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Read my column

How Motivated Are You
To Move and Kinect?

| have discussed before how | thought it odd that
| PlayStation Move and Microsoft's Kinect seem

| to be trying to recreate the magic that Nintendo
has already captured on the Wii, but since retuming
from E3 and seeing the two systems in action, it
brings up a slew of new questions, especially now
that the peripherals finally have price points and
pack-ins.

| do believe each device offers up its own evolu-
tion of the MNintende Wi formula, whether it's the
mone precise control of the PlayStation Move or the
controller-less adventures of the Kinect, but two
classic clichés come to mind and equally apply:
“too little, too late”™ and "if it's not broke don't fix it.”
Both are in reference to Nintendo's vice grip control
on motion-based games, be it party, dance, sports,
or otherwise.

These two systems are most definitely early in
their lifa spans (Move hits this September and
Kinect in Novernber), but | think that's all the mare
reason that these respective platforms need to
show consumers not only why they are different
and better, but how they can offer new gameplay
experiences — not just batter bells and whistles.

‘Which is all the more reason | am still completely
stumped by Sony's choice to pack in Sports
Champions. | can't be the only person to realize
Nintendo has been packing in Wi Sports sinca
2008, right? | get the sense Sony is more or less
putting Move out there and offering as many soft-
ware cholces as possible, be it casual or hardcore,
and haping that gamers pick up the pieces and that
the pack-in game isn't the motivator. But either way
it feels unimaginative, and | think that's unfortunate.

In Microsoft's case, | was floored to discover
that they chose Kinect Adventures as the pack-in
when it has perhaps the best motion-based casual
game around in MTV GamesHarmonix's Danca
Central. It would have shown that Microsoft (| can't
bedieve I'm saying this) is hip and different, and
not predicable and boring, but instead it opted
to choose - you guessed it - the predictable and
boring pack-in game that feels ke a Wii-wannabe.
Shocker, | know.

For both platforms there is plenty of software that
locks exciting, including the games | knocked for
being included with the peripherals, but | think for
these systems todnuly be successful they need to
break new ground and not tread on the traile i
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We & Art
Regarding your list of video games that can be
considerad art in your July 2010 issue: While |
enthusiasticaly agree with most of the games.
on your kst, | fael you might have left out a
game that has moved many gamers (well, or at
least mysell) to tears: Mother 3. The story, the
characters, the whole world of the game: was
carefully created with much attention to detail,
and it really shows. The story is touching and
tells a very strong message; that is what | think
art is supposed 1o do. It's the first video game 1o
make me cry.
Vincent Chang
Simi Valley, CA

I wanted to write 10 express my appreciation for
your recent article, “The Great Debate.” Fims
and photography were once deridad as less
than fine art too, but you can now find critics and
students alike studying and extolling the artistic
virtues of those media. The same will almost cer-
tainty happen with video games, and the classic
games of the curent and past generations (ike
those menticned in your article) will be in text-
bocks written and read by the next generation of
artists and gamers,
Sarah Sinclair
Santa Barbara, CA

In my art school we had a very simple definition
of what art is: If you have to ask if it is art, then it
is ant. There, everyone can relax. If Duchamp and
his Fountan piece, or any other Dada artist for
that matter, can be considerad art, why on earth
would a video game not be?
Doug Andrews
Manchester, CT

nformer

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!

Perfect Timing
I fully undierstand the whole business side of the
equation when it comes 1o console exclusive
games like Metal Gear Solid or Halo - console
manufacturers want good games you can only
play on their system. But why do companies
make deals for imed DLC exclusives? The other
consola'’s users gain access to the content later
on - are they really going to sell that many more
games because of a brief head start on DLC7 It
seems like game publishers are doing more hanm
than good by alienating a section of potential
customers.

Greg L.
Eden Prairie, MN

The weeks immediately 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 early sales in an attempt
to become the definitive platform for a high-
profile game. For instance, Modern Warfare
2's Stimulus Package maps were ilabl

a month earlier on Xbox 360 than PS3 and
PC. Eventually, everyone gets the same
content, s0 no one is alienated. But if you
have the option, why make yourself wait?
With Modern Warfare 2, the timed exclusive

his 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.

strategy definitely worked in Microsoit's
favor; early sales numbers showed that the
game sold twice as much on Xbox 360 than
the other platforms.

Question of the Month:

What is the best
Zelda game ever?

Email your response to
feedback@gameinformer.com
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Unbiased and Honest
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North Smithfield, RI

This is either a fanatical rant or a pitch-perfect parody of a fanati-
cal rant. Honestly, we can barely tell the difference anymore. You
are right about one thing, though: Being cool does monopolize
our lives. To stay on top of all the hip trends, we have to spend
our free time reading Twilight books, watching Real Housewives,
and calling people “bro.” It's tough being so awesome.

Destination Download

Today | bought the Onslaught mode for
Battlefield: Bad Company 2. | then realized that
downloadable content is rarely reviewed by the
Game Informer staff, This perplexed me. Why
nat review DLC? | understand that OLC is used
to enhance the game and keep that disc in the
tray longer, but is it really worth it?

Julian Canto

Guilford, CT  Last Month's Question:

‘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
downloadable 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
only enhance an existing game = they aren't
complete experiences. That doesn't mean
we're hanging you out to dry; we've been
playing the add-ons and giving our recom-
mendations online, including Bad Company
2's Onslaught mode. All you need to do is
head to gameinformer.com/impulse for the
latest news and impressions from the world
of downloadable content.

i wou could pick one game 1o
make the case for games as an
ant form, what would you pick?

Top 3

1. Portal

2. Shadow of the Colossus
3, Ohami

Can you tell me when Kingdom
Hearts 3 comes out?
No.

Make up your mind! Do you like
Claptrap, or Is he a dork?
Yes.

Which is better: hoagies or
hot dogs?
Hoagies.

In issue 207, & response in
Feedback stated that the “Top
10 Console Games That Get
Content Creation Right™ was on
page 39. The feature was on
page 22. We apologize for the
error, and for any extra wear-
and-tear your flllgefs sustained
by turning a few exra pages.

[Left) Activision's Drew
Meyer, Lindsay Morio, and
il Greenspan watch or
Miller and Andy shred it
on Guitar Hero: Warriors of
Fock (Right) Comic book
legend Adam Hughes takes a
nap on Meagan's shaubder

feedback 7
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(Far Left] A pretty girl at
Comic-Con? Yawn. A pretty girl
wearing normal clothes? *faints
dead away” (The girl in question
is Caprica star Alessandra Torre-
sani at the Marvel vs. Capcom 3
party) (Left]) Ubisoft's Corey May
and Jade Raymond celebrate the
good life [Right) Seth Rogan
puts his Weezer glasses on at
the Marvel vs. Capoom 3 party
at Comic-Con |Far Right) Big
Boi from Qutkast tears it up at
the Marvel vs. Capcom party, His
new album rukes; go get it
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Long Live Easy Mode

| really appreciated Russ Frushtick’s opinion
article “Casual Encounters” in issue 207. lam a
longtime hardcore gamer, but in my late twen-
ties with a full time job, it is hard to find as many
hours to play games as | used 10, Recently | have
started to play some games on the easy set-
ting becausa | just wanl to experience tha game
mechanics and enjoy the visuals more than |
want to be challenged. As a general rule, | don't
like tor cie during the first half of the game. Some
may think that this is lame, but playing at a lower
difficulty level enables me to be able to experi-
ance more games in less time.

Matthew Cobb
Nashville, TN

Every 5o often an article comes along that
demands contemplation and leads to a revela-
tion that fosters experimentation resulting in
jubilation. 1 am referring to Russ Frushtick’s
plece “Casual Encounters.” | had been play-
ing Bayonetta and got tired of having my ass
handed to me on a regular basis, so | grudgingly
switched to easy mode and had the time of my
life, Perhaps in this age of trophies and achieve-
ments, we gamers have bacome too focused on
earning awards in our first playthrough - forgat-
ting how to just have a good time and appreci-
ate games for what they are.
Karl Woods
Tukwila, WA

Landis, NC

The short and sad answer to your question is “no."” Between
Fable III and the Milo project (whatever that actually is), Lionhead
seems to be moving forward instead of looking back. Don't get
too disappointed; remember that B.C. was originally planned as

a last-generation game. Making the technological leap from one
generation to the next doesn’t usually turn out well [see: Kameo,
Too Human, Duke Nukem Forever), so you may ultimately be hap-
pier imagining the game B.C. could have been instead of facing
the reality of how the concept has been ravaged by time.
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hen the first Tekken was near release on

the PlayStation, print ads for the game
W featured the slogan “That burning in your

chest is from your broken ribs...not some

L fireball.” Over a decade I_ater. iha_\t statement no !mger holds
NOTABLES true for the combatants in the King of the Iron Fist tournament.

Officially announced at Comic-Con, the rosters from two fight-
16 the lab rats ing juggernauts are joining forces for two ambitious crossover

2 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 tightly 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 2D plane and ink-based art style. Tekken X
Street Fighter will instead utilize Namco's 3D plane, making us
curious as to how Capcom's trademark 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 infricate special move system, it'll be interesting
to see if the controls are modified to fit more smoothly in the
Tekken universe.







e

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 Ulra 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 MuC 3 hits next spring.

An exciting fuﬁne
for fighting fans

connect 15
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Activision's multiplayer behemoth Call of Duty: Modern Warfare 2 was a smash
hit right out of the gate, selling nearly five million copies at launch. This translates
1o five million users jumping into multiplayer lobbies on day one hoping to quickly
find a match and start getting their money's worth. Unfortunately for these early
adopters, multiplayer sessions in Modern Warfare 2 went from a good time to

a glitch fest in a few short weeks. First there was the javelin glitch. Then came
the overpowered akimbo shotgun, care package knife deaths, wall and elevator
glitches, unintended infinite ammo, and several more problems that plagued the

Whlle |l s tough to predict what will happen when a multiplayer title goes live,
many of these bugs can be minimized, if not eliminated ahead of time, through
proper testing procedures — a process Modern Warfare 2 surprisingly did without.

With the increasing prevalence of open betas, gamers can play an
polishing the final product to avoid disappointment at launch.

ive role in

Every step walked, shot fired, vehicle destroyed, power up chosen, and path
taken during beta phases is tracked 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 alane pro-
vide the data needed to make necessary tweaks. An open beta is not a feature-
rich demo with a few blemishes; it's an invitation to help create a better game.

“I'll say it up front: if this is a demo of our game, this is the worst demo ever,”
says Blizzard design director Dustin Browder in regards to the StarCraft Il beta.
“It's not really meant to be a demo. It's really meant for us to test our servers, test
software stability, and of course, test the balance and gameplay experience.” This
isn't just true for StarCraft 1|, but for multiplayer titles all across the board that go
through the beta process.
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Beta by the Numbers

HALD: REACH

1]
million
1.4

1.3
terabytes

Ll
billign

198
hours

142.6:7.966

127.822.408

43,341,380

8.927.112

360,245

Hours logged
by beta
testers

Number of
screenshols
and videos
uploaded
Amount of
upioad data
for said
screenshots
and videos

Number of
kills during
public beta

The most
time spent
by a single
playes in the
beta

Approximate
hours a day
said player
spent playing
the game

Number of
ills with
magnum
Number of
kil with
DMR
Number of
Kills with
Needile Rifle

Numer of
ks with the
Fiag

Total forum
pasts created
in the Halg:
Reach beta
forum on
Bungie net

MODMNATION
RACERS

122.000

78.000

226,000

126.000.000

Total number
of players
Total rumber
of creations
Total number
of games
played

Total number
of

fransac-
tions

Preparing for the onslaught

According to MAG producer Alan Van Siyke,
there are two essential elements in preparing for
a beta release. On the development side, coders
must make sure the game is stable encugh for
proper public testing. Then there is the technical
process, which must ensure the beta is neady for
download, the patching is functional, the servers
are available, and escalation procedures are in
place in case of a major crash.,

To prepare for the onslaught of everyday
gamers when the beta opens, multiplayer titles
undergo intemal testing during alpha phases
where developers bring in teams from other
depariments to play the games and provide
feadback. In the case of Halo: Reach, Microsoft
and Bungie employees tested the game through
internal alpha and beta phases to check for
major balance issues and address server stability
prior to releasing a build to the public.

“The preparations began months in advance,”
explains Bungie's community director Brian
Jamard. “As much as this is a work-in-progress
snapshot of the game, we recognize we're put-
ting this game out there and it's going to be cri-
tiqued. People, to some degree, can be forgiving
in acknowledging it's a beta, but they also have
expectations and they're going to voice opnions
about the game basad on their experience.”

Even with the amount of testing prior to their
release, public betas are far from perfect. If

you've been part of a bata test before, you've
probably seen your fair share of glitches and
server crashes,

“Relaasing a beta is ke another release of
the game except our standards are a little bit
lower,” Blizzard's Browder says. “We will know-
ingly go into a beta with things that are a ittle
bit broken, but not much. Still, we want to hold
our standards pretty high because it's this trial
run that helps us get the real release comect.”
However, these precautionary measures aren't
always bulletproof.

The stress test

By simply jumping into a multiplayer beta,
you've instantly become part of the strass lest-
ing that can contribute to a smooth, crash-free
launch when the game releases at retall, If a
gamea bacomes a hit, the servers nead to be
able to handie millions of gamers jumping into
the multiplayer lobbies at once. The only way
to test if you're up to snuff s to sulbject your
system to a real-world deluge of players.

“There is no other way of working out how
your game is going to react when milions of
users are making decisions you can't quite
anticipate,” observes Ged Talbot, lead designer
for Blur. “The larger the group of people, the
more chance, you'll find problems wherever
they may lie.”

When the Halo: Reach beta opened to the

» KILLMAR
MAG's killmag images show the locations of players
when killed and location of the killer as noted by a
connecting line. Fed dots regrasent dead players,
bl dhots represent killers. These images identify
spawn camping issues and deadlines of certain
chokepalsts, objective aneas. bunkers. ete, This
could also sugpest sightline problems on maps

public last May, Bungie expected saveral mil-
lion users. The team worked 10 prepare server
clusters tor this volume using the infrastructure
already established with Halo 3. Despite prepa-
rations, the servers wers unabile to handle the
jumnps from 2ero to one million users in a short
period of time, which caused the beta to crash

"That was exactly the kind of test we could
only accomplish in a real beta of this scale: Do
as much as we can o emulate what would
happen during a real retal release and get a
huge number of data and simultaneous connec-
tions that really stress all the sarvers,” Jarrard
explains. Bungie figured out the snafu and got
the Reach beta up and running again faily
quickly, eventually reaching 2.7 million unigue
beta playears in just over two weeks.

For MAG, the first-person shooter centered
on 256-player online batlles, stress testing was
invaluable to the beta process. During the alpha
phasa, tha team at Zipper Interactive built a
system thal smulated real players to ensure
server stabiity, and confirmed enough Al bots
were able 10 log in 1o reach the desired size and
scale at the beta's launch. However, Van Styke
says this is merely an enginesring solulion.

“We can't predict how players are going to
play,” he remarks. “That's where the open beta
Comes into play.”
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» (TOF] WALLRIDING
User data from Blur showed
that players were deliberately
wallriding 10 get around corness.
The design team fixed this by
significantly slewing down car

i wall impact
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This vehicle from Blur was way
taster than other vehicles in the
beta and thus won a considerable
amount of races. It has been
slerwestd for the linal game

game’s other power-ups
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TOR TEN DISGUSTINGLY.CUTE CHARAPTERS

Tirg T

Kirby
Por something that devours and leeches power from its foes,
Kirby is 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 Pokémon's
trademark ears, brewing up a perfect storm of cuteness. The
real nail in the coffin, though, is his recent arts-and-crafts
makeover in Kirby's Epic Yarn.

Yoshi Moogles
Mario’s famous mount is a Chocobxos may look like cud-
green dind with a saddle on diy, overgrown baby chicks,

his back and booties on his but Moogles and their woboly
feet. If that's not enough, pom-poms steal the win, If
Yoshi's handsome mug holds you're really tom up about

4 coupe de grace of graty- it, just ponder the Chocobo
itous charm - a tongue he Knights from the Tactics

uses to slurp up everythng series — Moogles dressed
from tropical fruit 1o crying in chocobo-themed armor
bables. His infectious “yum™ who ride the large, feathared
sounds and buft-stomps ang beasts. I's tough to find an
enough lo make us overlook ugly Moogie, except that

the fact that he: huts his thing that Cait Sith rode. That

unbom young at foes thing was siupid, kupo.

Servbots Nintendogs A Boy and His Blob

Thesa mechanized, block-headed servants may be Before Nintendogs, most hardcore gamers would How many games have a hug button? While both
tasked with cooking, cleaning, and fighting Mega have scofied at the idea of becoming attached toa | the Boy and his Biob are undeniably adorable,
Man, but they're best a1 making us coo like idiots. virtual dog. Then these cuddiesome canines came | the morphing, jelly bean-eating Blobonian stands
The mere fact that their visage makes the grotesque | along and melted the cold, cymical hearts of nay- apart with his ability to transform into a squeezable

2ombies of Dead Rising look huggable is testament  sayers. If you ever caich someone Saying "good wersion of a ladder, trampaline, or spaceship. No
1o the Servbots' lovabiity. boy™ to a DS in public, you know you've found a intergatactic creature with a diet based solely on
fellow gamer. Or a crazy person. candy could possibly be disgusting
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Pikachu

Cartoons fleshed out the crit-
ter's cuddly-yet-Courageous
personality, but games

like: Pokémon Yellow and
Pokérnon Snap pushed the
intoicating electric rat into
the spothight. It's challenging
endugh to decide whether
it's the rosy cheeks or his
inalulity to say anything but
his name that make him

50 imesistible, but it's even
hardar when you're busy dry
heaving from an overdose
of adorable.

Sackboy

Did Media Molecule contract
with the: devil when designing
Sackboy? Because this guy
is unholy cute. Fitting in with
LittleBigPianet's hand-sewn
aesthetic, Sackboy looks like
something your grandma
keitted for you as a child

We have a feeling if you
pulled the zipper on this littlke
guy's stomach, you'd get an
Ak of the Covenant-style
sandblasting of cuddiness 10
the face.

Rabbids

Being pummeled by a
plunger would ustally upset
s, but it it were a rascally
FRabbid we'd probably be

100 busy Swooning 1o care.
For bug-eyed creatures

with disproportionately huge:
mouths and screaming
protiems, these mischiewows
bunnies sure are squeszable.
We would embrace them

out of love, but we're fearful
the hug might slip into
an accidental chokehold
of agitation.

Tails

Tails gave the aiready endearing Sonic a true run for
his money. His ruffled hair and innocent, naive nature
made him warm hearts, but it was his signature tails
that made their arteries melt. Swe, 3 fiying, two-
tailed fow is handy in a platforming game, but Tails'
true waorth is found when he peters out and floats to
the: ground huffing and putfing like a tired pup.



