concept 
is 10 understand, Single Trac and David Jaffe 
provided gamers wi1h the perfect dOSe of 
wicked humor and clever game design to make 
It special. 

Games fike Oestl\Jclion Oert)y llfought vehiou· 
Jar mayhem to the AayStation, but they didn1 let 
you run (1,le( mines n a monster truck. TwiSled 
Me1al turned the action up to a cartoonish 
level, fealuring cars ramp,,g from skyscraper 
to skyscraper v.h1e srooting homing missles 
and napem bombs. You ooutd detonate the 
Eiffel Tower, born the Mona Lisa with napalm, 
mt.rder fat kids in swwm,;ng trunks, and even 
(oonfusingly) 1um the Statue of Uberty into an 
obese, b'l<ini-clad woman .,;a the use of a few 
mi rnssles. The aeati\ie stages took the game's 
signan.e carnage from wide-open comflelds 
in Holland p()p<Jlated by ~YO 10ne windmlls to 
rapidly·sinkqj gaciers in Anlarctk:a. 

Spinning off track 
The first two titles in the series offered these 
insane moments with reckless abaodoo, and in 
p1ayi"(J them you ooutd sense Single Trac had 
a blast making them. However, the next two 
entries in the senes were od(ly SOUiiess lhari<s 
to a switch in developers. A oontractual dspute 
led to Si9eTrac being puled from the series in 
favor of Sony's in-hOUse 989 Studios. While not 
'"1Playabie games, Twisted Metal 3 and 4 fell like 
empty experiences by oomparisan. All of the ele· 
ments were in place - wacky dr'IVEl'S. expfodng 
-s. ridicolous weapons, etc. However, 
the games lacked the creatMly and humor that 
was such a c,vcial part ol lhe O<iginals. 

In the early '90s, each console had a clearly defined and family-friendly face 

attached to it. Nintendo's SNES had the always-reliable Mario, and Sega's 

Genesis and Saturn had the speedy Sonic in their corner. Sony didn't have 

anyone quite on their level of fame, but they launched a fairly successful 

marketing campaign with their own cuddly platform star Crash Bandicoot. 

Amongst all of these cartoon-eyed platformers, there was a very different title 

that separated itself from the pack back in 1995. It too came with its own dis­

tinctive face, and it was the flaming head of a murderous clown. 

The se<ies returned with a bang in 2001 , 
Many f001l8( SingleTrac employoes, including 
Jaffe ltnself, formed Incognito Ente<1ainmen1. 
Their f,rst title was a new take on the Twisted 
Metal franchise, litled Twisted Metal: Black. 
Many series favorites returned, bvl gone were 
the bright COIO<S and cartoon-like ending 
vignettes featured in the past. Stack became 
the first 1ille in the series 10 earn an M rating 
from the ESRB thankS 10 Its incre<fbly go,y 
cutscenes and grim sto,y. Mos! d>aracters 
haJed ~om the game's Blackfiefd mental 
asylum. and none of them were in the lglt­
hearted vein of previous contestants. 

Black's change of tone cf.ctl't hurt the 
garn81)1ay in the lees!. The series' AayStation 
2 debut featured massive, Sl)f81'M19 areas with 
COU1Uess destructibles and secrets. A fenis 
wheel ooutd be taken off Its hinges, causing It 
to run roughSho<I tlYOUgh the suborl)an town 
below. One stage inttially appeared to be se1 

enli'elY on a large sHp t.11til h docks. which 
opened up the carnage to giant island s,ea. 
Another allowed players to sroot down a 7 47, 
granting en1ry to previously lnacoessible s,eas. 

