


“A promise to cure

Visit www.estb.org

a 5
forrating infomation 3, e : , @

L




boringness forever...”
ShaunWhite

SKATEBOARDING
“It needs to be seen to be believed...”

— GamePro

“Brings a new angle to the genre...”
=M1V

Nominated Best New Game of E3
— Kotaku

See the trailer @ www.shaunwhitegame.com

Unleash your
inner beast.

Pre-order at GameStop and
receive an exclusive in-game
Yeti character.
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Your Inner Driver is waiting.

What exactly is your Inner Driver waiting for? We're thinking something
withthe superb handling of a sport-tuned suspension. Maybe the fuel-sipping
economy of 35 MPG; a more spacious cabin than the Toyota Yaris 5-Door
and a responsive 1.5L engine. And probably a lot of that other stuff. What's
it called again? Oh yeah. Pure exhilaration. In other words, the all-new
2011 MAZDA 2. It's Zoom-Zoom. Concentrated. Starting at *13,980"

Zoom-Zoom. Forever. Visit MazdaUSA.com/MAZDA2







ANDY McNAMARA
EDITOR-IN-CHIEF
andy@gameinformer.com

Read my colurmn or
comment on this kefter at
gameinformer.com/mag or
follow @G_AndyMc

Pre-rendered CG, Your
Day Has Come

don’t remember the first time | saw a pre-

rendered computer-generated maovie in a video
| game, but | was floored. The promise of where -
video game graphics would one day be astounded
me. That dream led to the oft-repeated battle cry :
of “Toy Story graphics” in reference to the — at the ——
time - jaw-dropping graphics of Pixar's first com-
puter-generated hit. One day, everyone said, inter-
active entertanment would look just ke Toy Story.

For the last 15 years, games and pop culture
have chased that watermark. I'm not here to say
that video games have surpassed that mark,
though | think we get closer and closer every day.
At the same time, the mark continues to move
away as pre-rendered graphics get closer to real-
ity. My point is entirely different. | think grandicse,
pre-rendered cutscenes have gone from enhancing
games to interfering with the medium.

| love a great pre-rendered traier or movie like
the rest of the world, but their place in the game
itsell - outside of an opening Maovie before you hit
start - is finished.

When you defeat the Lich King in World of
Warcraft, you are “rewarcled” with a giant pre-ren-
dered movie. While it's impressive to look at, Risn't
nearly as engaging as the script that plays out in
the game engine. The differenca is that one is part
of the suspension of disbelief, and the other
far from the source material it doesn't even|
the same game. The imagery is so hlg‘my detalled it

balmthavmlmnmmufmm
canommnhanoﬂmmsefanlaslvciookhggam
After | watched the pre-rendered miovies for Final
Fantasy XIV, | was hyped to see the game, only to
be disappointed to see that the world really doesn't
look a thing ke the CG movies. The game looks
fine on its own, but can't hold a candie to the CG.
Final Fantasy VIl anyone?
Developers

Dragon Agé tl

Enjoy the issue. ' ’ The CRSRIRIEETE
i & aren't the only heroes
Choe he .- «to step up in Thedas’

darkest hours.
BioWare's Dragon Age
franchise is establish-
ing-its own identity. by
showing a different
perspective on the epic

fantasy setting through
a new champion’'s
by Joe Juba
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his month in Feedback
we contemplate the future of
Bungie, defend Pokémon, complain
about content that doesn't come
on the disc, and hope that Ubisoft
doesn’t take our manuals away.

Pokéshame
Iam a middle school student, and | have realized
over the past few years that people who enjoy
playing games that are meant for - but not lim-
led to — younger gamens ans tormented for their
choice of game. My experiance with this is the
Pokémon games. | think that they have a great
leveling up systemn and strategic battles, which |
thoroughly enjoy. The problem is, these games
are targeted towards a younger audience. This
leads to me {and not just me - some of my
friends, too) being ridiculad for Bking Pokémon.
1 was wondering what your opinion is on this
matter. Are we Pokémon gamers doomed to
being stereotyped as nerds for the rest of our
school years?