Happy Days Are Here Again

Coming September
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f you missed 2009's Trine, then you
overlooked one of the best download-
able titles of last year. Make it up to
yourself by checking out Trine 2, which
is headed to XBLA, PSN, and PC next
spring. Like its predecessor, Trine 2 is set in
a luzh fantasy world filled with puzzles and
monsters. The original developer, Frozenbyte,
is prepping the sequel, which answers fan
demand by delivering both local and online
cooperative multiplayer. Sclo players can
jump back and forth between the three main
characters to use their varied skill sets, or up
to three players can join in to bring
onto the screen at once. Each of the three
returning characters have some new tricks up
their sleeves. The
wizard gains some
offensive capability

enemies in the
same way he does
objects, pushing
and flinging them
about like rag dolls.
The melee-focused
knight can now
parry and counter
attacks. The thief

is able to slow
down time, further

not-so-distant futur
* of the downloadable
- game SCene v e

# £
i e

accentuating her stealth and agility. The game
boasts some huge boss fights that help high-
light the gorgeous background visuals and
smooth animations that made the first title
such a treat to play. Keep an eye on this one,
Slam Bolt Scrappers defies easy clas-
sification, combining block dropping, brawl-
ing, building, and a little bit of tower defense.
The indie team at Fire Hose Games is crafting
this PSM exclusive for launch in early 2011,
The game tells the story of the scrappers of
Slam Bolt City, who accidentally set off an
explosion that damages nearby Volcano City
and Sky City. Chaos ensues. | played the
game for several frenzied sessions, and was
surprised how well the different elements fit

tegether into a frantic but fun experience. |
was constantly sending my scrapper zooming
around the screen, destroying enemies to turn
into blocks while trying to rattle my opponent
with occasional rapid strikes, By combining
same-colored blocks into larger structures,
they transform into weapons that proceed to
auto-attack enemy forces. The game sup-
ports one to four players in either of its primary
modes - campaign and battle mode. Battle
made's constant action and breakneck pace
is reminiscent of Smash Bros. The cooperative
campaign moede has side-scroliing elements,
giant bosses, and shifting environments. I'm
intrigued by the possibilities.
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Singularity

Though it ]aunched under the radar, Gar
n its promise of riveting

9 o
)9 cover

20 i
mp]wh\ Raven S5
rt |r‘ develop

Je
ith time

When most developers incorpo-
rate time manipulatien into their
games, we hear horror stories
about the powers breaking the
framework of the game. Were
there any powers that didn't make
it into the game for this reason?

ems togather, That didn't make it
OWEVES, DOWETS |I"I;

h thal power.
iy DG'\'G-V

k g the game with the powers:
we had, | cringe at the idea of
added mone,

Even Steven Hawking admitted
that time travel is a tricky con-
cept to wrap your head around.
Is it difficult crafting a flowing
story with time travel as its key
componeant?
Bob Love: T

sticking around until the end. Go 2 Singularity and go back in tme?

s Clefi nle‘ one of the endings

tipia endings from

Singularity draws obvious inspi-

Many of the puzzle solutions are
repeated throughout the game,
such as “expand the box.” Were
there more puzzle concepts that
didn't make it into the game?
hene wene a lot of puzzie

led upon throughout
he puzzies

Given how your time powers
wod( would co-op gameplay be
ble in a future i

Jl— Co-op play would ba a definste
in sequel

.Rcimsion didn't seem to support
gularity since its
ment. it wasn't at E3, and it

hasn't received much mark:

ration from BioShock. Were o rriake it Fite

ng
support despite mostly positive

g that we'd resche

there any fears during develop- the next game. u didn't make sensa o us. reviews. Is this frustrating for
ment that it would be a commen the team after werking on it for
critique/complaint that gamers Throughout the game we see Of the game's three possible

various prototype weapons lying outcomes, which one would you

around Katorga-12. Were these predict most gamers chose the

concepts that didn't make the lnrsl time arourld?

t one

game?
P 5. That's what

y they were ongmal con-
ith product

‘Was the "tough decision™ ending

in place frem the beginning of

development? And did you origi-

nally plan for the player to have
At the end of the game, was 1he ophon to how aut of it?

Why can't you walk and listen to the enhanced impulse attack

the audio recordings? your way of saying, “Thanks for

vas due 1o the Jppot v
1. We're really proud of what we
accomplished here and are excited
t rs are having fun, &
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YOU WILL POSSESS A TOWERING SENSE OF HONOR.

You WILL DEVELOP

A RELENTLESS WILL TO SUCCEED.

YOIJ WILL BECOME A PART

OF OUR NATION'S IMPENETRABLE SHIELD.

[F YOu HAVE WHAT IT TAKES TO MAKE IT.

MARINES

THE FEW. THE PROUD. !

MARINES COM I TAan-MARINES v N




Two new races and all the content that Blizzard
can shove into its shattered world are the primary
draws of World of Warcraft's upcoming third
expansion, Cataclysm. These cight reasons for
lapsed [recovered?) Woll plagers to come back
to Azeroth dive begond the obuious bullet points to
the rcal meat of why you might consider renewing
your subscription.

ALTAHOLICS:
Level without pain

As any old-school player (or anyone pursuing the brutal Loremaster title) can
tell you, pre-Burning Crusade zone design made for some tough times. Even
with the many improvements to the 1-80 zones over the last five years -
remember when there was no Horde fightpath to Un'Gora? - making it to
Cutiand at level 58 feels ke throwing off the chains of oppression and tast-
ing freedom for the first time. We don't know exactly how much of the 1-60
questing path wil be brand new, but you can safely assume that itll involve a

SONS

Co Come Back To WoW




LOREMASTERS:
Meeting muthical figures

Cataclysm's questiines have deep ties 1o the
‘War of the Ancients, and helping everyone from
Malfurion Stormrage to the demigod Cenarius
with their problems is as cool of a lore tie-in as
anything currently in the game. Do you know
what godlike figure the harples worship, or what
role the ur-turtle played in the battle against
Sargeras’ hordes? In Cataclysm, you'll find out.

QUESTERS: HORDE:
D jousting Orgrimmar

€XPLORERS

Undersea as it's meant (o be

height-based aggro

and flama morons on your realm forum 1o save your sanity

W ANV takes foraver, nobody has
the history of WoW enjoyed a water quest. Against

s the hesoic fantasy underwater adventure
nted.



Prepare for
hydration.

FREE YOUR SKIN™
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Concept an fofSega’s Thor
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| Superhgero Clash

Ther & Green Lantern Face Off In 2011

an Diego Comic-Con was full of superheroes in tight spandex, but
S two in particular used the convention to announce their upcoming

video game plans. Sega revealed a Thor game for PlayStation 3,
Xbox 360, Wil Nintendo DS, and PSF, while Warner Bros, announced
Green Lantern: Rise of the Manhunters on the same systems minus the
PSR This isn't just two games going head to head; the two superhero’s
filmes will square off in theaters next summer as well.

Silent Hill Homecoming developer Double Helix is handling Green
Lantern, but little else is known about the game at this point. On the
other hand, Sega is touting the consulting help of Thor writer Matt L
Fraction as Thor batlles t save Asgard from foes like Ulk, Ymir, and BN
Surtur. The PS3 and 360 versions of the game are third-person action T
titles filled with melee combos, elemental powers, and an upgrade
system. The Wii and PSP editions feature a different story from their
larger console counterparts, along with comic book-style graphics.
Finally, the Nintendo DS Thor game is a 2D sidescroller.

i

Ly

Mission: Impossible

Warner Bros. is also working on a “hardcore vio-
lent” adaptation of DC Comic's Suicide Squad, as
described by DC Entertainment chief creative officer
and writer Geoff Johns during a Comic-Con panel.
Nothing else is known about the game project.

The Suicide Squad comic has been in and out of
circulation since the late ‘80s. The group consists of
varying supenvillains - including Deadshot, Bronze
Tiger, and Mightshade - werking for the government
{and later as a freelance organization) to perform
extremely dangerous missions in exchange for their
freedom, like The Dirty Dozen.

Warner Bros. also picked up the rights to a Suicide
() Squad movie. Sherock Holmes producer Dan Lin
is attached to the film, but there is no further word
about casting or a screenplay at the moment.
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ModNation
Racers

our next featured gamer. inten

Accomplishments
ModMation Racers' Creation
Station is the creative hub
where hundreds of designer
hopefuls aspire to have their
work of art featured in the
game's ModSpot. Amid the
high volume of track cre-
ators, Myles Gordon stands
out from the pack with 16
innovative tracks under his
belt. To help acvertise his
race courses, which range

from mountain vistas to
urban cityscapes, Gordon
posted screenshots of his
work in the ModMation
forums and invited other
community members to test
his creations in multiplayer
matches.

Origin of Skills
“There was this old PC
racing game called Stunts
(1990 that had a track
editor bult into it = it was

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

aw by Annetle Gonzalez

really advanced for the
time = which | spent lots
of time playing around
with,” Gordon explains. In
addition o track editing
experience early on, his
computer science degree
and years of programming
experience further aid his
creativity when working with
ModMation's content cre-
ation system.

Practice Time

Gordon says each of the 16
tracks took roughly 10 howrs
to build, with equal amounts
of time spent testing and
revising for playability. Even
with the amount of practice
he's had with the creation
tools, it hasn't cut down

on creation time. Gordon's
latest track (unpublished

at press time) has taken

30 hours to complete. *To
make something really spe-
<ial, be prepared to invest
some time and patience into
it,” he says,

Design Tips

Gordon suggests budding
track creators plan the
design ahead of time. He
usually creates an outine

«of ideas: for the baseline of
the track, then sketches out
the full map on paper before
diving into the toolset, Once
the track has been complet-
ed, Gordon suggests testing
the custom tracks by watch-
ing friends play and making
note of any issues.

Myles Gordon

Age
27

Hometown
Waterloo, Ontario

Favorite Design
O Tour 4:Sky Fleet

Hardest Skill To Learn
Track design

Life Qutside
ModNation Racers
Gordon's job as a software
test specialist is where he
spends most of his time.
However, you can also find
him keeping active by play-
ing squash, swimming, and
running. He especially enjoys
spanding time with fiends
and family, hitting pubs, and
taking random road trips.

Other Favorite

Games

Mario Galaxy 2, 30 Dot
Game Heroes, Heroes of
Newerth, and World of
Warcraft — shout out to his
guid, Trismegistus.

Improving
ModNation Racers
Gordon has a number of
suggestions on how United
Front Games could improve
its track creation formula.
Part of his wishlist inclucles
rotating props vertically,
allowing for more props 1o
be overlapped, making all
ferrain surfaces available on
all themes, removing fances
from bridges, giving players
more road to work with,
offering DLC for new themes
and props, and adding lava
as a surface type.

For more o ModNabion com
iy creator Myles: Gordon ang
@ soroanshol gatery of b cuslont
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Developer Just Add Water is resurrecting N i = s °
the cult Oddworld franchise with the help :
of franchise mastermind Lorne Lanning.
The UK studio, which created the PSN/PSP
title Gravity Crash, has been working with 3 i
Lanning and othars for over a year on mul- - ;e
tiple Oddworld projects slated to hit multiple By

conscles. Although Gravity Crash only came [ *
out on Sony platforms, Just Add Water's |

website says the company is registered for )

the Xbox 360, Wii, and DS. According to the

website, the games will star “all your favorite . -

Oddworld characters.”

—

I
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Microsoft is always trying new things with
its Xbox Live service, but one of its more
intriguing features — the MMO game show - p s

1 v&. 100 - has been cancelled. The game /////{//- 4

followed the format of the TV show and — 7 i S ’
offered prizes such as Microsoft points and h 4 ¥ y ////
XELA game downloads. - ‘ . 4 ‘7“1(‘_

;'//‘-/{);:;
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AAHIBTS

We all had high hopes for Alpha Protocol,
but given the Obsidian-developed espio-
1 nage RPG's disappointing sales Sega has
q'ﬁ(— A\ nixed any idea of a sequel. "Let's speak

2 very commercially - the game hasn't sold
what we've expected, therefore we won't
be doing a sequel,” Sega West president
Mike Hayes told CVG.




The Technology
of Rock Band 3

by Matt Miller

Rock Band 3 aims to close the gap between simulated video game
music and actual instruments through the introduction of Pro mode.
New instruments highlight this shift, allowing players to gradually learn
the actual musical parts of Rock Band 3 songs. We asked Todd Baker,
director of hardware at Harmonix, to fill us in on these new peripherals.
We paid special attention to the Squier Stratocaster — an instrument that
doubles as both a controller and a functioning electric guitar.

Jhe Squien >

TuNING @

“Due to technology in the neck the Squier does
not need to be re-tuned to alternate tunings,”
Baker assures us. “Mo capos are needed to play
the game." For guitar songs with alternate tun-
ings or the required capos, players need to make
those adjustments themselves to play the actual
song outside of the game. As for the challenge of
normally tuning the guitar, Baker says you don't
need to be in tune to play within the game.

NECK @

“The Rock Band 3 Squier Stratocaster uses tech-
nology built into the neck and fingerboard of the
quitar to track finger positions in real time," ex-
plains Baker. As a player holds down a particular
fret and string, the onscreen display will show that
note and string, giving players feedback on correct
finger placement even before the note is picked.

TRICKS OF THE TRADE @

The Squier controller can detect hammer-ons and
pull-offs, but the game won't include any func-
tienality for playing harmonics or pick slides. The
controller does recognize string bends, but the
game won't do anything with that info for the ini-
tial release of Rock Band 3.

STRINGS

“The guitar transmits strum data for the six
individual strings, allowing the game to give
feedback to players as they make the leap
from riythm game rocking to real world skills,”
Baker says. These are actual guitar strings, and
Pro mode demands that players play individual
strings independently.

mMute @

This soft pad can be raised and depressed to
mute the strings - ideal when playing Rock Band
3 50 you only hear the game audio.

GAME CONTROLS @

The Squier has some visual cues that give away
its dual functionality as a game controller. The
qguitar includes a standard Squier volume control,
but no tone knob. There's no whammy bar, and
there's only one pickup — with no switch. The
d-pad and face buttons are present for standard
game navigation.

PRICE

Harmonix has yet to announce final pricing for
the Squier controller. Standard Squier guitars
range from $150 to $350, minus any fancy sen-
sor tech, so take that for what you will. As for
other included features, there's no word yet on
whether the controller will include extra strings,
a stand, case, picks, or other goodies.

PICKUP AND MIDI @

“It is a fully functional MIDI-enabled guitar,” Baker
tells us, "Players can unplug from the fun of Rock
Band 3 and plug directly into an amp to rock for
real.” Altermately, while playing in the game, a
cord will plug from the MIDI-0ut {on the side of
the guitar, not shown) to the MIDI converter box to
communicate with Rock Band 3.




N
N

THE STANDARD

“The Wireless Keyboard Controller also functions as a MIDI keyboard, boasting
a two-octave (C3 to C5) range and non-weighted, velocity-sensitive key bed,”
Baker describes. The 25-key instrument comes with a strap, and can be used to
play the keyboard, guitar, or bass parts in Rock Band 3. It can also be used as a
fully functional MIDI device outside of the game.

THE CUSTOM

Players who use the new Rock Band MIDI controller can play Rock Band 3 with
any MIDIl-enabled keyboard already in their home. "The game looks for MIDI
notes C3 thu C5 (two octaves plus one note) in Pro Mode. Standard keyboard
mode uses C4, D4, B4, F4, and G4 as inputs to the five lanes,” Baker says.

TOUCH STRIP @

“f touch strip is included - during sustained notes the player can move their finger
along the touch strip and affect the sound of the performance,” Baker explains.

« Dhums

BUTTONS @

The Mustang has the same in-game functionality as the Squier, but with 102 buttons
instead of actual strings and frets. “The spacings between the buttons (frets) are the
same as on an actual guitar,” Baker says. “The Mustang also uses six strings for right
hand plucking and strumming.” When asked about how the buttons hold up over the
long term, Baker told us that the “underlying button technology is very reliable and has
been extensively tested for long-term reliability.”

ACCESSIBILITY

“Beginners with no previous guitar experience may find the Mustang more approach-
able, but both the Squier and the Mustang are very fun to play in the game" Baker
suggests to players unsure of which guitar controller is right for them.

THE KIT

Gamers can purchase either the Wireless Pro-Cymbals Expansion Kit to supplement an existing
wireless drum kit (note that excludes wired Rock Band 1 kits) or purchase a full Wireless Drum
and Cymbal Kit. The new cymbals represent the hi-hat, crash, and ride.

PEDALS

“We added a modifier to allow the second pedal port to be used for either a hi-hat pedal in the
drum trainer and drum fills, or a second kick drum pedal,” Baker explains. "It's up to the player to
decide what they prefer” A second pedal wen't be included in the set.

IMPROVED @

“The new Pro-Cymbals boast quieter sound with noise-dampening rubber covering the full surface
area of the cymbal," Baker says. “The Pro-Cymbals also feature enhanced responsiveness — es-
sential when playing in Pro mode. In addition, the redesigned cymbals now permanently rest at a
pre-defined 10-degree angle, better positioned for accurate play.”

Wlicrophone. >

“In addition to three-part h

, we have i

score non-pitched vocal parts, WE na\lelli'lllﬂ)“eﬂ the overall gain stage, and we've add-
ed a pitch-correction option,” Baker explains. The microphone design has not changed.

the way we detect and
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KINECT
ADVENTURES
Packed-in game Kinect
Adventures features
20 games such asa
raft-riding co-op chal-

lenge and the dodge ball

36

minigame. Microsoft
says gamers who
pre-order gither Kinect
bundie will get a token
at launch for three
exclusive adventures.

Kinect

Priced at $150

Software Selling for $50

icrosoft unvelled the newly named

Kinect at E3 in June, but at the time the

company didn't reveal the price of the
peripheral. Industry analysts and insiders soon
speculated about a $150 price point, which
Microsoft has just made official.

The basic Kinect package gives you a Kinect
Sensor, the Kinect Adventures game, and cables
that allow you 1o hook up Kinect with either the new
slim Xbox 360 or the older original and Elite models.
A bundle that includes all of the above along with a
new 4GB Xbox 360 can be yours on Novernber 4
for $300.

Microsoft says 15 games will be available at
launch. The software - including third-party offerings
like MTV Games/Harmonix's Dance Central - will be
priced at $50. In comparison, Sony is pricing first-
party Move titles at $40.

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

$149%
$199%

$299%

399

PlayStation Move navigation
controller

PlayStation Eye camera

PlayStation Move motion
controller

PlayStation Move motion con-
troller, PlayStation Eye camera,
Sports Champions game, and
demo disk bundle. (Adding a
$29,99 navigation controller
brings you to $130 for all the
Mave peripherals)

Kinect Sensor and Kinect
Aventures game

Mintendo Wii system, Wi
MationPlus remate, Wii nunchuk
controller, Wii Sports & Wii
Sports Resort games

Kinect Sensor, 4GB ¥box 360
slim system, and Kinect Adven-
tures game

PlayStation Move bundle

(detailed above) and
PlayStation 3 system



Paws
Screens

EyePet (PlayStation 3)

EyePet was released in Europe last year, but clunky controls kept
the game in the criical doghouse. Sony wisely decided to give ita
Move makeover befone releasing the game worldwide, and so far it
seems that's exactly what the game needed. Players use the Move
controller along with the PlayStation Eye camera to play with a fury
critter of questionable provenance. With the camera focusad on
your fioor, the EyePet pushes the ilusion that the creature is right
there with you. Wave your hand on the floor and he'll jump over it
Dangle keys in the air and he'll leap for them. The Move controller
can be “transformed” into a variety of difierent toys and gadgets,
such as a hair dryer, trampofine, or bubble blower,

EyePet is ideal for farmiies who like playing together. Several
people can compete for the attention of the EyePet, which is fun
in its own right, and it's easy to pass the controlier around for
speciiic tasks, Some activities work better with several people,
such as bathing the creature. As one person whips up a lather by
rubbing their hands together, the other rinses the suds away with
a showerhead.

The trickiest part about EyePet iz that it may take some tima
to get accustomed to playing with a creature that doesn't exist.
The creatune scampers around the players” fioor on the TV, but its
obviously just superimposing the character onto a backdrop that
the camera captures. Younger players and people unfamiliar with
games could have a tough time reconciing the idea of petting thin
air. Compared to having to constantly clean up after an animal that
sheds, however, it's a trade-off worth taking.

Kinectimals (Xbox 360)

Weren't we just talking about petting thin air? Microsoft's
Kinectimals is a launch fitke for the company'’s upcoming Kinect
peripheral. Unlike EyePat, which augments camera functionality
with a controller, Kinectimals is experienced entirely throwgh your
body — no controller is necessary, This title puts an emphasis on
jungle cats, giving players access to a menagerie that includes
baby leopards, tigers, and panthers. Each has its own personal-
ity and disposition, and they can learn their name and a variety
of tricks.

In adition to bonding with pets, players can also take direct
control of the cats in a variety of minigames. We checked out
an agiity course recently, which had us balancing across namow
beams, leaning to avoid obstacles, and ducking to make our way
through low pipes.

Kinectimals is prasentad through the first persen, meaning that
the screen shows the action as though your television was the
glass in a zoo exhibit. You don't see your hands when you reach
up and pet your cat, but instead are shown a pair of computerized
hands that are superimposed over the creatune. It's odd at first, but
it's more intuitive than EyePet. Ultimately, it's a matter of personal
preference.

Nintendogs + Cats (Nintendo 3DS)

Mintendo is expanding its blockbuster pet sim to include felinas.

The game retains much of what made the first one so popular

while taking acvantage of the new handheld's additional features.

The 3D presentation is an obwvious upgrade, but the subtle tweaks,
such as using the system's camera Io recog-
nize masters’ faces, are cool, too.