New opportunities 
M<Jtipfayer was always a huge part of T,-hsted 
Metal's appeal, bot It never had rruch of a 
chance 10 featu-e robust online play. Aayers 
<X>lAd hunl enen-ies '"8 CO·OP play Ct duke ii 
out in areas p()p<Jlaled with bots, bu! !he PS2 
µ;t launched Its ne~'IO<k adaptOf when Black 
launched, so lnoognllo f'l8\l8C' olferoo a true 
online experience. Twisted Metal: 0-.tne came 
out shor1!y thereafte,. but many PS2 users 
stin didn't have their consoles oonnected to 
the Internet. 

W~h al lhe ft.n lhe series has pro,,ided with• 
out the help of online play, one can mag:ne 
the carnage this upcoming PS3 inslallment wil 
bmg. Wdh Jaffe and many Si-geTrecl1ncognito 
staffers formir,g deliefoprnenl slucfo Eal Sleep 
Ray, Twisted Metal fans Sho<Jld take comfort in 
knowing that the series is in the hands of those 
who know h best. 

Top Twisted ....... 2 1PSoM1 
Middle Twls1ed Metal: Head-On (PSpt 

8ooom Twtsted Metal: 8&ack (PS2• 
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THINGS YOU DIDN'T 
KNOW ABOUT ... 

One of the biggest talking points coming out of E3 is the new (well, old) direction for the 
Mortal Kombat franchise. By taking it back to the 2D plane and gory fatalities that made the 
series notorious, Ed Boon is reminding gamers why we love it in the first place. Read on for 
some tidbits from the innovator behind Mortal Kombat's violence. 

+ Earliest gamlng memory: 
l'laymg Defender m an arcade 
I actually got m a motorcycle 
acadent when I was a kid and I 
brOke my left wnst and my le/1 
100. so I had a cas, on my roor 
and YITISI I cur away part ol 
lhe cast so I ooukl grab onto the 
~'Stick that moves your ship 
in Defender I'd sit there kmd of 
oolartcu,g on one 1«.J and play 
1ng tile gamo fOI a f8',\/ week$ 
as I had thecas1 on 

+ Odd jobs before the gaming 
indus<ry: 
I w<llke<I IJ\ a grOOOfy OOJ)lJJl 
lll<)ru and a, a Cadillac deal-Or 
ship parking and \•«1Sh1ng 
cars when I was 15 and 16 
years old Right out or col 
lege I was hued to proc;tam 
pu>ball maCh,nes for Williams 
Ctecuomcs 

+ On the controversy 
$UlTOUnding Mortal Kombat's 
vio1ence: 
wen .... .re \veie,n W0111e<:1 by 
any sue1ch of the 1magma 
non m mrms of ·oo no. cheyre 
gomg to put a ranngs system 
101· hke that's a bad thing 
Part a us were kind of real· 
mr,g 1ha1 11 wa$ somethmg 
lhat was beoom1ng oocessa1y 
because !J!OP11lcs were beoom 
ing a lutle bu m<)(e realistic. All 
of a sudden you could del)OCI 
VIOience and blOOd and all u .. , 
1 relll<)mbr)1 w11en !)80!)1e weie 
pla),ng 1he 9"111$ m rhe arcades 
I was thmkmg. "\\'ow, this lS 
reaOy a violent game and young 
lods can JUSt walk mto the 
&cade and play n: There was 
$0m~hlll9 lhat seemed ktnd Qf 
wrong about 1hai 

+ The last time he spoke to 
John Tobias: 
About a week 0< t'NO ago We 
have m.stant message and stuff 
so I talk to htm aJJ the 1Jme. 