Matt Bernsdorf

Via email

The main entries in the Pokémon series
are fun and well-made RPGs, and there

is no shame in enjoying them. That being
said, you may want to expand your hori-
zons. The simplistic systems in Pokémon
can be the perfect lighthearted break in
your busy gaming schedule, but they don't
offer much depth or complexity. Now that
you're acquainted with the basic concepts
of an RPG, maybe you should check out

other DS games in the genre, like Dragon Queﬂion of the Mon‘h

Quest IX or The World Ends With You.

If you could pick one game to make the case for video
games as an art form, what game would you pick?

Contact Us Email your response to feedback@gameinformer.com
feedback@gameinformer.com
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DLC Not Included
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Anonymous
Taji, Iraq

What makes this story even sadder is that the idea of putting all
the content on one disc obviously occurred to Capcom. The PS3
version of Resident Evil 5: Gold Edition includes all of the DLC
without the need to connect online. Maybe the extras wouldn't all
fit on a single 360 disc, and maybe it was more cost-effective to
just print a coupon instead of another disc. Whatever the reason, at
least Capcom attempted to warn gamers; the blurb on the back of
the package specifies that the content is obtained via a download
token. Online features like co-op and user-created content may

be in the spotlight these days, but it's important to remember that
many gamers still play offline. Unfortunately, remembering doesn’t
do you much good after the fact.

Save Our Manuals
I clenched my teeth reading Andy's thoughts on
Ubisoft eliminating paper manuals in issue 206.
I've always considerad my penchant for manu-
als a bit old-fashioned, but they are an essential
part of my game-playing ritual, Before com-
pletely giving over my heart and soul 1o a game,
| sit down - with the TV and computer off - don
my reading glasses, and crack open the manual
(however scant it might be) to orient myself and
allow the anticipation to buld. | can’t believe |
am alone in this ritual, either, It's an essential
part of the fun!
W. Keith Dufy
Schuylkill Haven, PA

Andy's defense of the video game manual was
awesome. I'm all for helping the environment,
but getting rid of game manuals is just not
worth it. Wiy not just make game manuals out
of more environmentally responsible materi-
als, like recycled paper? Besides, its not ke
people are taking their game manuals when
they're done with the game and burning them
in a giant bonfire with a dumpster full of plastic,
oil, and endangered animals inside a wildlife
reserve. As long as my manual is being used,
how can it be considered wasteful? If you want
to help the erwironment, Ubisoft, there are
better places to stan,

Kai Rogers

Via email

Manuals are important to many gamers,

but not necessarily because of the informa-
tion inside. In-game tutorials are so preva-
lent that you may never need to open the
instruction booklet, but these letters (and
many more like them) illustrate that manu-
als are still a valued part of the video game
package. Some gamers have rituals tied to
them, and others feel like a game without
its manual is incomplete - a gap in their col-
lection. Whatever the reason, gamers love
their manuals, and taking away something
people appreciate is not a good way to
keep customers. How about this, Ubisoft:
You can take away that useless page
labeled “notes” at the back of every instruc-
tion book, but please leave us the rest.

i i e
Last Month’s Question:
Who would win in a fight:
Master Chief or Samus?
Samus: 52%

Master Chief: 46%

Tie: 2%

1 of Andy's alternate ideas for
the cover text was “Now Even
Dragon Ageler”

84 percent of the answers 1o
the Master Chief versus Samus
question took the whole thing way
100 seriolishy

6 emails beginning with “Howdy”
were sent to Gl this month, They
were all from readers in Texas

90 percent of Bryan's comments
while playing LEGO Harry Potter
were entartaining

Mistake

Last issue, the review for Prince
of Persia: The Forgatien Sands
{for 360 and PS3) incormectly
spefled the name “Malik” as
“Malzk.” A surprising number of
readers noticed; we'll just hide
behind the classic “We wish
every game: was Knigits of the
Old Republic” excuse.

|Left) Dan and Annette meet
the Qriginal Gangster, Mr. Tracy
Marrow (that's lce-T to you,
miark-ass busta) [Right) Power
Playaz: Nike's Hayden Walling, Ir-
rational's Ken Levine, Joe, Reiner,
and Bethesda's Todd Howard
partying in Los Angeles



afin

llf."