We live in interesting times. As the three major console manufacturers work I you haven't played Nintendogs, the prem-
to carve out their own slice of the marketplace, they'te taking obvious cues ten s simple. Flapers adopt canines besed on

popular real-workd breeds, train them, and

from their competitors, too. While motion controls and 3D have been grabbing take them on walks. Items can be unlocked

headlines, there's considerable overlap in another areq: virtual pets.

through the pet store, allowing players to per-

; : sonalize their dogs.
Nintendogs may have brought the concept to a new generation of players, We're still wailing to see how the cat angle
; . - : Il bei i if Nintendo
but the idea has been around for a long fime ~ remember those TAMGGOICH o yeiners vt e Mo with thr oats

keychains, or the old PC game Dogz? The latest litter of games in the genre is or have the animals maintain the indepen-

dent streak that owners know and love.

more sophisticated than ever, but the concepts are the same: Let players raise Ore thing's for sure: The bathing minigame
and interact with cuddly creatures. Microsoft, Nintendo, and Sony are all offer- is bound 1o be less dangerous than its real-
ing competing products in the near future. Let's take a quick look at all three.

werld counterpart, &
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The official fonums in the month sumounding
APB's refease mirrored my own complaints with
the game. The guns are imbalanced, especially
for new players. The busted mission design often
favors camping and cheap tactics. Missions have
no real variety, and the world design is boring. All
of these issues add up to one inescapable truth:
APB is a frustrating mess of a game that's not
likety to pull in many long-term players.

APB successfully executed its mission of
focusing on being a great action game over a
great MMO, but its one concession to the MMO
genre - upgrading weaponny - is a huge negalive
when it comes to action games, As you grind
through missions, your reputation with various
contacts around the city of San Paro increases,
allowing you to buy maore powerful weapons.
Unlike Call of Duty, you're not just unlocking a
new weapon that may have a faster rate of fire
but is balanced with other weaknesses. You're
literally getting upgraded versions of the same
guns that are better in virtually every way. Within
days of launch, having a character with the stan-
ing gun puts players at a huge, noticeable, and
not-very-fun disadvantage.

The decicated hardcore community building
around APE defends the game by saying the
problems are more due to player skill than bal-
ance issues. They akso argue that nobody should

be playing solo. That last bit, at least, is undeni-
able. APB is a multiplayer game through and
through, and there’s nothing to be gained from
going it alone.

Even if you're in a group of relatively good
players, though, you're bound to hit a dynami-
cally generated PvP encounter where the other
team knows the perfect reoftop to hide on in
order to cheese the system and win without
much effort. Some mission types are flat-out
broken, such as defend-the-area cbjectives
where you can lose after holding the location in
question for five minutes because the opposition
grabs it in the last 20 seconds before the timer
runs down.

If you want evidence of AFB's
problems, you need look no
further than the responsa from
the developer. Two weeks after
release, Realtime Worlds represen-
tative Neil Castie made a series of
posts on the APB website about
planned updates to the game.
Included in the st of things being
“overhauled” (Castie’s word) is,
well...amost everything. Changes
to combat, driving, repetitive mis-
sions, and matchmaking are all
in the works. Castle even admits

-

to the overabundance of camping in the game
and says that Realtime Worlds is “addressing
anumber of the worst camping spots in the

It's always heartening 1o see a developer
addressing the problems that people who paid
for its game are: having, but it's hard not to look:
at the huge list of things being changed and
wonder why they waren't thought about more
before the game was released. Maybe these
planned updates will tun the game into some-
thing a lot more enjoyable, but as it stands, APB
is far from the groundbreaking mix of GTA-style
action and MMO that was promised, ¢

CHANGE IN ACTION: GLOBAL
AGENDA GOES SUBSCRIPTION-FREE
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The

King of the Ring

Returns

EA Readies A New Fight
Night for 2011

As good as the Fight Night series already is, EA

Canada knows there is room for improvement. The

newest game in the series — Fight Night Champion —

is not only re-working the franchise's praviously

anemic career mode, it's also changing the sweet

science of its renowned dual analog boxing system.
Scheduled for release on Xbox 360 and PlayStation

3 in 2011, Fight Night Champion explores the “seedier,

darker” side of the sport, and we hope this re-imagining

of the career mode pays off in terms of depth and drama.

Locking at this image from the game, expect more blood
to pour down the already detailed character models.
The right analog punch controls are also
getting a makeover. Although details are
scarce on what's different, EA is promis-
ing to make them even more realistic.

ARTFICRL |FE PROGRAVMING
DIGAL VEDW

DGR VIDED

[ENTERPRESE SOFTWARE DEVELOPVENT
GAVE PRT & ANMATON

GAVE [ESIN

GANE PROGRAMMING

NETWORK ENGIEERTNG
NETWORK SECLRITY
OPEN SOURCE TECHNOLOGES
ROBOTICS & ENEEDOED SYSTEMS
SERIOUS GAWE & SIMULATION
TECHNOLOGY FORENSICS

VIRTUAL MODELING & DESIGH

WEB & SOCIAL MEDWA TECHNOLOGES




Putting the pieces in place for
the perfect sports gam

by Matthew Kato

40

You always hear about how important
teamwork is in sports, and nowhere

is this cliché 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 all the
drama, intrigue, and even heartbreak of
sports as we mash them up and piece

together a team for the ages.



NEA ZKB features a conversation system for player mles

The Online Arena

Oniine play in sports games has been
around for a while, but only recently has

a sports title delved deeply into the space
and broken out of the standard head-to-
head mold, NCAA Football 11 delivers
Onine Dynasty play and also adds social
features like the ability to create and share
newspaper-style stories about teams, and
an extensive browser-based create-a-team/
player application.

NHL 10's EA Sports Hockey League
(EASHL) takes competitive online play to
a new level by incorporating full team play,
monthly playoffs, and a sense of team
work and camaradenie among your virtual
teammates that attempts to mimor the
real-life sport.

Intangibles

Good players are often described as having
intangibles, and it’s the same with video
games. Some of their features aren't huge,
but they add that extra something special.
NFL 2K5's Crib, where you could buy
furniture and memorabiia for your sports
mansion, was awesome, FIFA's Litimate
Team card concept is a great fantasy sports
moda, and we're even partial to NFL 2K's
frst-person football. Old school sports
gamers will certainly remember ttle touches
Ike the Madden ambulance that would pick
up injured players and NBA Jam's infarmous
use of Bill Clinton.
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Joe Montana IF's commentary was the standand for many years

The Players Association

Flayers determing how far a team will go,
and video games’ handiing of its sports
stars in offseason franchise features repre-
sent an important part of the sports experi-
ence, NBA 2K6 has you talk to players
about their roles on the team, imbuing the
game with a player chemistry element. In
terms of stats, MLE 2K9 draws on real-life
baseball stats with Inside Edge and the
Pro Evolution soccer series documents the
peaks and valleys of your players’ form via
mid-season attribute adjustments. Finally,
although it's not realistic, being able to
upgracie your players via points in Baseball
Stars is a cool RPG-like quality that more
sports games should explore.

In terms of front office matters, the struc-
ture and HUD of EA's NFL Head Coach
09 do a great job of replicating the NFL
offseason, even if the implementation is a
little uneven. While the free agency bidding
doesn’t work, the scouting and draft day
expenences would be welcome additions
to Madden. When it comes to trades, NHL
10 trade matrix is a great tool, letting you
set up a wants/needs board that guides
what kind of players other teams send your
way for consideration.

Recent games ke NHL 10 and Sony's
MLE The Show series have done a great
job of putting you in the shoes of a single
player and chronicing his career in their
respeciive Be a Pro-type modes. Similar
kinds of features like create-a-team and
create-a-player tooks have been in sports
for years. NCAA 11's browser-based
TeamBuilder tops our list, and we'd still like
to see the create-a-play feature from the:
2000-era Maddens make its way back into
the franchise.
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Somy's NBA The Life series attempied to capiure the

off-the-field drama of sparts

Presenting Primetime

This category encompasses a wide range
of game elements, each of which adds a
special sheen to the experience. Madden
MNFL 10 and NFL 2K5 sport some of the
best cutscenes around, and 2K5 in par-
ticular does a good job with weekly recap
shows complete with highlights and a draft
special featuring ESPN's Chris Berman,

Pecple often don't think of the audio por-

tion of a sports game, but thankfully Visual
Concepts did when it let you import tracks
for different situations. in NFL 2K5. Similarly,
Collage Hoops NCAA 2K7 has a custom
chant creator and MLEB 09 The Show lats
you record your own crowd heckles,

In the commentary department, NHL
10's Gary Thome and Bill Clement repre-
sent the best announcing crew in sports -
with much respect to the originator, Jog
Montana Il Sports Talk Foothall. NBA
2K10% Kevin Harlan and Clark Kellogg also
deserve mention. The duo’s contextual
commentary about events outside the
indhidual game at hand detailing player
streaks, slumps, trades, and team per-
formance is a necessary step forward for
sports games. A

I
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What Is the Best

Spin-Off Game?

It's got to be Mutant League Football, a
game built off the Madden *93 engine

that takes some great fberties with the
sport, including loxic waste, landmines,
jet packs, ref bribes, trolls, player deaths,
and more. The game is still missed after
all thesa years, and fans demand its raturn
every year,

What We'd Like to See

Sports video games have covered mary

of the real-ife aspects of the sports they
represent, but few have gotten the drama
inherent in story-hased naratives right.
Games in Sony's NBA series have a three-
year story arc called The Life that chronicle
the rise of The Kid and his surrounding cast
of players. The Life tells its story through
extensive voice work, cutscenes, and
gameplay scenarios. It is a little heawy-
handed for some, but it is as close as
we've gotten to expanding sports games’
horizons from the yearty game schedule
and front office moves. A sports role-playing
game could be the next leap forward in

the genre. &
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From Goalie 1o Game De&gner

EA Sports’ Dawvid Littman: took a unique {'1[‘1 into the world of q( me de

he played goalie pi

he's now guiding EA's new hoops E:ancms;e. NBA ]_.]1-\\,.

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?

That's the question every professional athlete
has. [When you're playing] you don't think about
much else, because sports is your whole life.
My last year | was in Orlando, playing for the
Orlando Solar Bears, which is a team in the:
Interational Hockey League. After | stopped
playing, | took about a year off to think about
what | wanted to do with my life. | thought of my
biggest passion outside of hockey, and there
was no doubt that it was video games.

Tiburon, where they make Madden, was five
minutes from where | fved in Orlando. | called
up John Shappert [now COO of EA] who was
the general manager of Tiburon then, | told him
who | was. He recognized my name from the
hockey team. He said, “The only thing | have
for you is game tester.” So my first job in the
game industry was a game tester on Madden
2002. It's the entry leved, but | was just glad to
get my foot in the door... It was funny, because
after playing hockey for 10 years | was 33 at the
time sitting next to 19-year-olds. were like,
“Wha is this old guy?” But that's just something
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
the ship?

When | [moved over to hockey], the first game

| was put on was NHL 2003. I'l be the first to
say that EA Sports games at that time were not
trying to be authentic. We were not simulating
real-ife sports the way we do now. We were
putting gimmicks in our games. They were fun
games to play, but they realty weren't capturing
the true essence of the sport. | learmed 50 much
those first few years with some great guys and
great teams. But when the generations changed
and we moved to the 360 and the PS3, we sat
down and asked, “What do we want NHL to be
known for?”

‘Was the skill stick your idea or a collabora-
tive idea? Were there disagreements about
the direction for the series?

We brainstormed about it. The guy who was
the head of NHL when this started was Dean
Richards, We talked a lot about what we want-
ed to do. What really came out was the ques-
tion *How do we give the tools to people?” We
need to mimic real He. It's 5o fun to skate on
the: ica and shoot the puck. We wanted to bring
that fun into the video game and not base it on
buttons and gimmicks. As soon as we figured
out the direction, it actually came pretty easy.
We figured out that the right stick could be your
hockey stick.

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

| bedeve that every team that’s making a sports
game needs at least one former professional
athlete or, at the very least, one division one
college athlete. You don't truly know the sport
unless you've played it for a lving, That's not to
say that fans don't give incredible input into the
making of our games, but every team needs an
expert in that sport. But, to be honest, what I've
learned more than anything is that, unless you
put the right people in place building that game,
you're nat going to get anywhere.

Are there disadvantages to your back-
ground? Do you need an outside perspec-
tive to check your viewpoint?
If | chidn't have my gaming background, I'd be
in trouble. Just knowing hockey is not encugh
to make a great game. It helps - if you have the
right team and you have gaming knowledge,
A good example of that is cur NBA basketball
franchise. Wa've had NBA experts on that game
for years, What | felt was missing from that fran-
chise was the gaming experience. My role has
switched this year to creative director of hockay
and basketball. I'm not a basketball expert - not
by a long shot. What I'm bringing is my gaming
. I'm a hardcore sports gamer. | learn
a lot just from playing against consumers.

How did you end up transitioning over to
NBA? As you said, it's certainly not your
background.

NBA, as everyone knows, was lagging behind

a bit in Metacritic and in sales. The basketball
category is down over the last five years in
terms of overall sales. It's not just one franchise;
it's the whole category. Internally, hockey and
basketball were already working closely together
on some features. | approached the executive
producer, Brant Nielson, and said, *l have an
ickea that | really think can turn NBA around.”

So I had this idea for a new control system that
is based on NHL's control systemn. | shared it
with Brent and the guys and they [thought it]
could work really well. In hockey, the left stick is
your skates and the right stick is your stick. In
basketball, the left stick could be your feet and
the right stick could be your hands. We had

a guy do up a prototype - a briliant software
angineer hare — and people were having a lot of
fun playing it. It actually felt lice real lfe. That's
when my role switched a bit. But what's been
amazing is how, since being involved with that
team, |'ve seen what amazing engineers and
leadership 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 hundred percent committed. We have a
three-year plan in place, just ike we did with
MNHL back in '07. It is our goal to be the most
authentic basketball simulation ever made. Peter
Moore, who just mentioned this, said that we ane
s0 committed to this franchise becoming what
FIFA is in soccer and what NHL is in hockey.

» inferview by Matl Holgeson

! ,.}{(‘\' career,

2K has been the market leader in basket-

ball. What have you learned from how they
approach things?

| play all sports games. It doesn't matter if it's
IEA Sports or the compatition. In mary cases,
the competition’s games have been better. I'll
play the best games and leamn from every one
of them. | don't look at [2K] as who we're up
against, We're up against all video games [com-
jpeting] for a person's hard-earmed dollar, In this
€conomy, people are buying fewer games, and
they might only buy one or two sports games

a year, 'l take inspiration from anywhere, | take
inspiration from my favarite designers of all time -
Sid Meier and Will Wright. Those are my idols.

‘What can you bring into your work in sports
from games you love in other genres?

The biggest thing I've taken from Sid Meier's
games and Will Wright's games [has become]
one of the biggest pilars for NBA and NHL -
emergent gameplay. We want to get away from
scripted gameplay where you only have a Bm-
ited amount of control. We want people to do
things we never thought possible. The Sims is
a great example. When people had a Sim and
boxed him in a room with glass walls and kept
him prisoner — | don't think Will Wright ever
thought that would happen. But it emerged

in the gameplay. Those are the moments we
want. | learned that from all those incredible
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 yourself and do
things on the basketball court. It's not about
watching a basketball game play cut. That's not
only the camera angle, it's also the new con-
trols. We don't want to see these frame anima-
tions play out just because you press a button,
Sure, that locks good, but that's not gaming.
The greatest thing about the medium we're in is
that it's interactive.

In EA Sports Hockey League every player
on the ice is a real person online. Do you
want to bring that to other sports?

There's no doubt about it. A lot of people buy
our games to play as Kobe or Sidney Crosby.
But we want people to become a celebrity for
being the best virtual hockey player or virtual
basketball player in the world. Having your
name on the back of your jersey and being the
best team in the world with your friends, that
could be a mone powerful experience than win-
ning a gama with the Lakers. Most kids dream
of being a professional athlete. But 99.9 percent
of the population doesn't get to do that, and
you can through our games. | hope over the
next five to ten years we see in sports what you
see in Korea, with pecple becoming stars by
playing StarCraft. €
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by Nick Ahrens
With this past year's CES dominated by 3D While the jurlylis still
TVs and active shutter glasses, the rebirth of ?el;Ie;):niUssa;bmw ‘;my
3D is the hottest topic in the tech industry. Sdoeaa ,am::ml’-}ob o
Along with every other TV manufacturer, recreating the 3D the-
Samsung just released a bevy of new sets that support 3D. This ﬂlif Exwﬂenwdam
- . . when partnere 1=}
Series 8 set is the flagship model, and for good reason. o s 3D Blu-ray

At just 1.3 inches thick, this ultra-thin plasma television looks good player (more info on your
from every angle. Unlike LCD, plasma televisions deliver true black right). The 3D version of
colors because no light is being emitted from the screen when black ~ Monsters vs Aliens makes
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.



1| Samsung BD-C6900 Blu-ray
Player

The CB200 has all the bells and whisties you could
want on a 30 Blu-ray player. Along with the disc
drive, this entertainment machine can tap into the
Samsuing Apps via an intermal Wi-Fi antenna. Getting
INetfib:, YouTube, Twitter, and Pangora up and run-
ning & fast and easy. Blu-rays load quickly and look
sharp. With support for DVD up-conversion and
uncomgpressed audio from both Doiby and DTS, even
hardoore home theater enfusiasts wil walk anay

impressad, if you'ra locking for a better Blu-ray axpe-

rience than the PS3, check out the CEE00.

Samsung.com

2| Apple iPhone 4

Boot up the iPhone 4 and the visual upgrade over
its predecessors is immexdiately noticeable, The
new retina display presents photos, games, and
everything else with clarfty unmatched by other
phanes. The new front-facing camera is a nice
addition, though it would be nice if the Face Time
video calting wasn't Wi-Fi ony. The new design
aesthetic not only looks great, but akso reduces the
size of the phone, making it even thinner than last
year's 3G5 model. Shipping. with the new i0S 4, the

iPhione 4 can finally mullitask, one of a number of
software improvements. While we haven't run info
many of the dreaded anlenna issues, it's clearfy 2
problem for some users. Thankfully, Apple recently
announced free cases for early adopters and future
buyers that supposadty fix the problem. If you're not
afraid of the bad press the company has recesved
lataty, the iPhone 4 is stil the best iteration of the
device yat.

VR Gmo. am
$199 16GB, $299 32GB (with 2 year AT&T
contract)

apple.com/fiphone

3 | Olympus PEN E-PL1

While the PEN line of cameras is about as old as
your dad, the concent of a micro four-thinds camera
is rmuch newer. The E-PL1 is the byproduct of a
rmad scientist cross-breeding a DSLA and a pont-
and-shook. While Nikon and Canon are offering full
DSLA's in the same price range, the PEN's siza

and design make it quite atiractive. Performanca-
wise, the E-PL1 packs a 12.3-megapinel punch
The ultra-wide 14-42mm kit hens doesn't daliver

o0 much 206 (thankfully you can buy additional
lensas), but imagas within this range are sharp and
colorful, While on-camera post-processing is usually
something to avoid, the PEN's built-in effects aren't
half bad. The PEN also delivers 7.20p video files, but

unlike most stil cameras, captures decent footage.
While definitely spendy, the PEN is a stylish, great
quality kit that finds an interesting midde ground in
the world of digital cameras.

$590.99
olympusamerica.com

¢ | Weta Arc Generator

The best part of having Peter Jackson's name
attached 1o your film is gaining access 1o the leg-
endary Weta studio. Along with crazy-awesome spe-
cial effects, the creative minds that call the studio
home owtput some of the conlest sculptures around
Cisirict 9 dhe-hards wil be excited to know that

the sold-out Arc Generator replica of the one that
main character Wikus Van De Merwe uses in the
film is coming back in miniature form. This deadly
alien laser was designed by Greg Broadmore of Dr.
Grordbort fame. Almost 10 inches long, each mini
Arc Generator is hand paintad,

$99.99

wetanz.com

Figacd oier B pameafonmer, comyTRciiek 5o reid expanded
coverage and Nick's biog on gear and lechnokogy

MEDIA SHELF

BEING HUMAN
SEASON ONE

15

$39.92 (Blu-ray)
$32.98 (DVD]
bbcamaricashop.com

$29.98 (Blu-ray]
$19.98 (DVD)

kickass-themovie.com

SCOTT PILGRIM'S FINEST
HOUR
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1f you work in the industry
and would like to share your
opinion, contact senior
editor Matt Helgeson at
mattEgameinformer.com
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My Gamerscore is 1,650, and

['ve Never Felt Better

by Matt Helgeson
senior editor,
Game Informer

A few months ago, my original Xbox 360 bit the dust, finally
succumbing to the dreaded red ring of death. I decided to
upgrade to the supposedly better-engineered Elite model.
While I was unboxing the new system, [ did something that most 360 gamers
would find unthinkable. Instead of importing my old Gamertag and Xbox Live
account, I got a new 12-month subscription card, booted up the system, and
started over from scratch. In a moment, all my gaming history from the last few
years was gone, along with my Gamerscore and all of my achievements.