+ Non~ftghting games that he 
enJoJ1: 
I've played Geai, ol War and 
God ol Wai I oertrunly rned 
play11,g C1and Thell AulO. but 
something abool lhe $11.$ being 
so bt9 made me roo!Jze th.at I 
would never be able to fm1sh 
any md1VICJual one or them Just 
because I don't hav-e I.hat time 
So I can nevei really mvest 
1n1ou I'd playn moresr::, lrom 
a devclopor's standpoint. IClnd 
or adminng whar they dld and 
wondenng how they ctd lhls 
and all thal 

+ Experiencing the 3DS at &3: 
l got to UlO N.mendo booth and 
they snuck me in to check out 
the 3DS I couldn't belle',<> lhal 
they actually got a 30 sc,een 
without glasses. so horn a tech­
nology standpoun I was 1eally 
1mpresscc:i 'Mth tt I wondered 
a lmle bit lf there would be any 
kind ol laogue m your O)'es or 
any kmd ol locusmg p1olllems 
ot something Lei's say you had 
MaJIO 64 or :ielda 01 something 
that reqwres 1.0-somemmg 
hours of stanng at the screen I 
v,•ondet:ed how long of a game 
session people would have 
be!OJ8 lheil 8)'e$ WOUJd Slatt 
geiung smuned 

+ His lea.st favorite Mortal 
Kombat characters: 
In Deadly Allianoe we had a 
chaiacter Hsu Hao who v-.ias a 
suange guy. Him and IJralurun 
'l1looo rue prOllallly two dlanl<:­
ters wtlOSe chances: of returning 
aren·r very h,gll 

+ On the Mortal Kombat 
movie the.me never being 
used in the games: 
uunng the P$2 era. we had 
these elaborate rendered 
mO"OO sequenoes that would 
play IOI lleaclly Alllanee. 
Deoepuon. Sllaoful Monks. and 
Armageddon A1 one point. one 
or me aucho guys was saying. 
'What lf 1,W played the MOitaJ 
Kombiil theme?' But by then, 
1t was so overplayed. When I 
wouJd heru It. I'd Intes))tet ll as 
so 1napp,op1iate ro, 1h8 game 
1hore was a son of checsinos:s 
to u that I couldn't qune repeat 

+ Arc there any fatality ideas 
deemed too gory for Mortal 
Kombat? 
Oh yeah. Wlll'IOUt a~-Wo 
hal'O latallry meenngs and 
people come m v11th sketches 
or ,ooas and they'U stand up 
and IQn(la &cl II O\lt SOmelJody 
W\11 say somelhing (!eallng \V,th 
pans or ,nc bOdy 1hat you Just 
don't v,,,a,m to mutllate, and 
we·u say -come on. you guysl 
We can·t do bette, tllan tl1JS?" 
we want to be creall\18 w'llh 1t 
lnSlead of JUSI blalanlly ShOCk 
mg l!ke • and then he sruffs tt 
m his mouth'' You can (1gu1e 
out the ,est 

+ On the fake Mortal Komba.t 
movie trAller: 
l v.,as stttmg m from of my 
screen W;e everyone else going 
'What I.he hell 1$ lhis?" It JUSl 
IU!ned OUI 10 b8 lh1$ guy WhO 
wants 10 d1rocr: a Mona! Kombat 
mov»e. and that's his sona guer 
nUa 1acoc oC domg n. l lhought 
1t was av.-esome 

+ On whether motion control 
can ever rtvaJ a controller tor 
fighting games: 
Wnh a fighting game there's a 
proosaon factcc when you don·1 
lla,'8 lactlle feeclbaek of a bul 
ton The t1mIng of when you 
',\/ant 1hc punch lO be fired OUI 
and when you want contact 
to be made 1s more difficult to 
do when )'OU rue doing 1t with 
you, body and there's nolhuig 
feeding oock 10 you I lhmk 11\al 
u IA'OUld aboolutoty reqmrc a 
ctffe1ent game design. I don't 
tlluik you oould say "Oh. let's 
take MO<tal Kombat and J""t 
(fUl(:kly hOOk ll UP wit]) Kule<:l 
oomroIs1 Thele you go. you~e 
puncllmg and Joclangr I don't 
thmk it's gonna be that sunple 
of a proress 
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100 game over 



Jump in. fl xBOX360. 



BATMAN: ARKHAM CITY 
DARKNESS DESCE:NOS ON THE STREETS OF GOTHAM 