4 o
g r NG
7
- F &
B
L
y
)
p
3
(4
=

' ,“.., . 3

-
Please Review

In your past few issues, ['ve noticed a disturbing trend: a drastic
increase in pages allotted to previews, and a decrease in pages for
reviews. [ don't know about the rest of your audience, but [ would
prefer the ratio to be the other way around. You spend six pages on a
LittleBigPlanet 2 preview, and barely a page for the Alan Wake review?
Really? I gotta tell you, I won't be renewing my subscription unless the
trend changes: Sad; but true.

Ted P.

St. Paul, MN

Reviews are fun. They're full of judgments and opinions — plus,
they have a score attached, which is always entertaining to argue
about. So why don’t we just devote our magazine completely

to reviews? Because being a gamer isn't just about buying this
week’s big game; it's about seeing the gaming landscape in front
of you. By reading previews, you can get excited about games

at varying distances on the horizon — not just what came out
recently. Furthermore, some times of the year are simply busier
than others in terms of release schedules. During the holiday
season, you'll see more reviews because more games are hitting
shelves. In the summer months (especially around E3), publishers
and developers are generally focused more on drawing attention
to future products than releasing new ones.

¥
P |

- %. 'l"

-




Enfier the Game Informer
Fleadar Art Contest, A8 you
reed 10 00 5 diaw, paint,
Serach, spil, of carve e best
dam ar you Gan think, of and
send it o us. Pleass inchde
O g, P PUmbe.
and refum addvess, ¥ you'ie
e monthly winner, well
St your weork in Gl and
Tl riscarive & vidkoo Qe
prize from the Game Infomer
et A enlries become the
property of Game Informes
and can't b retumed

Send i
Gami Inkormes

Pizacder A1 Contest

TEA1SISLN,

WINNER 1 Stephen G. Queja Kocpa Troopa tries to convince Mario to ditch the kidnapping-prone 4t Roor

Peach for Rosalina 2 John Lueras Ryu struggles to get his hadouken past ‘Dan Hibiki size' after a late
night on the town. 3 Harry Vargas Dante and Kratos duel to the death on the gigantic hand of Lost's
John Locks 4 James Ambrous Claptrap quickly leamed that Skag Gully isn't the best place for his
dance parties 5 Andrew Johnson A collection of legendary gaming protagonists. And then there's Zitz
from Battletoads

Mpis, MM 55401

A

(Left) “So...if we have one
hand control Shia and one
hand control the swinging
monkeys. .. ": Stephen Spielberg
contemplates using the PlaySta-
tion Move for the video game
adaptation of Ingiana Jones and
the Kingdom of the Crystal Sk
(Center) Levar Burlon is always
giving back to the community.
The Reading Rainbow star was
recently at £3, helping troubled
adults learn io read (it didn't work
with Dan, sadty) (Right) Robert
Waddell, pictured here with GI's
Nick Ahrens, won a custom Chrig
Forsberg NOS Missan 370 after
posting the tastest time in the
NOS/Game Informer Need for
Speed: Shift challenge
feedback 11




Special Edition

For one week each year, the eyes
of the video game world turn

to the Los Angeles Convention
Center, the site of the annual
Electronic Entertainment Expo.
This year, the three major console
manufacturers came to promote
new hardware — Microsoft’s Kinect
camera, Nintendo's 3DS hand-
held, and Sony's PlayStation Move
motion controller.

irnptilse: gxplore the best
dowrloadable games of
32010 ~ 3

v ¢ "\/5”' S ;
Ol

the top 10 embarrassing .
moments of €3 turbine

S

nterview: jeronimo
barera

12

rockstea



In addition to the excitement surrounding new peripherals and
handhelds, there was the usual onslaught of would-be block-
busters — and a good number of quirky, under-the-radar gems.
From strong showings for perennial franchises like Metal Gear
Solid, Gears of War, and Fable to surprise retumns of long-lost
favorites like Donkey Kong Country and Twisted Metal, there
was more than enough to keep people talking. Read on for all
the news and announcements from the show, plus our press
conference grades for Sony, Microsoft, and Nintendo.
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intendo has struggled with its

E3 press conferences in recent

years, the worst example being

the 2008 briefing that angered

its core fans to the poimt where

company president Satoru hwata
apologized afterwards.