My motivation for starting fresh was a growing dissatisfaction with the endless
race to collect achievement points. Achievements have never done much for me,
other than occasionally spoil a crucial plot point of a game when I've looked into
the list of unaccomplished challenges. I've never been a completist. Once I've fin-
ished the game's main storyline [ rarely, if ever, tackle the remaining challenges
to unlock alternate costumes or collectibles. A dizzying number of amazing games
are released each year - more than anyone can play. I'd rather move on to the

impressive anyway. The more life
online becomes an endless com-
petition - how many Facebook
friends do you have? How many
Twitter followers? What's your
Gamarscore? - tha more inclined
| am to withdraw. I'd rather just
play the games | want to play for
as long as they hold my interest.
I'm not against achievements.
Milions of gamers love them, and
I'm all for anything that makes
people's gaming experience more
fun. But for me, the time spent
trying to chase them doesn't
usually add to my enjoyment of
a game. Getting 100 points for
completing a boss battle that |
was going to finish regardless
isn't really an “achievernent” so
much as a meaningless pat on
the head. If the goal is interest-
ing or enjoyable, chances ane
I'm going to want to tackle it. If
not, no amount of padding to my
Gamarscore is enough o make it

next adventure.

More importantly, | don't care to measure
myself against other gamers. It's a meaningless
metric. The leaderboards tout Live users with
Gamerscores exceading 650,000, Compared
to that, what does it matter if you have 50,000
or even 200,000 points? More importantly, |
expect that many gamers garner those mega-
scores by cheating or farming terrible games

worthwhile,

If developers want me to com-
plete their extra challenges, make
them an interesting, integral part of the experi-
ence. | was drawn to the hidden “The Truth”
glyphs and the assassin’s tomb challenges in
Assassin's Creed Il. Finding them was a joy,
because every bit of enigmatic video footage |
found drew me deeper into the complex web
of intrigue Ubisoft Monteral created between
the Templars and Assassins. Each tomb | found

that are overly generous with achi
So, congratulations? | don't believe someone is
a better gamer than someone else just because
of some number, Anyone who plays games is a
gamer - be that game Oblivion or Farmville.

Games are entertainment, and | don't need to
have my free time graded against others. | had
a great time playing Red Dead Redemption;
| don't feel bad because | didn’t shoot some
arbitrary number of rabbits or unlock a fancy
suit for John Marston. | got what | needed out
of the experience — fun. Once that’s over, I'm
out. Nobody awards me points for watching the
DVD extra features or the director’s commen-
tary track on a movie | rented, so why should
my gaming choices be any differant?

As life becomes busier by the day (by the
time you read this, | will be the father of a new-
born baby gir), chasing achievements seems
like a poor investment of time - especially to
prop up a numerical score that would never be

delivered fun, fast p ing to the already
excellent mix of open-world exploration and
combat. They were a welcome change of pace,
and something | looked forward to finding. |
didn't care how many points | got for complet-
ing them = or if | got any points at all.

To me, gaming is about becoming engrossed
in a virtual world and an epic adventure. The
little bubbles that pop up onscreen and inform
me |'ve been awarded points only serve to
break that illusion. A high Gamerscore doesnt
make me a gamer. If | want competition, | can
go onling and test my skills against others, or
better yet, play with friends in any number of
amazing co-op games. So go ahead and make
fun of my Gamerscore. I'm done with it.

The: viewss and opinions exgressad on Tis page ane sictly hose of e
aihor and ot rscessarly thase of Game infrmes Magazios of its stafl
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w Platform
PlayStation 3
Xbpox 360+ PO

» Style
1-Player Action
[Multiplayer TBA)

# Publisher
Warner Bros.
Interactive R N
Entertainment -

» Developer . ‘\

Rocksteady Studios e
» Release

2011 \‘

ince the events of Batman: Arkham Asylum, warden Quincy Sharp
has taken credit for Batman’ sful 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
wvath of Gotham's slums and walls it off, stocking
the pe T with highly thit named Tyger. All prisoners are transported to
this new facility dubbed "Arkham City" approxims
th: do not try to escape. No other polic
é : ystem.
hiatrist named Hugo Strange to head the new Arkham. Hidden from the eyes of the public,
but nothing can be proven. Anyone who investigates his past or Arkham itself seems to

m City for months king for any > 10 break
in respect and followers fast or risk bei: en alive by
omplish this is with a high-profile show
ter th in to save her and

into the well-guarded pr
the other super villai

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

Xbox 360

» Style

1-4 Player Shooter
(16-Player (mling)
» Publisher
Microsoft Game Studios
» Developer
Bungie

» Release
September 14th

FIGHTING THE INEVITABLE:

REACH’S FINAL STAND AND BUNGIE’'S FAREWELL TO HALO

With the Halo franchise out of Bungie’s hands after Reach launches in
September, the studio intends on going out with a bang. While you'll
assuredly see more Spartans and Covenant gracing the Xbox
for years to come, the developer that turned the series P
into a phenomenon will no longer be at the helm.
Microsoft already has 343 Studios managing the intel-
lectual property, and it’s just a matter of time before
they announce the developer behind the next game. For
those faithful to its original developer, Reach is the

last hurrah for Halo as we’ve known it. 1y Dan fyerern
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HANDS-0N

WITH THE LAST DAYS OF REACH

As a member of Noble Team, my objec-
tive s to datermine the combat capabilities
of a Covenant strike force on the planet of
Reach. Alongside the sniper Jun, | navigate
a treacherous cliffside in the rain and under
the cover of night. | take out an unsuspecting
Elite from behind, only to discover numerous
dropships transporting more ies into
the area by the dozens. Jun attacks from afar
with high-velocity rounds that can drop an
Elite from 200 yards, while | dispatch various
Grunts and Jackals with my DMR and any
enemy weaponry | come across. After several
more encounters (including one with a mas-
sive, tusked indigenous creature that attacks
Spartans and Covenant indiscriminately), |
make my way to a vantage point overlooking
the enemy operation. Jun doesn't know how
right he is when he states: “That's no strike
force. That's an invading army.”

Lengtime fans of the Halo franchise are

likely familiar with the events that cccurred
on Reach, but this is the first time we've bean
able to experience them firsthand. As the
deeper Halo fiction revealed, the first game
began with Master Chief escaping the dying
planet. This upcoming title is the first to place
gamers on the ground and in the trenches

as the alien Govenant force lays waste to the
home of the Spartans.

Halo has always featured plenty of chaos
and carmage onscreen, but nothing on the
scale of Halo: Reach. Fans are accustomed to
small skirmishes with clusters of foes; Reach
features Spartans defending against a massive
alien army. For example, the fourth missicn in
Reach's campaign, entitied “Tip of the Spear,”
begins with dozens of fully manned Warthogs
driving in formation towards the anamy
threat. Covenant Banshees swoop down en
masse, dropping your fellow Spartans like the
unfortunate soldiers storming the beaches of

Mormandy. These situations aren’t the pockets
of activity seen in previous titles. They're cru-
cial scenes from an all-out war.

My first mission required me to meet up with
Noble Team in a massive battle to take out
enemy anti-air installations, but the scale gets
even bigger during the next mission, “Long
Night Of Solace.” | find myself fighting along-
side fellow Spartans as we take out waves of
Covenant on the path to the spaceship Sabre's
launch station. Once | arrive and strap into
the Sabre, | am treated to a fantastic scene of
Moble 6 blasting off solo into space. When the
thrusters detach, | assume full control of the
ship in a space battle.

While these sections aren’t huge parts of
the overall campaign, the controls feel natu-
ral and the action provides a fun change of
pace. Things start out simply enough; enemy
Banshees are easily dispatched with some
well-aimed blasts from the Sabre's machine



Space combat is only a small part of the
campaign. but it stands up to the rest of the

seres’ stellar vehicular sections
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Tip of the Spear is cne of the most action-
packed Halo stages we've seen
-

guns. Strategy comes into play later once
waves of Seraphs and Phantoms approach
Moble &'s airspace. For these shielded foes. |
must take down their protective shields with
the machine guns before | can destroy their
hull with a volley of missiles. The Sabre's
defenses operate in a manner similar to the
method used while onfeot - it has a regen-
erating shield, but damage to the ship itself
sticks around.

With the new scale presanted in Halo:
Reach, it proves to be more than a mere col-
lection of incremental updates to an estab-
lished franchise. Massive battles, space
combat, significant cosmetic upgrades, a new
cast, and plenty of additions to the gameplay
mechanics ensure that we're in store for a fan-
tastic take on this often-discussed but rarely
seen period of Halo history this fall. &
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CLISTOIMIZING

YOUR BATTLE EXPERIENCE

Halo 3 introduced new
equipment to the mul-
tiplayer fray, but it was
never immediately clear
what their functions
were. Many gamers
simply picked them

up and deployed them
without realizing their
effect. Reach discards
this system in favor of
an always-present armor
ability. Seven are avail-
able in total, and they
can be switched out
between deaths thanks
to the new loadout selec-
tion option. Each suits

a different playstyle,

and players may find
themselves switching
between them based on
what game mode they're
playing. Take a look at
these options and decide
what's right for you.

Evade

Toss a grenade an Elite’s way in Reach's
campaign and you may see them perform
a lunging evasive dive. This ability isn't
restricted to the Al; you'll have access to
it as an armor ability. Featuring different
animations for Spartans and Elites, the
evade is great for quickly escaping the
blast radius of a grenade or rocket blast.
This particular ability should be invalu-
able during rounds of the multiplayer
Rocketfight mode.

Active Camo

With a press of the left bumper, you
become practically transparent.
Observant players will still be able to
spot you, but not nearly as easily as they
would without it. Give it a chance to cool
down after using it, and you'll sink right
back into the shadows.

Drop Shield
Halo 3 introduced the bubble shield. In
Reach, players will have access to a sim-
ilar-looking ability that serves a different
function. Like the bubble shield, the drop
shield forms a barrier around you. Any
friendly character that enters its perimeter
will be healed quickly, including the player
that dropped it in the first place. However,
while the bubble shield was invincible, the
drop shield is not. Enemies can destroy it if
they concentrate enough firepower on it

Zealot

Each entry in the Halo series

Sprint
With this ability equipped, you'll be

able to sprint across the battlefield ina
manner similar to titles like Call of Duty
or Battlefield. This is useful for modes = b
like Capture the Flag or Headhunter that
require the gamer to reach a goal quickly | 4 / -
before being taken out. .

Armor Lock

Gamers partial to this ability should be prepared to receive a
generous helping of insults thrown their way by opponents. If you
see an enemy rocket heading your way, just hold the LB button
to activate temparary invulnerability. No matter how dead-on
your enemy's aim is, you won't take the slightest hint of damage
while it's active. Just in case somecne attempts to melee you the
second it becomes inactive, the ability sats off a close-proximity
EMP that will severely damage your would-be attacker. Extremely
usaful as a sort of “instant cover,” allowing your shields time to
recharge without danger of being killed.

features a diverse set of
maps, mixing brand-new
areas with reworked versions
of previous battlegrounds.
Reach will be no different,
and Bungie recently showed
off three of the new maps
where players can look for-
ward to creating carnage.




Reflection

Ivory Tower was a popular map in Halo 2,
with a new style for Reach.

in favor of a Zen gan nplete with peaceful
fountains and koi ponds. Players will have 55 to three man
cannons as they traversa this wooded environment.

nd it's being rebom
the old aesth

rks as a perl nowcase for a n

objective-based mode, Spartans storm a hill tc occupied
towel t two sections of Invasion func! ding team

ground. Ong
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~ hen Nintendo first announced the Wii and declared a new age in motion-based
gaming, it was met with 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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THE MOST IMPORTANT €HARACTERISTICE

(OF A CONTROLLER I$ WHETHER ITS
COMFORTABLE Tt USE ©9VER EXTENBED
PERIODS OF TIME.

design of Nintenda's Wii remote is appeal-

ing &'aye, its straight lines and square face don't

canform to your hand the way a controller should. The

- Move might not be a sexy piece of hardware, but from

the moment we picked the controller up, it felt natural

* to.hold and point at the screen. The Move controller is

also lighter than-a Wii remote and feels more durable -
Il still want to wear the wrist strap to avoid

throwing it'across the room.
Another problem often cited against the Wii remote
is its button layolit, and'it appears Sony learned from
stition. Your thumb rests naturally on the
controlier’s Move button (ak.a. the big button in the
middle); The other four face buttons are within easy
reach and don't require looking at the controller to
press. The pressure-sensitive trigger is a step up from
the DualShock’s stubby triggers, and performs well in
games with shooting mechanics, Only the start and
salect buttons, which have been placed on the sides

: of the controller, require any sort of contortion to press
~ (startis on the right, making it especially difficult to hit

for southpaws). The upside, however, is that there's
littie risk of accidentally pressing them during gesture-
based games. Playing Tiger Woods PGA Tour 11 feels

: “* miuch more natural with Move, even though it shares

~ thé'same mechanics as the Wii version.
The most important feature of Move is the brightly
it ball on top of the controller. It might look like a

children's toy, but this ball gives Move its impressive
accuracy. The PlayStation Eye camera tracks the ball
in much the same way as the Wii's infrared sensor
does, only it's omni-directional, meaning you don’t
have to peint the contraller at the screen in order for
the software to recognize its position. For example, in
Sports Champions' archery event, the player reaches
over his or her shoulder to pull out an arow from the
character's quiver. The game accurately aligns the
arrow based on your movements, because the glow-
ing ball remains visible regardless of the pesition or
angle of your hand. Such a feat would be impossible
with the Wii's directional IR sensor would have to
rely on data from the six-axis sensors to emulate the
movement, and MotionPlus couldn't be sure about
position.

illumination makes it far more reliable than
the Wii remote as well - the Eye camera can detect the
background color of your room and assign a contrast-
ing color, ensuring solid recognition. The initial feeling of
foolishness we had while playing games with glowing
controllers subsided when we realized that Sony chose
function over form when designing Mowve — something
any avid gamer should appreciate.
THE PL TEST
‘You may have guessed from Sony's track record with
controllers 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 time with several of
Move's launch titles that we began to see the abilities
of the new tech. ”

We were particularly impressed by Move's ability to
recognize and accurately emulate our actions. Initial
setup is important — make sure the edge of your tabla
or television isn't obstructing the Eye camera’s view.
Many games also require an initial controller calibra-
tion. After following these simple onscreen directions,
most games performed flawlessly. | spent a few min-
utes before Sports Champions' disc golf event just
swinging the disc around, and my character's hand
always held it at the correct orientation no matter how
quickly | moved. In the ping pong event, the game
never confused whether | was holding my paddle to
the left or the right = you can even hold the paddie
upside down like a pro. This is possible because the
game isn't just tracking motion; it has a constant fix on
your position and cnentation as wel

Thanks to the pre-existing abilities of the Eye
camera, titles can even incorporate basic head
tracking into gameplay. The Fight: Lights Out uses
this ability (which was turned off during our dema),
allowing the game to not only emulate the position
of your hands, but your entire upper body. Unlike
Wii Sports" boxing event, The Fight determines the
amount of damage your punches inflict basad on the




Mot a Wi Clone

When Sony debuted a prototype of Move at last year's E3, many gamers dismissed it as an attempt to cash in on Nin-
tendo’s success in motion-based gaming. However, the development of Move goes back much further than people realize.
Sony began experimenting with tracking colored spheres as early 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 200472005 the company began experimenting with glowing 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 years ago, the LEDs used
in Move became cheaper, allowing for a device that can change colors on the fly and accommodate all different lighting
situations. Although Move features many similar abilities to the Wii remote, many of the parts — such as the sic-axis sen-
sors and rumble components — were taken directly from the DualShock.

speed of your punches ing harder and your
enemy will hit the ground quicker. My first apathetic
attempts at fighting resulted in my een character
drunkenly swinging his arms as if he had already gone
twelve rounds against a heavyweight. It was only after
some playful goading by the PR rep that | put some
effort into my swings and transformed

a semi-respectable opponent. Games

would be difficult to play if Move's response time w
sluggish, but we saw little to no lag in the ganr
played, eliminating the painful delay between s

sword or throwing a punch with a controlier and waiting
for your virtual avatar to follow through.

Mawve's impres recognition and quick respor
time result in a greater level of precision than we'
previously seen from
Tumble, players manipulate stacks o
to Wii's Boom Blox, The key difference |be,.dp,: :h.a

nimal charac is that Tumble works
multaneously: Stacking up
reaching out and placing

them like you would in real fife. It's an overly simple
concept, but the novelty of having
on screen makes it entertaining - for a while,
at least.
Not all games use M e meuch ![uld non-choreo-
axis sensors to
tr:msl.ﬂe

‘Uper..tarﬂ will do little to
out more money on naw periphe Hows\rer thp
Move-enabled version of Heavy Rain pnr)we; the value
of such gaming experiences. It translates the controller
iginal version into natural gestures
that comespond 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. .
everyday ta: may sound mundane, ]
fight Scott Shelby and a man harassing a
prostitute is transformed into an intense, chaotic, and
ce than before.
In addition lu motion-based controls, many Wi
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Tho World's Firet Chamaloon Simulator

One of the more amusing demos Sony engineer Anton Mikhailow showed us was a first-person simulation of a day in the life of a
chamelean. Using two Move controliers, the player takes control of the chameleon’s front feet to grab and pull himself along the
branches of a tree. The controls were amazingly responsive, and the pressure sensitive triggers gave Mikhailov full articulation of
the chameleon’s claws. Mikhailov admitted the demo didn't have a lot of practical use, but was inspired by his time warking in a
pet store. “Hopefully, someday a developer will have the courage to make a chameleon simulator” he joked. Whether or nat the
world is ready to step into the skin of a cold-blooded reptile, the demo was a good example of how Move can accurately translate
your hands into a virtual space,

games use the console’s remote as a pointer. Sony
made sure this possible with Move as well, but
once again the addition 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 mechanic uses a combination of posi-
tion (determined by the Eye camera tracking the ball)
and angle (determined by the six-axis sensors inside
the controller) to ascertain 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 screen. However,
you can simultaneously aim at the opposite side of the
screen by angling your controller in that direction. This
type of functionality is not possible on the Wii.
Ultimately, Move's hardware performed better than
Wi pected. The only potential stumbling blocl he
navigation controller. The tech is solid - the controllar
feels good and the buttons and analog stick func-
tion admirably — but we only saw two games that use
the extra controller, and it's not included in any of the
Move bundles, further dividing what may already be
install base. The smaller the install base, the
5 for developers to require the navigation con-
troller for their game. Although the DualShock can be
ive to the navigation controller, the

ove's tech is abov
as strong as the softw:
to wait until next issue to read our reviews for Move's
launch titles, After trying out several titles early, we
can say that they dutifully provide a glimpse at the
ibilities and variety offered by Move, but probably




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

BEATING THE Wil AT ITS OWN CAME

In an attempt to one-up the standard Wii pricing, all
first party Move games will retail for $40. However,
despite the bargain pricing, most of the games we
played offered more entertainment than similar titles
for the Wii. Sports Champions features six events
(archery, disc golf, ping pong, bocce ball, volley ball,
and gladiator 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 edit
replays of your fights, and detailed stats for 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 its 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 reality. Start
The: Party contains over 20 minigames that display
live video of you via the Eye camera and insert digital
objects into the action. For example, a painting game
requires you to fill in random shapes with different
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 digital paintbrush will stay in alignment with
your hand without any lag. Drips of paint will fall off
periodically as you make broad brush strokes, color-
ing in the highlighted area. It's a cool effect that could
hopefully lead to more immersive gaming mechanics
in the future.

WHAT ABOUT THE HARIDCORE?