This year, the company came out swinging
with a punchy conference that spent little time
trumpeating sales figures and focused instead
on the upcoming 3DS handheld and a host of
promising software.

As expected, Nintendo'’s Reggie Fils-Aimea
emceed the proceedings (the controversially
chipper Cammie Dunaway was missing from
the confenence entirely), claiming that E3 is the
place where you can “feal the buzz, and that
buzz begins with technology." The technology he
was talking about wasn't Sony’s 30 TV displays
or Microsoft's controller-free Kinect, but...Wi
MationPius, It's not the most cutting edge tech-
nology, but it doesn’t have to be when Nintendo
announcas a new Zelda game - the E3 press
conference equivalent of throwing a steak into a
room of pit bulls,

The latest in the storied series, The Legend
of Zelda: Skyward Sword, requires the Wi
MotionPlus and offers a new motion control
scheme that emulates holding a real sword and
shield. Conference staples Shigeru Miyamoto
and Bill Trinen led the demonstration, which

was unfortunately plagued by wireless issues,
making the game look a lot buggier than it was
on the show floor.

Mintendo made only a few references to
the company's casual audience, in the form of
announcements for Mario Sports Mix and Wi
Party. The former has the familiar Mario gang
tackling dodgeball, basketball, volleyball, and
hockey. Wil Party is, natch, a minigames collec-
tion that featuras your Mis. Neither was impres-
sive, but they didn’t take up encugh time to drag
down the conference’s momentum,

The rest of the presentation was devoted to
quality new games - a number of which were
welcome surprises. Legendary game creator
Warren Spector came onstage and gave an
extansive demo of Epic Mickey. The visually
striking Wi exclusive looked in fine form, par-
ticularty the level that featured an early black and
white version of Mickey.

From here, Nintendo delivered a series of
previously unannounced games. First up was
GoldenEye 007, a new Activision reboot of the
storied NB4 shooter featuring the likeness of
currert Bond star Daniel Craig. Judgng by the
applause, many in the crowd have fond memo-
ries of GoldenEye multiplayer, even if the new
title looks rough graphically.

More impressive was Kirby's Epic Yam, a new
sidascroller stamring Nintendo’s venerable pink
pufiball, The visuals tumed heads with clothlike

[Lett] Shigern Miyamoto demaonstrates
The Legend of Zedda: Skyward Sword live
cnstags at the Nintendo press conferance

textures that resemble LittleBigFlanat, though
they could just have likely been influenced by the
often-overlooked NB4 game Yoshi's Story.

For those wondering what Retro Studios
have been up to since leaving the Metroid
franchise, the next segment revealed Donkey
Kong CGountry Returns, a 2D platformer that
harks back to the series’ glory days on the
SNES. Again, this was manna for the hardcore:
Nintando fans.

The remainder of the conference was devoted
to the Nintendo 308, the company's new
glasses-free 3D handheld. Satoru iwata came
back with an actual unit in hand. Whike the tech-
nology behind it seemns sound (read the following
pages for more on 3DS), the one problem was
that - unike Sony, which distributed 3D glassas
at its press event — the tiny unit and its display
couldn't be accurately showcased onstage.
Aware of this fact, Mintendo marched out an
army of models holding 3DS units for the crowd
to inspect up close,

The final shock of the show came when
one of the most enduring Nintendo E3 rumars
finally came true with the announcement of
Kid lcarus: Uprising, a brand new game that
Nintendo had previously refermed to as Project
Sora. The game looked impressive, showing
aerial combat that suggests that the 30S is
somewhere between the DS and the Wii in
terms of graphical power.

[Rbowe) Mario Sports Mix, Wi Party

Nintendo has enjoyed tre-
mendous success in the last
few years, but its E3 press
conferences have left a lot to
be desired. Whether it was
Cammie Dunaway's awkward
banter with Shaun White or
wasting valuable time detail-
ing oddball ideas like the

Wii Vitality Sensor (we're

still waiting, Miyamoto!), the
company's presentations have
lacked pop. This year was just
abaut perfect, outside of the:
technical glitches during the
Skyward Sword demo. New
GoldenEye, Kirby, Kid lcarus,
and Donkey Kong games have
the potential to bath reso-
nate with the hardcore while
aftracting some of Nintendo's
new, more casual audience.
It's clear that the company has
been playing close attention

to how much more successful
the 20 New Super Mario Bros.
Wii has been than Super Mario
Galaxy 2. Given Nintendo's
track record in the handheld
market, it's hard to bet against
the 3DS being anything less
than a breakout success. After
seeing the unit up close, our
impression of the system only
improved. The 30 really works,
glasses be damned.

connect 15



Nintendo
Unveils The

intendo loves to innovate.

Wheather it's adapting video

games to the household with the

NES, crealing a handheld market

with the Game Boy, or opening

the industry up to new consum-
ers with the Wii's motion controls, the comparry
is constantly thinking outside the box and driving
gaming forward.

A few months ago, Nintendo announced its
naxt feat of technological alchamy. it might as
well have been talking about turning lead into
gold, because a handheld device that displays
3D images without the need for glasses sounded
like science fiction. So when Nintendo unveiled
the device at this year’s E3, the question on
everyone’s mind was, “How well does it work?"
Its debut was so impressive the 3DS became the
most talked about product at the show.

You'll have to wait to get your hands on the
system yourseff to understand how its glasses-
free 3D technology works, but in the following
pages we break down all the other reasons to
get excited about Nintendo’s new handheld.

NINTERP

SELECT




The system at a glance

Nintendo says the 3DS models on the
show floor weren't final, but they still

highlight all the features we can expect
to see on retail units when they release
sometime before March 2011. The com-
pany is announcing the unit's price at a
later date.

53D Screen

This 3.53-inch widescreen LCD has an 800 x 240 resoiution,
llocating 400 picets to each eye. This allows the system to
display images and video in 30. No glasses necessary.

3 3D Slider

This lever adjusts the depth of the 3D display. Everyone
views 30 a little differently, and with this slider, players can
adjust the 30 o a comiortable satting or tumn the effect

off altogether,

) Slide Pad

The bution kayout is remarkably simitar to the DS. The one
impartant addition, however, is this slide pad. This analog
Jowstick doesn't provide the same kind of leverage as a
larger console stick, Dut it feels like a step up from the
analog nub on Sony’s PSP

¢ Touch Pad
The: bottom screen lacks 30 effects, but still features touch
controis. This 3.02-inch LCD has a 320 x 240 resoiution.

Home Button

Console owners are already familiar with how this bution
works. The Home button can be used fo quit a game and go
back to the system's main menu, chack battery levels, or
2ven browse digital instruction manuals,

Headphone Jack

Pretty straightiorward. Plug in your headphones here so
Mario's “Whoo-hoos!™ don't imitate the guy on the bus seat
nexd 10 you.

The 305 is equipped with three 0.3-megape! cameras -
one inner camera and two more on the outer shell — all of
which have @ 640 x 480 resolution. Why two cameras on

the: cutsice? They allow 305 owners fo take and share 30
pictures.

Wi-Fi
The 305 supports multiplayer gameplay via local wireless
connections, as well as over the Internet. The device peri-
odically searches for Wi-fi hotspots and other 305 systems
even while in sleap mode, meaning it can receive title
updates and other information any time of day. This sounds
goad in theory, but Nintendo's approach 1o online play in
the past makes us wonder how well all these features will
be implemented.

Lg:)..- POWER

() Game Card

30S games come on 2GB cards that look very similar

to the original DS game cards. While normal DS garmes
are compatible with the 303, a small tab on 305 games
prevents them from being inserted into other DS systems:

mockup image based o
actual dimensions

connect 17



Nintendo
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From a distance, the 3D8 looks like the DS Lite - a clamshell
design, two screens, four face buttons, etc. But there is alot
maore going on under the hood of Nintendo's new systam.
Uniike the DS, the 3DS has built-in motion sensors and a gyro-
scope. While we didn't get to see this tech in action, their inchu-
sion indicates future 30S titles will have some kind of motion or
it functicnality.