Although we had fun with some of Move’s launch
titles, we couldn't help but notice the lack of more
traditional 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 diff aiming confi ions, the demo
was pulled from the Move event at the last minute as
Zipper Interactive continues to tweak the game's for-
mula, Ubisoft's RTS R.U.8.E. was also a no-show, and
we didn't see any titles that suggested the depth of an
RPG or the production values of a triple-A action title.
Tha only games to point at the potential of Move ware

the aforementioned Heavy Rain demo and an updated
version of Resident Evil 5: Gold Edition.

IRE 5 gave us our first chance to see how the naviga-
tion controller performed, and although it took awhile
to get used to, the control scheme worked well. You
use the analog stick to walk and to move the camera
when stationary. The Move controller is then used for
aiming, allowing you to quickly line up headshots with
your reticle, | 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 apd shoot at the
same time. How other shooters will incorporate Move
remains to be seen.

While traditional games remain a question mark, the
most entertaining Move titles use the controller in new
ways. One shining example (no pun intended) was
Echochrome |1, 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 | had never seen before.
Surprisingly, Sorcery — which many gamers considered
the most impressive Move title debuted so far — was.
not shown, and Sony isn't listing it as one of the games.
being released this holiday season.

MOVING FORWARD

After playing and seeing Mave titles for a full day, the
most promising examples we saw of the Move's capa-
bilities won't be available at launch. These were tech
demos created specifically to show off what's possible
with the new hardware. The rmajority were created by
Anton Mikhailov, a software engineer in Sony's R&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 realistically recreate
the player'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
swirling 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
for an RPG (kiss those cumbersome sliders goodbye),

or crafting his own sword as he twirled it around and
took a few practice swings to see how it looked, We
walked away with a greater understanding of the vari-
ety of ways Move can be used, but the demos weren't
made for us: they were all created for developers.

Sony has been criticized in the past for creating
hardware that's difficult to program for, but for Move
the company is creating new tech demos based on
requests from interested developers. A studio may not
want to spend a month doing R&D to see if incorporat-
ing Move is worth it for their title, Instead, Mikhailow
creates a demo for them based on their requirements
in a fraction of the time. Zipper Interactive reportedly
had SOCOM 4 up and running with Move controls in
just two weeks thanks to this partnership. As an added
bonus, Mikhailov believes Move will lead to more devel-
opers utilizing the Eye camera in their games — with
or without motion controls = thanks to the inevitable
increase in the peripheral’s install base.

How consumers will react to Move is something
we'll have to wait to see, but Sony appears to have a
leg up on the competition. Move outperforms the Wii
remote (even with MotionPlus) thanks to the additional
input received from the Eye camera and the control-
ler’s omni-directional glowing ball. Move also seems
to stack up well against Kinect. Although Move can't
do full skeletal tracking like Microsoft's camera, by
uging two Move controllers and head tracking, Move .
can faithfully recreate most upper body movements
the player performs. More importantly, Move can offer
a far greater amount of precision 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 for 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 bacome more acquainted with the harnd-
ware, and whether the casual market is willing to pay
more money for better technology. In the meantime,
check back next issue for reviews of Move’s first round
of titles. &

For mane hands-on impressions of upconing Move titlas, head fo
gamainformeccomyimag

Ehochroms IT
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® Platform
PlayStation 3

Xbox 360

» Style

1 or 2-Player Racing
[B-Player Online)

¥ Publisher
Codemasters
» Developer
Codemasters
# Release
2011

Dirt 3

Codemasters’ racer hits the big time

premisa that you were an up-and-coming

racer breaking into off-road racing and al
its ditferent discipiines. Dirt 3 continues where
the last game left off, and in that sense it mirors
where developer Codemasters' racing franchise
stands in real life. Dirt 2 brought the series to the
forefront, tuming it from a niche racer into the
kind of franchise that everyone could enjoy. Dirt
3 looks to build off that momentum and let you
experience life as an action sports racing star.

“In Dirt 2, winning the X Games may have filt

like: yous had reached the top of your canser,”
explains Matt Horsman, chief game designer.
“But in reality there is so much more to being an
action sports athlete. We spoke a great deal with
Ken Block about his aspirations in life and how
he plans out his calendar, and we have tried to
emulate this as closely as possible.” In Dirt 3 you
start out with a business manager and fanbase
consultant. The pair helps steer your career
through four years of competitive racing events

D irt 2’s career mode was built around the

and sponsor-based challenges. These include
the amazing gymikhana events that have helped
make drivers Ike Ken Block a sensation (see
sidebar for more), as well as other one-off fan-
tastic feats lke Travis Pastrana's record-setting
269-foot rally car jump. Hersman says these
replayable events will “give the player a chance
to let their hair down and do somathing other
than just compete for first place.”

Because you're already at the: top of your
game, Dirt 3's car progression isn't about buying
and upgrading equipment to make you competi-
tiver, but rather about taking your pick of the rides
made available through signing with specific
racing teams. Although the game drops Dirt 2's
conversion kits, you drive the same types of cars
in varying disciplines via the use of different chas-
sis, The game features the biggest roster of cars
in the series to date, including selections from 50
years of rally racing.

Dirt 3 packs in more events, races, and tracks
than Dirt 2, plus it brings back a full Rally Wordd

Tour schedule complete with five stages of racing
at each location. Places like Norway make use of
the game's dynamic weather system, which pro-
duces different weather conditions as you race.
The accumulating snow will change how your
car handles as you drive. The game also features
a day-to-night cycle, adding further variety to the
Expenance.

The online features also continue to evolve,

In Dirt 3, you can record and share race videos
of your proudest moments and embamass-

ing crashes via a YouTube upload. Multiplayer
expands courtesy of split-screen offfine play over
multiple racing disciplines (including gymkhana
evenis) and pass-the-controller party play.

With all kinds of new tracks and racing disci-
plines, sponsor obligations, and the return of full-
on rally racing, Dirt 3 looks to spare no expense
in putting the world of off-road racing at your
feat, » Matthew Kato



Dirt 3 featares rally cars
of the past 50 years

Dynamic weather means that
conditicns on the track will
change while you'ne racing
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# Platform
PlayStation 3
¥box 360 - PC

n»
I-Player Action
(Multiplayer TBD)
» Pablisher
Lucashrts
» Developer
Lucashrts

» Release
October 26

Star Wars: The Force Unleashed |l

Starkiller has new tricks up his sleeve for the sequel

to Starkiller, Darth Vader's secret appren-

tice, who in the end sacrificed himself to
preserve the Rebel Aliance and protect its lead-
ers. In looking at ideas for the sequel, the team
at LucasArts realized they were in a tough spot.
Though he may have died at the hands of the
Emperor, writer and exscutive producer Haden
Blackman tells us, "Starkiller still has a lot of life
left in him.”

The Force Unleashed Il kicks off with the Star
Wars signature text crawl explaining the fledgling
Rebel Aliance is (as always) on the run from
Darth Vader, The game then transitions to a clon-
ing facilty hidden on the planet Kamino. Here
Vader reveals the new Starkiller is a clone (or so
he says) created with the DNA of the original.
The Starkiller clore is plagued by memories
of his predecessor's past, including images of
his beloved Juno Eclipse. Aware of this, Vader
declares this clone to be defective. The outraged
Starkiller lashes out at Vader and leaves the
scene, becoming a fugitive in the process.

As we jump into the game demo, a flesing
Starkiller makes his way across the dark. rainy

T he original Force Unleashed introduced us

Kaming, taking down Imperials along the way
inone of the game’s many “run for your life
moments” where the outcast Jedi's best hope is
1o retreat in the face of overwhelming odds, The
fugitive is dual-wielding Bghtsabers, which allows
him to attack more quickly and gives the combat
a more stylized visual flair, Ripping Stormitroopers
to shreds never looked so good. As in the first
game, collactible lightsaber crystals, including
the popular black crystal, can augment your
lightsabers to make them more formidable.

In adidition to his melee prowess, Starkiller
has a number of impressive new Force abilities,
including a Jedi mind trick that causes enemiss
to attempt suicide. Weak-minded Stormtroopers
will jump off the nearest bridge, leap out of win-
dows, stand in front of turels, or wak into dan-
gerous forca fields, Another devastating power,
Forca Fury, is a timed abiity that enhances all
of Starkiller's Force abilities. How enhanced are
these powers? Think about crushing an AT-ST
with your mind. If you make quick wark of your
opponents, you can cut the fury short to pre-
serve some of the Force energy for later use,

Though the Force Unleashed proved popu-

lar with gamers, it wasn't without its flaws, To
address one chief concemn amongst gamers,
LucasArts is improving the Al to give each enemy
type a disting! set of behaviors. Spamming Force
powers isn't enough this time around; players
must think strategically to make the best use
of their resources and find enermy weak spots.
Flying Jumptroopers, for instance. are more
susceptible to Force Lightning. Shoot a few bolts
their way and watch as their jetpacks hilarioushy
malfunction. We also saw a formidable walker
equipped with a shield and Carbonite weapon
that recuires the use of Force powers 1o remove
the shield before the mechanical monster will
take damage. Environments also play a bigger
role in fights, as you can use your Force powers
1o pick Lp enemies and throw them in to a fne of
cannon fire or use an object you have electrified
with Force Lightning and drop it onto your foes.
Alongside the improved comibat, Blackman
says the sequel includes more story elements
and puzzles to help break up the action. From
what we've seen of the game thus far, Star Wars
fans may have plenty to be excited about when
the game releases this fall. » Annette Gonzalez



LucasArts has announced that the
galaxy’s mast famous bounty huntar,
Boba Fett, will join the saquel’s cast

- With the: abélity to dual-wield lightsabers,
Starkiller can quickly mop the foor with
thess surrounding Stormireapers



» Platorm
PlayStation 3
Xbox 360

» Style
1-Flayer Action
» Publisher
Activision

» Developer
Beenox

» Release
September 7
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Spider-Man: Shattered Dimensions

Ultimate Spider-Man is back in black

features four versions of Spider-Man

spread across four different comic
universes, but you won't need a master’s
degree in comic history to keep the continu-
ity straight. Developer Beenox is working with
comic author Dan Slott to make sure Shattered
Dimensions' narrative stays true to each
storyline, and neither is worried about sliding
the game neatly into any particular moment
in the comics' timelines. Their goal is to allow
fans of any level of dedication to pick up and
enjoy Shattered Dimensions.

At this year's San Diego Comic-Gon we played

as the Amaring Spider-Man in the newest build.
This game kicks off with Mysterio stealing an

ﬁ clivision’s newest web-crawling game

artifact called the Tablet of Order and Chaos
from a museum exhibition hall. Spider-Man
interrupts the villain's heist, and during the pair's
struggle they inadvertently shatter the tablet, cre-
ating a universe-fracturing crisis. Madame Web
appears and explains to Spider-Man that the
tablet pleces have been scattered across other
dimensions, and that it's up to Spider-Man and
his alternate personas to reassemble the tablet
and prevent all of reality from collapsing.

We've known for a while that two of the other
universes would be the Noir and 2099 settings,
but Comic-Can was our first chance to check
out the Ultimate universe. In a unique twist,
Ultimate Spider-Man is wearing his symbiotic
black suit. This is an interesting choice since the

——

hero only wore that suit for a few issues in the
Ultimate Spider-Man series. The black suit's ten-
drils allow Ultimate Spider-Man to perform more
flamboyant attacks, This wild action resembles
games like Devil May Cry and Bayonelta.
Ultimate Spider-Man has a longer reach than
any of the other Spider-Man characters in the
.game, allowing him to perform sweeping circu-
lar attacks that hit multiple enemies and juggle
«characters in the air. Ultimate Spider-Man also
has a rage meter, which builds up as he strings
combos together. Once this rage meter is full,
he can go into a rage mode where his attacks
become stronger and he has access to more
elaborate combos that hit more targets at once.
In tha Ultimate universe, Spider-Man faces off
against villains like Deadpool and Camage. We
played through a level set on the Triskelion —
SH.LE.LD. headquarters and home base to the
superhero team The Ultimates, Captain America
and Iron Man must have been away saving the
‘world, however, because Carmage had taken
over the facility, covering the complex in organic
‘webbing and tendrils. In possession of a piece
«of the Tablet of Order and Chacs, Camage's
powers have been amplified, allowing him to



control 5.H.1.E.L.D. agents throughout the base
and turn them against Spider-Man. After making
our way through a legion of mini-Carnage crea-
tures, we took on the psychotic symbiote himself
in a fight that had us throwing him through jet
engines and pinning him down for some first-
person ground and pound.

Al four versions of Spider-Man feature unique
gameplay and special combat techniques,
but players can upgrade all their abilities via a
system called the Web of Destiny. Unlike most
games where you spend experience points to

unlock new abilities, the Web of Destiny offers
players a variety of in-game meta challenges to
complete. When players complete these chal-
lenges - such as stringing together a certain
number of combo attacks — they will unkock

new abilities and web attacks. Players can also
earn a variety of alternate costumes for Spider-
Man, such as the famous Spidey armor and the
Mangaverse version of the character. Beenox
isn't saying much about these costumes yet, but
the team hinted that some of the extra suits may
give Spider-Man unique abilities.

N
AN

Packing multiple gameplay experiences into
one package is often a recipe for disaster. We
wonder if Beenox has bitten off more than it can
chew with a game that features four different
worlds, each with its own unigue game types
and art styles. However, from what we've played
so far, each world in Spider-Man: Shattered
Dimensions features some entertaining
sequences. We'll find out in September if all four
worlds add up to one game that is worth playing.
» Ben Reeves

Shattered Rogues
Gallery

Marvel gave Beenox a great
amount of leverage to take
Spider-Man's classic cast of
villains and bring them into
universes in which they haven't
appeared before. At San Diego
Comic-Con, Activision announced
a host of new villains for the
game. Utimate Spider-Man will
fight Carnage and Deadpool,
while Juggernaut appears in the

g universe. The Vulture is
fiying through the Nolr universe,
and Scorpion appears in the
2099 universe for the first time.
We also got a snoak peok at
Sandman, who appears in the
Amazing universe.
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Super Scribblenauts

Maxwell expands his vocabulary

fyou don't appreciate the power of adjectives,
try to go a day without using them. In addi-
tion to being unable to complete Mad Libs,
you'll find yourself unable to describe just about
anything. Wi have those things for a reason,
after all.

If Scribblenauts wowed players with its
astounding variety of nouns, Super Scribblenauts
is bound to defight with the addition of adjec-
tives. Gameplay is largely the same, but let-
ting players hone their summoned objects by
describing them adds some hefty new gameplay
lzyers. A bike iz perfectly nice, but how about a
hairy bike? What does an angry bike do?

It's fun to tweak objects in sily ways, but
adjectives are useful in Super Scribblenauts,
too. Scribblenauts veterans know that jetpacks
are useful for grabbing out-of-reach Starites or
escaping deep pits, but in Super Scribblenauts
new additions like flying bikes work just as well.

Developer 5th Cell says that are 10,000 total
adjectives in the game. There's definitely a solid
library of modifiers im Super Scribblenauts,
though it's not as vast as the object roster. In

the preview build we played, we could strum on

happy guitars, but loud guitars were a no-go. It's
always a bummer when a suggested word gets

crossad out upon entry, but there's still plenty of
room to experiment (see sidebar).

In addition to adjectives, Super Scribblenauts
has 120 all-new puzzles. They're as clever as
ever, and many of them play off the game’s.
larger vocabulary. In one, several objects —
including a vamgpire, leech, robin, and toy heli-
copter = are in boxes, and players have to come
up with something that shares some level of
commonality with the others. We typed in "vam-
pire bat” and picked up the Starite for our trou-
ble. Another puzzle works like a math problem,
with players filing in the blanks with appropriate
creations. A ghost minus a blanket is an imisible
ghost, but what is a man without a watch? How
about “late man™?

Add in some tweaks such as much needed
d-pad controls and a puzzle creator, and you've
got a game that's shaping up to dasarve the
"super” descriptor. » Jeff Cork

# Platform
Nimendo DS

# Style

1-Player Puzzle

# Publisher

‘Warner Bros. Interactive
Entertainment

» Developer
5th Cell

» Release
October 12

Unpack Your Adjectives

Part of the fun of Super Senbblenauts is
thinking up adjectives and seeing how they
modify the objects within the game. Here's a
taste of what [ was able 1o do with an ape...

Naked ape

Our primate pal looks great in pink. Don't
worry; no naughty bits are visible

Zombie ape
Nt only is he palé green, but zombie ape
also walks with a distinctive lope

Dead ape

True to his name, dead ape collapses onto
the ground immediately after being called
into the game

Stinky ape

Tis fur

Pratty ape
Apparently, all that separates us all from be-
ing pretty is-a tiara

Ghost ape

Gare for something spooky? Ghost ape is
translucenit and flies around

Strong ape

Bigger than your normal ape, strong ape also
boasts a patr of hisge foredrms. He defedted
bad ape with cne mighty punch

Grape ape
Alas, copyright restrictions prevent our ani-
mated pal from appearing in the game
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% Publisher
EA Sports

¥ Developer
EA Canada

% Release
Dctober 5

MIN
NBA SATURDAY

NBA Elite 11

Rebuilding the franchise mode by mode

he inability for the NBA Live franchise to
T find its stroke this generation is perplexing
given that the other sports titles devel-

oped by EA Canada - NHL, FIFA, and Fight
Might — have all come into their own with the
implementation of dual analog control schemes.
With NHL creative director David Littman (see
our interview on page 42) at the helm of NBA
Elite, EA hopes to break the vicious cycle of
non-competitive entries with NBA 11. That
vigion starts with the new dual-stick control
scheme and extends to the revamped
game mades.

The improvements start with the new
Be a Pro mode, wiich EA has renamed
Become Legendary. Your career begns
with determining your draft position during
the Jordan Brand draft showcase game
(which is also the Elite demo). Once
you're chosen by an NBA team, players
shape their careers and eam new levels of
SPONSO! from Jordan via a loosened
progression system that awards skill points
based on your game grades, statistical
performances, and how you bounce back
after bad games. Since stars run the NBA
(ask Wade, Bosh, and LeBenedict Amold
James), at the end of each season your
agent will ask you if you would like to
explora taking your talents elsewhere.

NEA Elite 11 also introduces the EASBA,
a five-on-five online league that features
a separate player progression, team pro-
gressions, and monthly champions. As

your team gets better your venue will improve
from a local gymnasium to a huge stadium that
offers a big home-court advantage.

For thosa of you more interested in turning
your forlom franchise around, EA s touting big
changes to its Dynasty mode. Like NHL, the
mode now features a GM tracker that awards
you points based on good decisions. Manage
your team smartly like Danry Ainge and you'll
uniock new bonuses to help your squad. Go
crazy ke David Kahn and don't expect to get

(ZA) N

your job back (unless the owner is Glen Taylor,
that is). EA is also addressing other neaded
mprovements to this formerdy broken mode,
ncluding revamped rookie classes that are more
n tune with reality (no more overflow of albing
point guards), a rebuilt sim engine, and ESPN
ntegration into the menu system.

With all the proposed chamges to the gameplay
and game modes, the NBA Elite tearmn has a lot
on their plates. But you don't win championships
without putting in a lot of effort. » Matt Bartz

Just what the Timbeswolves need — anothes
. gy who can't shoot or play defense




NBA 2K11

Air Jordan returns to display his dominance

role of Robin to Dwayne Wade's Batman

in Miami (what does that make Bosh,
Catwornan?), the chatter has focused on how
Kobe Br,ram 5 now the unguestioned best
player in the leagua. When a trio of great play-
ers decide to join forces to attempt unseating
him as league champion, that's a fair assess-
ment. But does any modern player come close
to the legacy of His Airness? The NBA 2K
series, a hoops franchise with a stellar legacy
of its own, plans to answer that question with
The Jordan Challenge.

Younger hoops fans who never had the
chance to watch Michael Jordan torch the
league for ten scoring titles, six rings, and five
league MVPs will get a crash coursa in Chicago
Bulls history with the new mode, which allows
players to relive the 10 defining moments in Alr

N ow that LeBron James has taken the

Jordan's career. Visual Concepts has pulled out
all the stops in recreating the Jordan era, secur-
ng the license rights for every player involved in
the 10 games, crealing signature style anima-
tions for every player (with special attention paid
to Jordan himself), recreating *80s and ‘90z era
broadcasts with special commentary for the
games at hand, and even making sure the paint
on the court is historically accurate for each
arena. If you still need a Jordan fix after playing
through the 10 maments, take a historcal Bulls
team for one of the other classic teams) into
Association mode and rip your way through the
nierior modemn competition.