Nintendo announced that the 308 would be capable of display-
ing 3D movies as well as games. While the company was reti-
cent to announce any specific plans, partnerships with Warmer
Bros, Disney, and DreamVWorks were briefly mentioned, and trail-
ers for the animated fims How To Train Your Dragon, Legend of
the Guardians: The Owis of Ga'Hoole, and Tangled were running
on saveral 308 systems across the show flaor.

The hurman eye s only capable of capturing two-dimensional
images. However, we percenve the world around us in three
dimensions because we have two eyes. If you biink - looking
through each eye altemnately - you'll notice that objects closer
to the foreground seem to shift more than objects in the back-
ground. This is because each eye sees the world from a siightly
different perspective. Your brain lakes these two slightly varied
images and calculates the distance of objects in front of you,
which allows you to perceive the world around you in three
dmensions, The 3D illusion takes advantage of this mind trick
by presenting images to each eye in which cbjects have been
shifted sightly.

English inventor Sir Charles Wheatstone discovered the
3D optical effect in 1838 when he invented a device similar to
modermn Viewfinders. Cument 3D displays present these dual
images at the same time, but for the effect to work, you must
wear glasses that fiter one of the extra images from each eye.
With each eye receiving a slightly different picture, the brain does
its calculations and perceives certain objects to be closer than
others, So how does Nintendo’s 30S pull off the same trick with-
out glassas?

The top screen of the 3DS still stacks two images on top of
one ancther Bke most 30-ready displays, but instead of requiring
the viewer to wear special glasses, a parallax barrier has been
placed on top of the LCD display. This parallax barmier is a thin
layer of material featuring a series of precise siits that essentially
angle the two images in different directions, one towards each
eye. This technology isn't new; Sharp has been experimenting
with this kind of display for nearly a decade. The problem is that
parallax barriers only allow for a very narmow viewing anghs — sit
too far to the side and all you see is a blurry mess. This is bad
news if you're trying to sell a family of four a 60-inch television,
but works flawlessly if you know that only one person will be
standing in front of your product at any given time.

18




Dazens of games are already in development for
the 305, Here's a list of a faw titles that have
been announced so far.

Athus
# Shin Megami Tensei (three titles in the works)

Capcom
» Super Street Fighter W 3D Ediition (working title)

Electronic Arts
n FIFA Soccer

» Macden NFL
» The Sms 3

Harmonix
» Untitled music game

Hudson Soft
» Bomberman
» Kororinpa

Konami

» Baseball (working title)

» Conira (working title)

» Frogger (working title)

» Pro Evolution Soccer (working titie)

Majesco Entertainment
» BloodRayne: The Shroud
» A Boy and His Blob

Namco Bandai

» Dragon Ball (working title)

» Gundam (working tile)

» Pac-Man & Galaga (working title)
» Ridge Racer (working title)

HNintendo

» Animal Crossing
» Paper Mario

» Star Fox 64 30
» Stesl Diver

Sega
» Sonic (working titie)
» Super Monkay Ball {working tile)

Square Enix

» Codename: Chocobo Racing 30
» Dragon Quest (working litke)

» Final Fantasy (working title)

» Kingdom Hearts {working tithe)

30 (working tithe)

w Dynasty Warriors {working title)

» Ninja Gaiden (working fitie)

» Samurai Warriors 30 (working title)

THQ

» De Blob: The Underground

» Kung Fu Panda: Kaboom of Doom

» Marvel Super Hero Squad: infinity Gauntiet
» Puss 'N Bools

» Saints Row: Drive-By

Ubisoft

» Assassn's Creed: Lost Legacy
w Battie of Giants: Dingsaur Strike
» Driver Renegade

» Ghost Recon

» Splinter Cell Chaos Theory

Wamer Bros
» Batman franchise
» LEGO franchise
connect 18
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I'he Games

The most exciting technology in the world doesn't mean much if there isn't any software to take advantage of it. Check out
some of the exciting games that have already been announced for the 30S.

Kid Icarus: Uprising

Younger gamers probably only know Pit as “that cupid charac-
ter from Super Smash Bros. Brawl,” but others remember this
classic Nintendo franchise from when it was on the NES nearly
25 years ago. Uprising is being developed by Kirby and Super
Smash Bros. creator Masahiro Sakurai, and looks to be a fast-
paced blend of aeral and ground-based shooting, Pit teams
up with a goddess named Palutena, who grants him the power
of flight for limited stretches of time. While Pit shoots down an
army while fiying through the sky, he will eventually be forced
to land and continue his assault against Medusa's undenworld
minions from the ground.

The Legend of Zelda:

Ocarina of Time 3D

Nintendo said this was originally just a tech demo, but later
announced plans to bring one of the most popular entries in
the beloved franchise to the 3DS. The systern's touchscreen
controls allow for instantaneous iterm equipment, but few
other details about this remake are available. We'd love to
see Nintendo add a few new sidequests of an extra dungeon
to this adventure. Regardless, we'll gladly take another trip
through the ME4 version of Hyrule.

DJ Hero 3D

The portable version of Activision's DJ-centric music series
doesn't bother with clunky tumtable peripherals; the 3DS's
touchscrean works just fine, Players can tap notes, switch
tracks, and scratch records by simply sliding their shyius across
the screen. Activision hasn’t announced any of the game's
tracks yet, but we played a mash-up of 2Pac’s “California
Love" and B.0.B's “Mothing on You,” and found the controls
surprisingly responsive,

Mario Kart

It wouldn't be a proper Nintendo system if it didn't feature
Mario Kart. Mintendo didn't talk much about the 3DS ver-
sion, but did say the game would include a host of wireless
multiplayer features. Mario’s combat racing formula is so
polished, we're sure this game will sell milions of copies like
it always cloes.
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Konami was mysteriously quiet about this Metal Gear demo,
but it sounds like the company is planning to re-release the
P52 title on the 308 with some possible gameplay tweaks.
“The Naked Sample" demo was an interactive video that
showed Snake sneaking through the jungle, but it contained
some of the most impressive 3D effects at the show, leading
us 1o beleve that Kojima Productions has spent a fair amount
of time with the hardware.

Nintendogs + Cats

If you thought Nintendo's original Nintendogs were imesistibly
cute, wait until they pop out of the screen and seem to lick
your face. The 305’ built-in camera and facial-recognition
technology allow these puppies 1o react to real-life gestures
and facial expressions. That much cuteness must be balanced
out with something sinister: cats,

PilotW s Resort

Players visited Wuhu island in Wil Sports Resort and Wii Fit
[Plus, but Mintenda isn't done with the tropical resort. Players
will return to the island once more when Mintendo resurrects
its classic flight sim franchise, PlotWings. Expect your piloting
prowess to be tested with a diverse set of challenges involving
airplanes, hang gliders, and jet packs.

Professor Layton and the
sk of
The third entry in the Professor Layton series, Professor
Layton and the Unwound Future, is headed to the original DS
this fall. After that, this puzzle adventure series might maove
over to the 308, at least in the U.S. In Japan, Mask of Mracle
is the fifth game in the series. What's happening with number The city of miracle:-
four? We hope the Professor solves that mystery soon. L Look how busy even at night.
The city sure is sleepless.

lrracle

lations

] el l
I you wanted to see the graphical power of the 3D in action,
then Resident Evil was the game to see. Revelations is buit on
Gapcom’s MT Framework engine, the same engine used to
power games fke Lost Planet 2 and Resident Evil 5. The trailer
shows Resident Evil mainstays Chis Redfield and Jill Vialentine
holding each other at gunpoint. It also didn't make a lot of
sense - so at least it's consistent with the rest of the franchise.
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E3 2010 was one of the most exciling expos ever.
From ground-breaking peripherals to breakthrough
games, gamers have lots to be stoked about. We
take a look back at some of our favorite moments
Beyond ife Games. Raise your NOS Energy Drink
and toast, because 2010 is the year of the Gamer!

Leading up to E3, we held a sweepstakes foran
all-expenses paid trip to LA. and see the biggest
gaming expo. What the five winners didnt know:
They were going to play Need for Speed: SHIFT
and one lucky gamer would win the fully modded
Chris Forsberg NOS Nissan 370z!