On the court, developer Visual Concepts has
many gameplay tweaks in store for enhanc-
ng offensive and defensive controls. With new
player modets and complately retooled player
animations, the on-court movement already

The Jdtdan CW
Live through 10 SiaifSmost I ] performancesi

The Arrival

Jordan bursts onto the scene with a 63-point playoff
performance against the legendary Celtics squad featur-
ing Bird, McHale, and Parish
{Gioals: Score B3 paints while sh
the figld

pting S0% from

69 Points

Jordan reintroduces Cleveland to disappointment as he
systematically destroys the Cavaliers, scoring 69 points.
Goals: Score B9 points while shooting 50% from the
fiedd ina Bulls win

Shootout
Jordan and rellc-".l Uunl. clurng

I1'||n>.. e Wilkins show

Bad Boys
After losing two straight in Detroit during the t.a 1

Conference Finals, Jordan breaks down the
Pistons defiense in legendany fashion
Goals: Score 47 poil i win the game

1991 NEA Finals

Jordan eams his first ring by beating Magic Johnson's
talented Lakers squad

Goalls: Average 31 points, shoot 55% from the fiekd, and
win the series

The Shrug

Jordan sets the tone for his second finats run by break-
ing the spirit of the Chyde Drexder-led Blazers in the first
grame of the first rownd.

Goals: Score 35 points in the first half, make six three-
point shats In the first half, hold Drexder fo under 20
paints, and win the game

Double Nickel

Returning from his ill-fated basaball experiment, Jordan
resolidifies his status as the best in the business by
lighting up Madison Square Garden,

Goals: Score 55 points, shoot 55% from the field, and
win the game

Father's Day Victory

His Almess wins his fourth titie against the Seattia
Supersonics to cament a Cinderella comeback.
Goals: Score 22 points, grab nine rebounds, and win
the game

The Flu Game

Mot even a virus can stop this scoring machine; Jordan
puts up big numbers and nails the game-winning shot
against the Stockion-Matone era Utah Jazz.

Goals: Scora 38 points, grab seven rebounds, and win
the game

Michael's Last Dance

With under a mimute left and the Bulls down by one to
the Litah Jazz, Jordan nails a clutch shot to eam his
sixth and final championship.

Gioals: Score 45 points, get four steaks, and win the game

looks much smoother than it did in NBA 2K10,
Players are no longer locked into their anima-
tions and rendered helpless until the move runs
its course, A retooled control scheme doss
away with the complicated dribbling controls of
its predecessors, and Visual Concepls is also
aclding a jumper separation mechanic to give
players more flexibility 1o get off shots, imple-
menting jostling to bring more physicality to the
post game, and tweaking passing to better dif-
ferentiate great point guards from backups.

Maijor refinements are also in store for The
Association (which is receiving an Al overhaul),
My Player, and the online modes. Look for mone
info about these modes as we move closer to
the October 5 release date. » Matt Bertz

# Platform
FlayStation 3
Xbox 360

u Style
1 10 4-Player Sports
(10-Player Online]

» Publishe:
2K Sports
» Developer

Visual Concepts

» Release
October 5




# Platform
PlayStation 3
Hbox 360 « PC

» Style

1-Player Action/RPG
[8-Player Onling)

» Publisher

SouthPeak Games

» Developer
Reality Pump

# Release
September 14

Two Worlds |l

A whole new Two Worlds

iike my hazy memory of its disastrous pre-

decessor, Two Worlds || begins in a dark

place. Events pick up with your hero from
the first game imprisoned and a big bad guy
named Gandohar ruling the world. Orcs were
one of the primary enemies in the first game,
but Two Warlds |1 starts with a dramatic jail-
break aided by these one-lime cpponents. In
addition to your struggles against the evil ruler,
a large part of the plot involves figuring out
what has changed cver the five years that you
were in jall to make the ores into your allies.

The first thing that leaps out to me during the
getaway is the impressive level of detail in the
environment. The stones on the walls are ren-
dered in three dimensions, so what likely would
have been a flat, bland texture in the last release
now locks great. Light streams into the dank
hallway through a single window, and it's filtered
through the prison bars realistically. As the char-
acter moves past some chains hanging on the
ceiling, they wrap around his body, curving and
quivering in the way | expect them to from being
jostied by the character’s bulky frame.
| skip ahead a few hours to explore a portion

of the game's main quest. I'm in a small village
where the mayor refuses to help me unless | help
him recover their water supply. Ready to take
part in the time-honored RPG tradition of solving

other people's problems, | explore the outskirts
of the village and discover a large dirt structure.
1 talk to a man nearby who tums out 1o be daing
some research; the structure is actually a huge
termite mound. After more investigation, | find a
huge collection of termite mounds to the north.
The missing water is likely stored within.

| hop on a horse and head to my new objec-
tive. Horsa riding was a clumsy and ill-conceived
part of the first game, Somea issues persist in Two
Wrlds |l, like having to spend a moment lining
my horse up comectly so | can open a gate, but
| never feel frustrated or like I'm losing control of
the creature’s movement. One point of conten-
tion that caries over from the first game (at least
in this preview build) is the occasional loading
in the middle of riding through the huge open
world. It never lasts longer than a few seconds,
but it's still an annoyance.

Arriving at the termite mounds, | ter &

it's possible (if not necessary) to use them mul-
tiple times throughout a fight.

Two Worlds Il also includes the ability to swap
between different sets of armor and weapens
wsing the directional pad. You can change what
you're wearing on the fly, even in the middle
of combal. You could start out in your caster
gear, shoot off a few fireballs at the enemy
from range, switch to a melee setup to knock a
nearby enemy down, then switch to your ranged
equipment as you back up to start filling him
with armows. The tactical possibilities this quick-
switch ability opens up are interesting,

This preview only scratches the surface of the
number of huge improvemeants in Two Worlds
Il. The magic system allows you to create brutal
and insane spell combos. The voice acting
wasn't finished, but also wasn't totally laugh-
able. Even the standalone co-op campaign and

violent pack of Viarns, jackal-esque creatures
that stand on two legs. The combat has received
substantial improvements. Every sword, axe,

or staff automatically sets its own special abili-
ties, which are mapped to open buttons on the
controlier. The sword | use has a special ability
that performs a powerful downward swipe and
another that lets me leap dramatically toward an
aneny. These skills have short cooldowns, but

| multiplayer have potential, though we
haven't seen them in action yet.

In March, we put up a feature on
gameinformer.com with our reader’s picks for
guilty pleasure games, and Two Worlds made the
list. If all of the great stuff we've seen from the
sequel pans out, Two Worlds || may pull off being
a pleasure without any of the guilt. » Phil Kollar
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# Platform
PlayStation 3
Xbox 360

» Style

1 or 2-Player Fighting
[2-Player Onling)
# Publisher
Capeom

» Developer
Capcom

» Release
Spring 2011

Marvel vs. Capcom 3:
Fate of Two Worlds

Capcom rolls out its new fighters

he Marvel vs. Capcom series draws in play-

ers from both the comic and video game

realms, but this 2D fighter's popularity isn't
just built upon fanboy allegiances. These fight-
ing games pack a serious punch, and the third
entry in the series looks better than ever.

For Marvel vs. Capcom 3, Capcom has
streamlined the controls, paring back to threse
attack buttons and adding a new exchange
button. This revolutionary mechanic makes
swapping between fighters easier than ever. This
hot-swap ability brings a strategic element not
found in other fighting games. Being successful
in the battle arena is less about learning the intri-
cacies of one individual fighter and more about
finding a team of fighters that balance each oth-

previews

er's weaknesses. Queuing up exchange attacks
during mid-air combos is a big part of mastering
this game's hyperactive battles, and can turn the
tide of your brawls,

At San Diego Comic-Con we got a glimpsa
of two new environments. With a massive
floating heli-carrier in the background, one
Marvel-themed level seamed to take place ona
SH.EL.D. base. The second new level Capcom
revealed is a secret Umbrella laboratory tied to
the Resident Evil universe. In the background,
the mutant Tyrant can be seen floating in a giant
glass breeding tube. Capcom also unveiled six
new combatants who all make great additions to
your fighting roster. » Ben Reeves

Doctor Doom

Amatorasu




James Bond 007/: Blood Stone

James Bond races into action

ames Bond has a reputation for saving the  into a room and immediately take out up to three  lessly strung together. » Platform
world by any means necessary. Sneaking of his nearest targets with the touch of a button In another race sequence Bond is in a frantic PlayStation 3
into nestricted areas through vents, driv- via slow-motion headshots. Unlike Conviction's boat chase. While controling the speedboat, Xbox 360
ing a boat through an office complex, calmly system, however, players can use these tokens players can use Focus Aim to shoot over the » Style
strolling through a secret bunker while dual- 1o take out one enermy at a time or string them glass at Bond's rivals. Simiar to Disney’s recent 1-Player Action
wielding semi-automatic weapons — nothing is together to clear out a rcom. Split/Second racer, Blood Stone's racing environ-  (16-Player Online]
above Britain’s best spy. It only seems fair to While Bizame Creations has experience ments morph as Bond speeds through them. » Publisher
let gamers have the same license to kill in video  developing shooters, it is probabily best known When a lighthouse up ahead explodes, Bond Activision
games. This November, the Bizarre Creations for its racing games Blur and Project Gotham uses the debris as a ramp to avoid the catastro- » Developer
team that brought us The Club is hoping to Racing. This makes thern an ideal developer to phe and catch up to his targets. Bizarre Creations
deliver a game that lives up to the super spy's take Bond's high-octane gunplay and integrate With the new Bond film going through some o
legendary status. it with his penchant for destroying expensive troubled development, the only opportunity for November

Blood Stone isn’t based on any upcoming films,
but that didn't stop Activision from tapping A-list
Hellywood talent. Curent Bond star Daniel Craig
and Judi Dench, who plays Bond's superior in
the films, are: lending their voices and likenesses
1o the game. Ben Cook, Craig's stunt double for
the films, is providing motion capture. English soul
and R&B singer/songwriter Joss Stona stars as
the newest Bond gi, and is also performing the
song for Blood Stone's opening montage.

The talent doesn't end there. Bruce Feirstein,
the writer for many of the Pierce Brosnan-era
Bond fims, is writing a script that invohves a
secret UK. biochemical weapons project. When
these WMDs go missing, MIG fears that they've
fallen into the hands of a mysterious terrorist sect.
The SIS sats Bond loose to hunt down an amms
dealer by the name of Greco, who is numored to
be involved in the conspiracy. This journey even-
tualy takes Bond to exotic locales like Athens,
Istanbul, Monaco, Siberia, and Bangkok.

Bizarre Creations wants Blood Stone to feel
like one of the recent, more action-heavy Bond
films, which means the silly jetpacks and wrist-
watch lasers that were popular in the '60s, “70s,
and *B0s probably won't be in the game. Craig’s
Bond is a physical brute, so the teamn is comple-
menting the inevitable gunfights with hand-to-
hand action. Cover is an important part of Blood
Stone, as it allows Bond to sneak up on his
enemies and perform dozens of close-quarters
takedowns, Every time Bond knocks out an
enemy with his hands he eams a Focus Aim
token. These work ke Splinter Cell: Conviction's
maark and execute system, allowing Bond to walk

automobiles. After shooting up a villa in Greece
in the demo we walched, Bond's targets take off
ina truck. The suave super agent conveniently
finds himself standing next to an Aston Martin,
After a short cinemalic transition, Bond is racing
through the streets of Greece, plowing through
stresat vendors, and ramming enemy vehicles off

the road. All of the gameplay elements are seam-

fans to get their 007 fix in the near future is with
Activision's upcoming games. In the past, Bond
games hawve run the gamut from revolutionary
to repulsive. Judging from what we've seen so
far, however, Bizarre Creations is crafting an
experience that could land a fittle higher on that
spectrum. » Ben Reeves
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¥ Platform
PlayStation 3

» Style
1 to 4-Player Action
(Online TBA)

u Publisher

Sony Computer
Entertainment

» Developer

Eat Sleep Play

Twisted Metal

New entry in legendary series looks to past for franchise's future

he second Sweet Tooth's ice cream truck

rolled cut on stage during Sony's E3 press

conferance this year, we knew we were in
for a treat. The beloved car combat franchise
Twisted Metal is making its next-gen comeback
with an emphasis on online play next year.
Series creator David Jaffe spilled some details
on the upcoming reboot to a crowd of rabid
fans at this year's San Diego Comic-Con.

With Twisted Metal's current focus on online

best features of those seen in Twisted Metal 1, 2,
and Black. The industrial map has a center hub
housing a large globe and figure eight circuit,
and each surrounding rooftop is connected by a
jump ramnp for ultimate battle stunts. An atrium
on the roof can be crashed through, dropping
players into a swimming pool below. The team
is still making tweaks to this layout that is only
roughly 50 percant complate, but the Comic-
Con crowd seemed pleased with its current

» Rel

2011

ght a glimpse of a playabh

map that is still early in development. Jaffe pre-
sented a rooftop that takes inspiration from the

state. Multi will also see a host of new
‘weapons. A non-playable gunner will be added
to each vehicle, and snipers will introduce the

series’ first one-hit kill,

As far as Twisted Metal's single-player mode,
we're told Sweet Tooth, Dollface, and Mr. Grimm
will be playable. Each character will have three
different endings. These cinematics mark the
return of live-action cutscenes that the original
Twisted Metal was once criticized for. The team
at Eat Sleep Play explored other options like
“mowing comic” sequences and CG popular-
ized by other titles, but decided to return to the
game's live-action roots instead.

At the panel Jaffe had some of the live-action
props on hand including several versions of
‘Sweet Tooth's rusted machete and variants of
the masks worn by the homicidal clown and
Doliface. However, don't expect any sort of
gruesome scenes filled with blood, guts, and
dismembearment; Linlike Twisted Metal: Black,
which was rated M and was also the worst-
selling title in the series' history, the new Twisted
Metal will be rated T to ensure morne players
of all ages in multiplayer lobbies. Jaffe does
admit, however, that he would love to see a low-
budget slasher film starring Sweet Tooth make
its way onto PlayStation Network, Jaffe also
scutthed rumors that the game would feature 30
and Move compatibility, despite the fact that
many of Sony's first-party games are pushing
those technologies.

While the game is pretty early in develop-
ment, we're eager to find cut more on the latest
Twisted Metal in the coming months,
= Annette Gonzalez



 you've followed our NHL 11 coverage, you're
alreadty fal with the gameplay changes EA
Canada is implementing in its award-winning
hackey franchise - a real-time, physics based
animation engine, broken sticks, and revamped
face-off system standing out as the most
notable new additions. Now it"s time to dig into
the game modes.

To create a more authentic start to your NHL
caresr in the Be A Fro mode, EA added the 60
CHL teams, the amateur league that oulputs
the most NHL talent, Your draft position is deter-
mined at the Memorial Cup, and with seven
rounds being integrated into the draft for the
first time, if you stink it up you could find yoursedf
being passed by several times over. EA has also
tweaked how much it costs to buy skill points,
added new equipment to the hockey shop, and
refined the Al behavior to make your teammates
skate better and take more shots.

HFA 11

Who's got the golden boots?

he recent Werld Cup just showcased the

best soccer players from across the globe,

and while some of them like Ingerland's
darling Wayne Rooney or the entire French and
ltalian sides crapped the bed, it wasindeed a
spectacle of soccer skill. FIFA 11 is also trying
1o highlight what some of the best players in
the world are capable of by making star players
standout on the pitch.

This isn't just represented in their overall rating
or number of skill move stars; a variety of different
factors combine to make good players what they
are. For instance, attributes like shot placement,
passing, and dribbling proficiency will be more
noticeabla in the batter players, not only in terms
of the number assigned to that attribute but in
their animations on the fisld, Gamers should be

The centerpiece innovation of last year’s NHL
game, Be A GM mode, improves with the addi-
tion of restricted and unrestricted free agency.
Like the real MHL, you can sign younger players
to slotted offer sheets or try to poach young
superstars at the cost of losing draft picks. EA
Canada has worked to improve the trade logic
to fmit the movernent of star players and added
five-player-per-team trades. The devs also
implemented fixes to make sure good players
don't unrealistically sit in free agency too long.
Expect a lot mone player movement at the mnor
league level, and, like the real NHL, don't expect
cap conscious teams to move a lot of first-liners
unless they are pending unrestricted free agents.

MNHLs popular six-on-six online league adds
the oft-requested practice maoda for the first ime,
and o create more intensity for the monthly sea-
sons, this year's EASHL will feature playoffs the
last four days of each month. If your team wins

able to visually identify good players from bad,
whather its trying to replicate a star player’s gait
from real fife, or seeing how belier players simply
handle and address the ball,

Players’ different proficiencies on the field
match nicety with FIFA 11's attempts to vary the
passing game 1o avoid gamers’ ability in previous
years to make it all the way down the fiedd with
just a few laser-guided passes. Now players with
lower passing abifties might produce passes that
require thosa recaiving the ball to take mone time
to gather it up or have to chase down passes off
the mark,

Although the game’s real-life players are a focus
this year, gamers also have a wealth of creation
options to form their own clubs anc il them out
with created players. This can be done with a

the Cup, your games will feature a unique pre-
sentation package including raising your champi-
onship banner to the rafters before each game.
The new addition the dev team is most excited
about is the new EA Uimate Hockey League.
This hybrid of online franchise and FIFAs Utimate
Team mode gives gamers a starter pack that
includes 24 players, jerseys, a home arena, and
training cards. Like the EASHL, each month is its
own self-contained season that features playofis
and a championship game, and players can
tweak their rosters by buying card packs of pur-
chasing players in the auctions. Gamers will get
their first taste of the league when the NHL 11
demo is released in mid-August. » Matt Bertz

Ty &l

Read more abou! Hockey LR
T COTTIA]

browser-based online application that includes
designing the team's crest and kit and choosing
a home stadium. These can be taken into online
play, tournaments, and exhibition matches. You
can also tweak players’ attributes and make
tactical changes via the web. Finally, the game's
customization options also extend to the audio,
where you can import the chants of your favorite
team and even sat up their entrance or goal-
scofing music, for example,

EA has had the official FIFA license for years,
and by trying to bring the players to the forefront,
it's not only leveraging a particular asset, it's
trying to represant the sport to its fullest,

» Matthew Kato

n Platform
PlayStation 3
Hbox 360

»
1 to B-Player Sports
{PS3), 1 to 4-Player
{Xbox 360] (12-Player
Omling)

» Publisher

EA Sports

» Developer

EA Canada

» Release
September 7

» Platform
FlayStation 3
Xbox 360

» Style

1 to 4-Player Sports
{20-Player Online)
» Publisher

EA Sports

» Developer

EA Canada

» Release
September 28
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89 Lara Croft and the Guardian of Light

Crystal Dynamics turned the long-running Tomb Raider franchise on its head, creating an exciting new downloadable game for Xbox Live
Arcade. Combat and puzzle sclving mix in this isometric action title, which also boasts the ability to play cooperatively with a friend. To get
the full details on this startling departure for one of gaming’s longest-running series, check out our review on page 89,

[HE SCORING
Cutstanding. A truly efite tithe that is nearty perfect in every Flawed. It may be obvious that the game has lots of Pr—
10 way. This scone Is given out rarely and indicates a game 5 potential, but its most engaging features. could be -F'-"ﬂ"‘f Mm:ﬂﬂ 3
that cannet ba missed. unclaniably flawedd of not intagrated o the experience. FPLATINUNM s.rswmm e
9 Superh, Just shy of gaming ninvana, this scorm is a high 4 Bad. While some things work as planned, the majority of
recommendation because the game reviewed |s haad- this tithe either matunctions of it is so dull that the game
and-shoulders above s compettion. fails short a5 a whale. " e et
Very Good. Innovative, but pemaps nat the right choice for Paindu. If there i anyihing that's redeeming in a game of Sand 9.5
8 everyone, This score indicatos that thene ane marry good 3 this calibser, it's buried Beneath agorizing gameplay and
things 1o ba had, but arguably so. unaven axecution in s features or theme. Awarded to games
Aworage, Tho game’s foatures may work, but e nothing Beoken. Basically unpiayable. THis game ks 50 insufficient WE0eR oo Detwaen
7 that even casual players haven't seen before. A decent 2 in execution that any value would be derived in extromedy
game from beginning to end. ‘small quantities, if at all
c Tha awarnd for the
Limitedd Appeal. Althaugh thers may ba fans of games . .m‘m—" ety
B | receiving this score, many will be lett yeaming for a more 1 Ml Gibson. CAME e MONTH Shaci
rowarding gamie axperionce.




Lara Croft and the Guardian of Light

Crystal Dynarmcs takes a risk and reaps the reward
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ull disclosure: | love Lara Croft. It's no

secret, but worth putting out there all the

samne. My allegiance to the industry icon,
however, is just that - to the character herself.
I've played all the Tomb Raider games over
the past decade, and Lady Lara always helped
me trudge through the franchise follies, even
when convoluted narratives and questionable
gameplay decisions disconnected the game
from the roots | found endearing.

My waning enthusiasm for the property halted
when Crystal Dynamics reinvigorated the series
with Tomb Raider: Legend, which promised a
new direction for the seasoned franchise. The
studio’s commitment to the IP and willingness to
take risks is apparent in Guardian of Light, the
first downloadable title in the franchise’s stable.

With a new isometric viewpoint, amplified
combat, and co-op play, Guardian of Light's
many departures from traditional Tomb Raider
gameplay are obwvious. Despite the changes,
the downloadable game feels more like a Tomb
Raider experience than anything |'ve played
of late. Bursting with exploration, puzzles, and
platforming, the pace isn't encumbered with
ur tive, diak or even charac-
tetdeveluu'nﬁnr We know who Lara Croft is. We
know what she doas bast. The shrouded forests
of Central America are her playground, and we're
lucky enough to go along for the ride.

If you're worried about this being a download-
able game, don't fret. This isn't the case of a
franchise being reduced to a skeleton in the
name of brainless fun. Lara's library of moves

isn't truncafed; the addition of artifacts and
refics that augment Lara and her sidekick Totec's
stats encourages careful exploration. Some are
rewards for completing challenges, while others.
must be located in dangerous environments.
This allows Lara to evolve in a measurable way,
unlike past Tomb Raider games.

The level design is as epic as ever, with puzzies
spanning entire vistas litterad with tunnals,
tombs, torturous traps, and more, Challenge
rooms are a new addition that make the game
much more accessible. The mone taxing expe-
riences in the game are reserved for these
optional tombs, but Lara will be rewarded with a
bigger payout for besting them. Some challenge
rooms require logic to solve puzzles, while others
test your reflexes and shooting skills with deathly
obstacle courses and waves of powerful foes.

Nothing surprised me more than how much
| enjoyed co-op play. The mode opens up new
gameplay avenues with tools such as remote
bombs and cooperative grapple moves. Many
puzzies require cooperation, but the competi-
tive element makes the adventure memorable.
Though you and your partner share the same
goals, a praminent score counter keeps both of
you scrambling to get your hands on more gems
and other objects of value than your partner.
Speed runs, challenge tombs, and level-specific
achievements each encourage replayability.

Despite the well-deserved accolades, a few
problems remain, One would think the higher
vantage point provided by the isometric camera
would by default give you a better lay of the land,

but the legacy camera problems occasionally
return. | met my demise several times by falling
off a hidden cliff after getting ambitious in my
exploration. Sometimes | had a hard time making
a jump because of an object cbscuring my view.
These issues are few and far between, though,
and the punishment for death is littke more than a
reduced scone.

In taking a chance with Guardian of Light,
Crystal Dynamics rediscovered Lara's latent
potential. For those of you concerned with the
direction this ancillary title has taken, rest easy.
We now know that Lara Croft is as versatile as.
she is flexible. » Meagan Vanburkleo

Q777

P53+ 360« PC

® Concept

Dropping the Tomb Raider
meniker, Crystal Dynamics
changes the equation with
a new camera and co-op
play neatly wrapped in a
downloadable package

» Graphics

Employing the Tomb Raider
Underwerld engine, the
environments, lighting effects,
and character renders are

as polished as their big-
budget counterpans

¥ Sound

Populated with both iconic
and original music, the

former grounds the game in
familiarity while the latter
plays up the new, action-
centric direction. Some of the
voace acting could use another
once-over, though

® Playability

Despite the arcade influences,
Lara’s moveset isn't reduced
in the slightest. Co-op play
allows for more diversity in
puzzle solving, and the analog
shooting lends itself nicely to
frenzied combat




Madden NFL 11

Moving in new directions

27, 819

PS3 « 360

» Concept

Madden NFL 11 takes some
great strides forward at the
expense of other areas

# Graphics

The players loak sharp, with
great lighting werk, helmet
reflections, and personal
equipment touches

» Sound

New play-by-play announcer
Gus Johnson brings emation,
but it's often behind the
action and can be disjointed.
The: licensed stadium songs/

chants are cool, however

» Playability
Running with the ball
[without turbo) feels great and
Gameflow improves offensive

playcalling, but you'll spat
plenty of legacy issues in
the gameplay

» Entertainment
Controlling the ball carrier
never fell this good. This
year's Madden isn't perfect,
but it has its improvements

| R

» Replay Value

Moderately High cothall fans often debate about the rela-

five importance of the positions on a team.

Can a great QB make the receivers around
him better? Can marquee receivers make a
mediocre QE look good? Does an ineffective
pass rush doom even the most skiled comers?
Maddan MFL 11 spurs a similar kind of discus-
sion based on the features it has chosen to
address for this latest iteration versus those that
have remained unchanged. Does the inclusion
of online co-op play trump a bare-bones onling
franchise mode? Is making a stud running back
like Chris Johnson feel ke a world-beater more
important than not cleaning up past Al issues?

Second Opinion 8.15

Like NCAA, Madden 11's biggest improvemnent over last year is the new locomo-
tion engine and running controls. The new animations perfectly capture what
announcers are talking about when they say Adnan Peterson "runs angry.” The
difference between average and great backs is now evident in the way they
make cuts, burst through open holes, and attack defensive backs. The other
highly touted change, the tuncated GameFlow play-calling system, is a great
tool for warying your offensive attack, but lacks the sophistication to deliver a
sound defensive scheme. Putting a linebacker on Percy Harvin in the slot would
get most coordinators fired, but [ was caught in a base defense too many times
when teams lined up in three receiver sets. On the presentation front, new
commentator Gus Johnson talks cirches around the robotic hack Tom Hammond,
and Tiburon finally gives the Super Bowl the unique reatment it deserves. As a
franchise guy, I lament that EA neglected to improve my favorite game mode; the
Madden devs instead focused on strengthening the game's onling offerings with
the three-on-three Online Team Play mode. OTP adds teamwork and coordina-
tion o the equation, which makes playing with friends more enjoyable, but with
N0 Custom teams, career stat tracking, or scouting info about your opposition,

EA missed an opportunity to flesh out the experience and make it a destina-

tion mocke. » Matt Bertz

90 reviews

The answers to these kinds of questions ara
up to you as a Madden player. | ke a lot of the
new additions 1o this year's game, but the lack
of prograss in some areas is unfortunate.

Mackden MFL 11 features a new motion engine
that makes running with the: ball a dream, Subtle
cuts, bursts of speed (without the turbo button),
sheer physical power, and other characteristics
are layerad on and make NFL players come
alive: and showcase the abiities that make some
of them stand out from the crowd. The game
makes you feel ke you've got unprecedented
control over the runner, and every run feels a littie
different - particularly in the tackles or the lack
thereal. Because of all the different factors that
G0 Into a player's running and tacking, you've
got to watch thal your defenders wrap up the
ball camier, otherwise it's common for a guy to
get loose after a couple of sloppy tackles,

I love the varied outcomes in tackling and
animations, but inconsistency elsewhere in the
gameplay is maddening (no pun intended).
Running with the ball is one of the highlights of
the game, but the passing game shows some
flaws, Players can be shockingly unaware of the
ball a5 it sails by within their grasp. You also see
players standing arcund without a clue of who to
block or tackle. This is conspicucus when such
great work has been done to highlight recevers’
tracking of the ball for sideline catches and grabs
in the back of the endzone. For every cool catch
you see, you'll also see the bal suction into a
receiver's hands or vice versa (whara it looks
ke a player shoots forward sudidenly to catch a
ball otherwise out of their reach), as well as old
staples like dropped gimme inlerceptions and
auto-INTs.

Style 1 1o 4-Player Sports (6-Player Onling] Publisher EA Sports Developer EA Tiburon Release August 10 ESRE E

Sirniar 1o last year, not every area of the game
has been improved. What we gain in the new
locomotion the game loses in yet another stalled
year for Franchise mode. The worst part is that
some of the mistakes remain, like the broken
logic behind staff contracts. Online Team Play
{OTP), the new three-vs.-three co-op feature
that lets each of your team members control a
specific unit like inebackers or wide receivers, is
fun, but the fact that this new feature lacks ary
overall structure ke persistent teams means
that the games you play in this mode are more
or less one-offs. OTP deesn’t fill the void of the
gmped Online Franchise mode, which still lacks
free agency, Finally, | love the concept of the
card-based Ultimate Team mode, even if your
starting team is 50 bad = and no, | don't feel |
should have to spend real money to gat good
card packs.

| enjoy a lot of the new features in Madden
INFL 11. Things like game planning in conjunc-
tion with the automated GameFlow play-calling
feature fwhich works a lot better for offense than
defense) have changed the way that | play the
game. | don't want to sound greedy or ungrate-
ful, but | feed Be adding new fealures isn't the
only job of the development team when there
are ofher areas that need to be addressad.
Madden NFL 1115 a clear step forward for the
franchise, but as fun as the additions are, the
fact that some of its glaring mistakes remain
is like getting a new stud quarterback even
though the offensive ing stil needs an upgrade.
You're going to score, but you're still a team with
weaknesses. » Matthew Kato



Clash of th

Namgc
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Style | or 2-Player Action Publisher Namco Bandai
Developer Game Republic Release July 27 ESRE T

1's no secret that games based on licensed prod-
ucls ara generally bad, but when a game gels
delayed long past its cormesponding movie release
it gives you hope. After all, the publisher must think
the game is good enough to stand onils own if it is
willing to forgo piggybacking the movie's hype, right?
GoldenEye 007 did this, and it is regarded as one

of the most important conscle shootars of all time.

It Namco Bandai was hoping for similar results with
Clash of the Titans, it's in for a titanic disappoiniment.

Players lake control of the demigod Perseus,
who must fight against the will of the gods and
save the world, You finish off foes using quick-tme
button presses, level up your weapons with souls
extracted during combat, and face endless waves
of enemies torn from a mythical Grecian bestiary. It's
reminiscent of one of Sony's premiere franchises, but
Clash of the Titans doesn't have the chops to stand
alongside Kralos.

The game's non-player characters provide you
with ower a 100 kil-cr-be-killed missions through very
linear levels filed with underwhelming amironments.
Picking up missions is the only way the game breaks
up its monotonous combat, but these are emply
moments because you don't actually corversa with
these characters.

Parseus isn't fighting through legions of centaurs and
harpies alone, but the game's lazy companion Al is one
of the worst I've ever fought beside. Though | wasn't
technically alone on the battiefield, it felt ke it because
my wallfiowar alies always shiad away from the action.
You're better off having a lve companion watch your
back (after you've unlocked co-op by playing through
sevaral single-player missions first), but good luck find-
ing human recruits wiling to put up with the game's
stop-motion pace. Clash of the Titans' action has more
hiccups than a maenad at a Dionysian party thanks o
its jittery and repetitive animations. The combo system
S vifually non-existent. Bosses are just bigger hit boxes
with mare haalth, and journays in and out of the game’s
labyyrinthing menu system feel ke one of Homer's
lost epics.

The game's coolest features fad due to poor design.
By the end you amass an arsenal of over 80 weapons.
However, many of these tools can't be leveled up until
you've collected soul power from specific enemies, so
sharpening your swords becomes an arducus process
that ensures you'll stick to two or three of the first
weapons you find.

The recent Clash of the Titans film was a mildly entes-
taining display of special effects. The game contains
all of the film's camg but lacks the spectacle of million-
dollar CG krakens to help save it. This titan of deriva-
tive gameplay doesn't deserve our reverance; it hardhy
deserves our attention at all, » Ben Reeves
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P53 » 360

» Concept

Make a God of War clone

to coincide with the mowvie,
miss the movie's marketing
campaign by months, and
weep for the lost opportunity
to cash in

» Graphics

The game's textures are so
messy it looks like some
terrible Grecian sacrifice was
performed in every level. The
character models have the
expressiveness of dead fish

® Sound

The dialogue is delivered with
the tempered enthusiasm of a
Paxil user, and the characters
sound so similar that [ suspect
the same voice actor was
used for everyone

» Playability

If Clash of the Titans could
talk, it would have a stutter.
The game's slow combos and
choppy animatiens result in a
frustrating action game with
litge depth

» Entertainment

Everything here has been
done batter in a dozen

other games

» Replay Value
Low

GAMER’S
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e N,
‘'Gaming’

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.

GokuVegeta

*kk

RED HOT SUMMER LEADEREOARD

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.

BAYERNALIFE
BlindLuck21
iWIN25

Alienware
JoeyB45
Marco_Polo
Glmbrad
nawfjohn

Smicer89
BuschBeast

MADDEN™ NFL™ 11 TOURNAMENTS THIS FALL

Redefine the way you experience the game of football
when Madden NFL 11 comes to Virgin Gaming this
September. Study your playbook and get ready for a
Jjam-packed calendar of gridiron tournaments for players
of all skill levels.

-k ~ Ar

To play your favorite games like Madden, FIFA and Halo™
from home for cash, points and prizes, and compete
against players of all skill levels, join Virgin Gaming for
free today.

- -

Sign up before September 17, 2010 and
we'll throw $10 into your account, so you
can see why It Pays To Have Game".

VirginGaming.com/Gl

Registration must be completed by 7. 2010 in order to qua

the $10 cash bonus. $10 cash bonu ‘Gaming Terms and Conditions
[VirginGaming.com/terms.htmi). Registrants must be at least 18 years of age. VIRGIN and
the Wirgin Skgnature logo are trade marks of Virgin Enterprises Limited and are used under
licence. All rights reserved. Trademarks are propearty of their respective owners.

S9pm EST Septembe
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» Concept

A fast-paced, six-player rek
thn Dracula’s castle
with elements from many
Castlevania titles

# Graphics

Fantastic anemy design,
environments, and death
animations lock as great as
they ever have

» Sound

» Playability
1f you've played a Castlevania
title before, you know exactly

how the controls feel

» Entertainment

‘The ability to bring several
friends along is a great
addition to the series’ tried-
and-true gameplay

# Replay Value
Moderately High

Second Opinion 8.25
The latest incamation of
Dracula’s castle summons the
previcus heroes who fought
within its haunted halls, and
you'll need all of them to push
back the darkness. If you're
smart you'll recrait evaryone
you can get, because Harmony
of Despair s designed from
the ground up as a six-player
multiplayer experience, This
mew cooperative approach

is a blast, offering several
beautiful stages filled with a
greatest hits mix of locations,
enemies, and characters from
previous franchise entries.
While the timed, self-con-
tained stages fit the multi-
player paradigm perfectly, I'm
mot a fan of some of the other
design choices. Why can't we
pause the game? And why can
you only equip new items at
discrete locations around the
board? Gathering equipment
and exploring levels is fun,
though the game lacks the
intrigue and secrets that are
franchize hallmarks. Harmony
of Despair may not move the
series lorward, but seeing
Alucard and Soma fight side
by side is worth the price of
admission. = Matt Miller
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Castlevania: Harmony of Despair

A new format doesn't hold back classic gameplay

nf] j‘rfv- 5 I

M e

W

fter the of 1997's Castlevania:

Symphony of the Night, Konami could

have stuck with the formula that made that
title an all-time classie. Instead, the exploration-
heavy 20 gameplay didn’t last long on home
conscles, and migrated to Nintendo's handheld

have always centered on exploring massive
environments at your own pace. Like Metroid,
the fun is in exploring dozens of doors, paths,

of lsdges that you couldn't access until later
points in the garme. With a time limit in place, the

systems. After a decade of experimentation
{and disappointment) with 3D titles on consoles,
the familiar sprites of Alucard and company
return to grace our television screens. Harmony
of Despair looks familiar to series fans, and
many of its classic elements are in place, but
it's a Castlevania experience unlike anything
you've played betore.

When Konami announced that Harmony fea-
tures six-player cooperalive play, it was a god-

new time Ilmnmmthen'nﬂmhwws Since
Symphony of the Night, Castievania games

Except it doesn't. Yes, each standalone stage
has a 30 minute time limit, However, you're
still navigating the castle, slaying countless
demons, and acquiring new weapons and
armor. Surprisingly, the time limit is almost never
a hindrance.

Rather than hitting select or glancing at the top
Screan map 1o gat your bearings, you can 200m
cut to see the entire stage on one screen. If you
have a small (or non-HD) television, this probably
won't help very much. But if your screen is large
enough, you can see every single enemy, co-op
partner, and boss in the level moving in real time,
It's not just a cosmetic gimmick. | preferred the
two closer zooms for
combat and explora-
tion, but the impressive
wide shot also serves
a purpose. Many areas
are inaccessible without
teamwork, so it helps
to track your buddies’
locations as they stand
on switches or pull
levers to open the path
ahead. Some bosses
have huge attacks that
pass through walls and
stretch across the entire

map. Others freely float around the stage at will,
50 keeping tabs on their locations is key.

Unlike previous titles, Harmony of Despair
ditches a standard laveling system. Rather, your
character becomes more powerful by acquiring
new weaponry and armor scattered throughout
the lavels. It eliminates the need for grinding, but
as a longtime fan of the series | missed wander-
iing the castle killing everything in a quest to level
up. Relying on random treasure chest contents
to improve your character makes it more of a

luck of the draw system,
[Equipping these items is also a hassle. Rather
than d ing your best of acces-

sories by pausing the game, you must travel

to one of the rare book stations in the level. It's
frusirating to pick up an impressive-sounding
new sword, only to have it sit in an inacces-
sible menu for an extended pericd of time. The
system for equipping healing items also adds to
the frustration. Plenty of potions and food are
scattered throughout the quest, but you can only
equip one at a time. As you progress through the
game, this makes the lesser items virtually use-
less because savvy gamers opt to bring along
high potions or super potions.

While these frustrations keep Harmony of
Despair from reaching the level of its predeces-
sors, the co-op multiplayer is a fantastic new
feature. Early levels are frusirating when going
solo, but bringing a few friends along makes it a
significantly more manageable and fun experi-
ance. It's the only way to go after Dracula if you
want the full experience. » Dan Ryckert
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a superficial level, the Dynasty Warriors

clone swapped Three Kingdoms-era
intrigue for a swords and sorcary motif, Adding
magic and likable characters went a long way
toward making the experience accessible to
players who normally avoid the hack-n-slash
genre, but the gameplay never expanded
beyond taking your hero 1o the battlefield and
obliterating thousands of goons. The sequel
adds more enemies and more customization,
but somehow manages to fael more shallow
than its predecessor. It's a shame, too, since
there's still a lot to ke at its core.

Ninety-Nine MNights Il features five new char-
acters, each with his or her own mativation
and fighting style. Galen, an impasing armeored
figure who wields huge swords, is the most
traditional of the bunch, While the othears, such
as the goblin assassin Lewv or dark-elf leader
Zazi, look completely different, they ultimatety
play the same. Leww's twin blades and Zazi's
crossbow are different weapons with different

N inety-Mine Nights was a strange beast. On

Darkstar One:
_Broken A|||ance

here's not t nuch to d

Style 1-Player Action Publisher Kalypso Media
Developer Gaming Minds Release July 20 ESRET

10 in spac

effective ranges, but successful players will only
rely on those attacks while they wait for magic
1o recharge. Therein fies the ultimate problem
with M3 I,

As | slogged my way through various levels,
painfully replaying some to earn XP to boost
skills and itern stats, | eventually settled on an
affective loadout. Early battles required me
1o dive into battle and hammer on my melee
attacks, but once | acquired the proper skills |
could decimate ammies without even trying. My
lightning spell shot ricocheting boits through a
mass of enemies, feling dozens at the press of a
button. Once powered up, | could plant a magic
orb at the feet of mid-bosses and bosses alike,
withering their health down in seconds. It's an
undeniably great feeling — particularty when you
can blow through preniously difficult sections
without pausing — but with a few overpowered
options, the dozens of other skills and abiities
SBEm U

Each character is gmmu toward being good at
specific types of magic or another talent. When

'm a big space sim dork, and | wanted to love
Darkstar One so badly. It's too bad that this
attempt at simulating the lifestyle of a Han
Solo type consists of little more than the same
three missions repeated ad nausaum,

As the piot of the titular spacecraft, players
spend most of their time in the cockpit. The
nuts and bolts of spaceflight, while as scientifi-
cally inaccurate as the iconic sound of Twin lon

Unizsisal sotpieoss like this make up a tiny fhetion of ganeplay

Engines howling through the vacuum, work wel
encugh in the arcadey doghights that break out
at the drop of a hat. The battles can't hold a
cande to the glorious seipiece engagements
found in Starlancer or TIE Fighter, but blowing
enemy ships into particles s fun on a basic level.
Darkstar One gives players a lot of leeway
along the path to avenging the protagonist’s
father. A steady drip of goals keeps you moving
forward. Finding
artifacts allows you
to increase your alien
tech-equipped ships
capabiities, while
collecting cash allows
you to kit your craft
out with the latest
in military harcware,
How you eam money
is up to you: clear
out pirate nests, run
goods or contraband,
hunt bounties, or
= escort merchants.
The unfortunate

averyone can equip the same items, however,
thare's little reason or incentive to experiment.
This is especially true when it's easy 1o level up
the wrong items and find yourself stuck, losing
an hour's worth of progress.

It's a shame that so much of the game feels
like & grind, because there's a lot of real potential
in this serias. As with the first game, N3 Il talls
a nuanced, mature story about racism and the
futility of revenge. Characters have their own
versions of the campaign’s central confiict, and
playing through each individual's story reveals
additional layers,

As good as that namative framewaork may be,
it's ultimately sandwichad bebween repetitive,
mindless combat, Some people ke grinding in
games, myself included. At some point, though,
even the most patient of us yearn for more. A
millicn enemies might make for a great bullet
point, but when they're as dumb and inconse-
quential as the foes in N3 I, it all rings too hollow
to matter, = Jeff Cork

reality is that nearly all of the hundreds of side
missions in the game fall into one of a bare hand-
ful of types. Ninety percent of the time, it's “fty
here, shoot these guys.” Nine of the remaining
10 percent consists of iy here, listen to ntermi-
nable dialogue.” That final percentage is where
many of the story missions fall, and contains
genunely interesting scenanios like picking off
waves of drones trying to land on a research sta-
tion or taking out bomber wings trying to finish
off a disabled cruiser.

Side missions containing litle variety wouldn't
be a huge problem except that you are required
to spend the vast majority of your time doing
them in order to progress. You can skip hunting
artifacts and making money to burn through the
story to some extent - and get obliterated by the
stronger foas in the next sector,

If the dozens of hours of boring fluff wene
stripped out, | could recommend this as a rea-
sonably amusing budget-priced shoot-em-up
in space. Thats not the case, and Darkstar
Oneis the worse for it. Avoid this unless your
space dogfighting itch is keeping you up
at night. » Adam Bisessner

» Concept

Save a kingdom - and the
universe as we know it - by
shredding entire armies

% Graphics

Loads of similar-looking
enemies afe packed into the
lackluster evels

® Sound

The generic fantasy
soundirack is largely
forgettable:

» Playability
While a handful of combos
are available. you can just

as easily tear through the
game jamming on the X and ¥
buttons at random

# Entertainment

If you love the grind and
are locking for something
mindless to play as a
background activity, this is
a contender. Oherwiss, it's
tedious aven for the genre

® Replay Value
Moderate

¥ Concept

Track down your father's killer
through multiple space empires,
making money and leveling up
your ship along the way

w Graphics

It's an older engine, but it
checks cut. Ships and stations
don’t have encugh variety, but
space itsell is a pretty place.,
The blazing framerate helps

» Sound

Sometimes | marvel at the fees
that accomplished voice actors
charge. Then [ spend dezens of
hours in a game like this where
the voiceover budget was in the
tens of dollars

» Playability

There are too many controls in
the PC original to comiortably
fit on a gamepad, which

makes the work done to create
this useable interface all the
more impressive:

» Entertainment

This could have been something
special with more interesting
content. As it is, the endless
task repetition kills a lot of

the fun

¥ Replay Value
Low
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» Concept
Spice up bland Wii minigame
collestion by mixing it with a

Clue-style board game

# Graphics

Great character design and
detailed settings make for a
sharp-looking SD game

» Sound

Strong voice acting and
clever writing make up for
an annoying theme song and
repetitive catchphrases

» Playability

Three difficulty settings
ensure that anyone can play,
though minkgames vary wildly
in challenge

» Entertainment

Rot worth it for the five-hour
story mode alone, but if
you've got friends or family
who dig the concept, it's

a blast

% Replay Value
Moderate

94 reviews
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keeps you guessing until the end. For all

of its goofy characters, motion-based
minigames, and occasional frustrations, Guilty
Party does just that.

The easiest way to understand Guity Party is
tor think of the old mystery board games Clue
and Guess Who. Like Clue, you explore the dil
farent rooms sumounding the kocation of a crime
scane, gathering evidence on the culprit, Like
Guess Who, the clues help you whittle down the
list of suspects by hinting at the physical attri-
butes of the criminal - their gender, hair kength,
height, and weight. You only have two options
for each trait, which seems lke it could make
things too simplistic, but in every case | played
through, | was uncertain right up until | uncov-
erad the final clue.

Gailty Party is split into two modes: Story and
Party. Story Mode has six main cases, plus a
prologue and a finale. These mysteries have set
criminals and clues, and each is bookendead
with a silly cutscene that moves the story along.
The plot, about a family detective agency being
tomented by the devious criminal mastermind
Mr. Valenting, is nconsaquential, but the dialogue
and voice acting are funny enough to keep play-
ars of all ages entertained.

The famiy runs the gamut of mystery story
stereotypes, from the superhero wannabe
Kid Riddie to the Sam & Max-style comedic
noir detective concidentally named Max. A

T he sign of a good mystery is that it

for good measure. The other female
members play it straight to the point that
e boring, but everyone else provides a
few chuckles during the teamn’s absurd exploits.
My personal favorite line: “Oh, Hugh the mana
tea!” screamed while a zeppelin explodes in
the background,

Party mode exchanges the storyline for ran-
domly generated mysteries and more ways to
IMESS UP YOUr Opponents
can be played cooperati
playing competitively, where you get to draw
cards to choose what traps Mr. Valentine sets for
other players after your turm

The only downside is that in the chaos of lock:
ing other detectives in rooms, stealing their move
tokens, and knocking them out, it's pretty easy
to miss out on clues and leave your crew unable
to sohve the miystery before time runs out and
the bad guy escapes. Get read be annoyed

by your character screaming the same two or

While the mystery metagame is enjoyable,
Guity Party'’s minigames are passable at best.
Many are extremely easy, such as fanning away
the dust in a crime scene 1o uncover clues or
tickling a suspect to get them to reveal informa-
tion {both accomplished with the same frantic
waving of the Wii remote). If you solve these
without trouble (as players of almast any skill
level will), the game recommends moving to
a higher difficulty setting. When this happens,
you're inevitably going to bump into one of
the rare overy difficult minigames, such as an
awkwardly fast-paced rhythm game or a thumb-
wrestling match that’s far too hard.

Though they're hardly compeliing, the minig-
ames are at least numerous and easy to heam.
| never repeated the same tasks often enough
to get bored with them, but | also never found
miysedf confused when new mechanics weare
nirocuced, They basically operate as a minor
and inoffensive distraction for families and
friends. If you're a fan of board games or enjoy
vd the TV to play together,
e you scouring for evidence
and unmasking crooks for weeks. » Phil Kollar




Disciples Il Renaissance

Nothing original in this fantasy empire

9.9 7

Style 1 to 4-Player Strateqy Publisher Kalypso Media
Developar Akella Releaze June 16 ESRE E 10+

Disciples lll. This Russian-developed strategy title

mashes up concepts from a handful of games that
are dear to my heart, and yet fails to sculpt them into a
worthwhile whole.

Like Heroes of Might & Magic, Master of Magic, Age of
Wonders, or almast any fantasy strategy game, Disciples
Il has players commanding armies on a large overworld
map and diving into tactical battes when those forces
clash with enemy troops. Taking control of strategic
points grants dominion over resource-generating nodes
and other usafud map features, whie prevailing in batthe
awards experience points to heroes and troops along
with equipment and consumables, Disciples has more
RPG in its strategy than most of this niche subgenne,
with heroes advancing along Final Fantasy-like upgrade
boards and generic troops progressing through several
tiers themselves.

Nona of this is compelling in tha siightest. It's as if all
the necessary components of a fantasy sirategy titke were
mied together with no vision for what the final product
should be. Upgrading your Squire to a Knight, which
requires a significant XP irvestment and a new building
at your home castle, gives passive boosts more suited to
equipping a new piece of anmor. Hero skill points grant
such exciting powers as +2 strength or +3 movement.
Mast units have no special powers, and the ones that do
are s0 good that you want to use them every round. Tha
tactical Al is terrible, so battles are turgid slogs through
thousands of hit points with litthe variation. The strategy
layer holds no interest either, with a bare few mobile
anmies on any given map and more awful Al offering ittle
challenge to your garisons.

Disciples Il is pretty encugh, but it doesn’t take kong
to figure out that there's no soul behind the entic-
ing fagade. With how well classic tum-basad strategy
games hold up over the years, there's no reason to buy
a new game just for the sake of having something made
in 2010.» Adam Biessener

T ry a5 | might, | can't think of a reason to play

handiful of single-player and hol

» Concept

Fuse RPG-style adventure
with light empire-building in
grand high fantasy tradition

» Graphics

The best parts of this strategy
game are the graphics and art
direction. [ will never get to
write that sentence again

» Sound

Turn it off as soon as possible.
Some of the worst voiceovers
in years

u Playability

Map scrolling is painfully
slow for no good reason, and
poor documentation means
that you'll have to dig around
anline to find out how a lot of
things work
 Entertainment
Reinstalling any well-received
sirategy title from the last
decade would be more
worthy of your time

» Replay Value

Low

ps
s tha only content outside tha story campaign

Another strategic victory, despite the

Style 1-Player Strategy [2-Player
r S| \/ER ~ lLocal) Publisher Sega Developer Sega

Release August 31 ESRE T

disappointed to leamn the series was moving from

P83 to PSP. Then | played this saquel, and all
was forgiven. Sega makes some sacrfices to make the
experience more portable, but it also made improve-
ments and added depth, resulting in a follow-up that
stands right alongside its predecessor.

The strategic combal system remains remarkably
similar 1o the first game. After surveying the situation from
the command map, you take control of individual units to
move and attack in real time. Putting players in the middla
of the action aveids the mechanical repefition associated
with grid-based strategy tilles while still delvering the
thrill of a well-executed tactical maneuver. The maps and
mission objectives lack variety, but new enemies and unit
types ensure that you arent constantly reaching into the
same bag of tricks. If you still need a change of pace,
you can check out the new versus and co-op challenges,
though the multiplayer is local-only,

The PSP can't reproduce all of the things that made
Valloyria Chronicles a cult hit on PS3. The cel-shaded
sketchbook aesthetic of the onginal has been replacad
with a more conventional anime vibe, and the scale of the
conflicts has been drastically reduced. Where you could
once bring a veritable army into battle, you ane now lim-
ited to six soldiers on the field at once. This is especially
restricling when you need to wage war on multiple fronts.
This limitation is the most glaring flaw. sinca it also pre-
vents battles from achieving the scope of the original.

Unit deployment could use a few tweaks, but Valkyria
Chronicles Il compensates by making your time off the
battlefield better than ever. The story dossn’t just focus
on a few teammates; your entire squad is front anc
center. The characters each have unique cutscenas and
missions that flesh out their personalities, and | became
attached 1o many of them, They also feel more like indi-
viduals thanks to the new XP and advancement system,
which rewards a unit’s performance and allows them to
take on specialized roles beyond the base classes. From
the new weapon upgrades (o the improved tank cus-
tomization, almost everything outside of combat is a step
above the last entry.

Valkyria Chronicles I i the best PSP game |'ve played
in years. It could have been even better if not for the
limitations of the hardware, but hopefully Sega wises up
and puts Valkyria Chronicles il back on home consoles.
In the meantime, this entry will delight fans of the origi-
nal ancl inspire the uninitiated to pledge their allegiance
o Gallia, » Jog Juba

f 5 a fan of the first Valkyria Chronicles, | was initially

Too read the extended review, head to gamelnformer conimag

Valkyria Chronicles Il

> small k

8.577

® Concept

Civil war has broken out in
Gallial Can your ragtag class
of military cadets keep the
nation whola?

¥ Graphics

Even without the cool effects
of the original, the sequel still
has a distinet visual style

® Sound

A superb soundirack sets the
mood, and the sparse voice
work is pretty good

» Playability

The difficulty is generally
lower than the first game, but
@ handful of story missions
will punish you ruthlessly for
2 WIOng move

» Entertainment

Just as good as the first game,
but fun in different ways

® Replay Value
Moderately High
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7.5 | Ace Combat: Joint
Assault

Platform PSP Release August 31 ESRET

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.
It's 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 déja vu. — Dan Ryckert

6 | lvy the Kiwi?
Platform DS Release August 24 ESRB E

Cute graphics and a famous
name aren’t always enough.
Sonic creator Yuji Naka returns
to game development in a
snoozefest that lacks depth for far
too long. What may have seemed
like a good idea for a platformer
on paper ended up being a
nearly uncontrollable game with
frustrating mechanics. While
the game eventually wakes up
a bit in the later levels, [ never
really did. — Nick Ahiens

8 | Hyrdo Thunder Hurricane
Platform 360 Release July 28 ESREE

Hydro Thunder Hurricane is clearly a
work of nostalgia; there aren't really
any new ideas here, just a fervent
desire to return video game racing to
a time when speed and fun meant
more than complex career modes
and customizable liveries. It's 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 deserves a second
chance. — Matt Helgeson

. iner: Ghost Warri
8.5 Backight i e
Tango Down

Platform PS3 - 360 « PC Release July 7ESRE T

Though the $15 pricetag is
aftractive for a robust multiplayer
shooter, BlackLight: Tango Down

uitimately loses the war lo poor
level design and questionable
game balance. There aren't
enough bullets in this gun’s
chamber to make the kill count.
— Matt Bertz.

2.25 | Monday Night
Combat

Platform 360 Release August |1 ESRE T

Monday Night Combat’s mix of tower
defense strategy and third-person
shooter action is an addiclive new

approach to multiplayer 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

Sniper: Ghost Warrior's 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
mutani-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 Wairior being taken
seriously. — Andrew Reiner

96 - the score Visit gameinformer.com/mag for the full reviews.




Platform 360 Release July 21 ESRE T Issue Aug 10

As I played, fellow editors would occasionally
tap my shoulder and 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. = Matt Miller
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\Warrors

The ups and downs of David Jaffe's car

combat innovator Twisted Metal
by Dan Ryckert




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.

ithin two manths of the

FlayStation's launch,

SinglaTrac established itself

as a hot new developer by

releasing Twisted Metal and
Warhawk, While the latter is a fondly remem-
bered air combat title, it was the chaos and car-
nage caused by Sweet Tooth and company that
made gamers take notice. We're now 156 years
remaoved from the debut of the longest-running
PlayStation-exclusive seres, but E3 2010 made
it perfectly clear that we aren't anywhene near
the end.

At its core, Twisted Metal's concept shouldn't
be a hard sell - a bunch of cars driven by
psychopaths and decked out with a ludicrous
amount of weaponry. Make everyone else
explode, and you win. As easy as the concept
is to understand, SingleTrac and David Jaffe
provided gamers with the perfect dose of
wicked humor and clever game design to make
it special.

Games like Destruction Derby brought vehicu-
lar mayhem to the FlayStation, but they didn't let
You run over mimes in a monster truck. Twisted
Metal turned the action up to a cartoonish
level, featuring cars ramping from skyscraper
to skyscraper while shooting homing missilas
and napalm bombs. You could detonate the
Eiffel Tower, burn the Mona Lisa with napalm,
murder fat kids in swimming trunks, and even
{confusingly) turn the Statue of Liberty into an
obese, bikini-clad woman via the use of a few
fire missles. The creative stages took the game's
signature camage from wide-open comfields
in Holland populated by two lone windmils to
rapidly-sinking glaciers in Antarctica.

Spinning off track

The first two tithes in the series offerad thase
insane moments with reckless abandon, and in
playing them you could sense SingleTrac had

a blast making them. However, the next two
entries in the series were oddly soulless thanks
to a switch in developers. A contractual dispute
led to SingleTrac being pulled from the saries in
favor of Sony’s in-house 989 Studios. While not
unplayable games, Twisted Metal 3 and 4 felt like:
empty experiences by comparison. All of the ele-
ments were in place - wacky drivers, exploding
landmarks, ridiculous weapons, ete. However,
the games lacked the creativity and humor that
was such a crucial part of the criginals.

The series retumed with a bang in 2001.
Many former SingleTrac employees, including
Jaffe himself, formed Incognito Entertainment,
Their first title was a new take on the Twisted
Metal franchise, titled Twisted Metal: Black.
Mary series favorites returned, but gone werg
the bright colors and cartoon-like ending
vignettes featured in the past. Black became
the first title in the series to eam an M rating
from the ESRB thanks to its incredibly gory
cutscenas and grim story. Most characters
haied from the game's Biackfield mental
asylum, and none of them were in the ight-
hearted vain of previous contestants.

Black's change of tone didn't hurt the
gameplay in the least. The series’ PlayStation
2 debut featured massive, sprawiing areas with
countiess destructibles and secrats. A feris
wheel could ba taken off its hinges, causing it
to run roughshod through the suburban town
below. One stage initially appeared to be set
entirely on a large ship until it docks, which
opened up the camage to giant island area.
Ancther allowed players to shoot down a 747,
granting entry to previously inaccessible areas.

New opportunities

Muttiplayer was always a huge part of Twisted
Metal's appeal, but it never had much ofa
chance 1o feature robust online play. Flayers
could hunt enemies via co-op play or duke it
out in areas populated with bots, but the PS2
just launched its network adaptor when Black
launched, so Incognito never offered a true
online experience. Twisted Metal: Onine came
out shortly thereafter, but many P52 users
still dicin't have their consoles connected to
the Internet.

‘With all the fun the series has provided with-
out the help of online play, one can imagine
the camage this upcoming PS3 installment will
bring. With Jaffe and many SingleTrac/incognito
staffers forming development studio Eat Sleep
Play, Twisted Metal fans should take comfort in
knowing that the series is in the hands of those
who know it bast.

Top Twisted Metal 2 [PSone)
Twisted Metal: Head-On (PSP
1 Twisted Metal: Black [PS2)




THINGS YOU DIDN'T o
KNOW ABOUT...

+ Earliest gaming memory:

+ Odd jobs before the gaming
industry:

+ On the controversy
surrounding Mortal Kombat's
viglence:

+ The last time he spoke to
John Tobias:

+ Non-fighting games that he
enjoys:

+ Experiencing the 3DS at E3:

+ His least favorite Mortal
Kombat characters:

+ On the Mortal Kombat
movie theme never being
used in the games:

+ Are there any fatality ideas
deemed too gory for Mortal
Hombat?

ED BOON

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 viclence.

+ On the fake Mortal Kombat
movie trailexr:

+ On whether motion control
can ever rival a controller for
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Remember the fateful moments that started a legend. Remember courage and sacrifice in the face of overwhelming odds. Remember the ones
who gave us a chance. Remember Reach.

Halo® Reach. The game that will start it all. Humanity's desperate final fight begins here, Play as a member of Noble Team, an elite group of
Spartan super soldiers trusted to defend Planet Reach at any cost, and protect humanity's greatest remaining secret from the Covenant...Earth.
Get ready for massive new environments, and new characters, weapons, and vehicles, all experienced through a new,
more powerful game engine. Pre-order now, and as a special bonus, get an exclusive code to unlock the legendary Mey contain content

in-game Spartan Recon Helmet. xbox.com/haloreach inappropriate for children.
Visit www esrh.ong bor

BURISIE m LNF\% rating information.

while supplies Last

*Spartan Recon Helmet available on launch day. Limited-time offer good only at participating retailers in United Stat
See retailer for full deta ungie and the Bungie logo are registered trademarks of Bungie LCC and are used with permiss




BATMAN: ARKHAM CITY

DARKNESS DESCENDS ON THE STREETS OF GOTHAM
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