P | S S

1. Kane & Lynch 2: Dog Daystook over the streets Rickshaw style.

2. 0ur NOS girl welcomed E3 visitors as they enter with a bottle of
our new NOS Loaded Cherry. You're very welcome.

3. Those Killzane 2 guys are always S0 Serious... seriously!

4. Wewent to E3 and a Plants vs Zombies fight broke out. Actually,
a breakdance battle. Ever seen a zombie headspin? Priceless.

On the last day of E3,

,  Milynn hosted the finale:
| . Race Need for Speed:
% | SHIFT's London track
i for the Chris Forsberg

Arriving at E3 in LA, the winners NDS Nissan 370z

received the red carpet treatment. . \ : y
Nikki Andrews, Robert Waddell, . S ) J
Carol Takas, Leslie Rathbun, and

Holden Humphreys couldnt wait

to check out the hottest games of

the year.



drinkNOS.com

1 | 1. The Homefront soldiers fuel up for their
4 Upcoming battle.

2. Just-launched Virgin Gamingentices
gamers with a serious cash load. We're all
competitive, but this changes things a bit.
We got next!

3. “How youdoin? What the! Um... never
mind." Dead Rising changes the way we
look at booth girls for the rest of our lives.
4. TRON shows uswhat a real bike looks

like. (Note to self: trade in my Schwinn
and start saving.)

5. We stop in at the Game Informer Live set
where Nick Ahrens is good to go.

Want more NOS Energy
Drink Beyond the Games

. coverage? Fuel up with

. more insider pics and an
exclusive video at
hitp://gameinformer.com/NOS

Three exciling days of E3 and the L.A. nightlife took a toll

on the contestants, so before the race they refueled with

NOS Energy Drink to get focused for their biggest race ever.
g -3

o

L2344+ Itcame down to Holden's very last turm, but in the end Robert
narrowly escaped wilh the victory, celebrating to the cheers of the
crowd. Now that's what we call Fueling Victory. A trip to LA.,

. lickets to the best E3 in years, and riding into the sunset with the
brand new Chris Forsberg NOS Nissan 370z. Who says gaming
doesn't pay off?




Twisted Metal”
Sweet Tooth brings
PlayStation Network : the car combat
Panders For Cash in style and introduce
> developer Eat Sleep Play's
Simon Campbell and
David Jaffe The
appearance of Portal 2 on
P53 was the surprise of
ess conference, and
~founder and P$3
critic Gabe Newell drew
laughs when he thanked
Somy for inviting him and
“not repeatedly punching
me in the face.” Newell
went p further and
promised that Portal 2
on P53 will be “the best
version on any consola” by
wvirtue of using Steam for
auto-updates, download-
able content, and more.

S more
patches, and Newell threw
a sly dig at Xbox Live's
reportedly more
structure by praising PS3
"open approach.”




Butler Bn’ngs Down the House
5 found its most effective

}l,arw\gr'|1t from Hc}( ksta

IJut the (.()ﬂ.,).ll’ |y gmh.

: toc)d o JI‘ [I[‘ (Jf1 he Nintendo offi
Mario, Apart from a few jabs

at the compatition, Butler

\lrc!c LOU Iy huge TV i

XIVk)IhP):hnx.:h(. ,.nu‘lcmi 3, [n now

Mot everyane is thrilled
about Move or 30, but
Sony's ability to fight a
multi-front war might be
more of an advantage over
its competitors than a drag
on the company’s overall
efforts. Garnering exclusive
third-party content - not to
mention the coup of landing
Partal 2 - flips the tables
on Micresoft and puts Sony
o the attack. Although we
were disappointed that the
likes of The Last Guardian
and Resistance 3 weren't at
the show, there was plenty
of impressive software, Sony
looks to be in a good position
no matter the numbers, and
the PlayStation 3 is building
dangerous momentum.
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Move wand: $48.99

FlayStation Eye camera: $38.99
Navigation controller: $20.99
Move, Eye camera,

Sports Champions,

Move demo disk bundle: $99.99
1$399.99 with PlayStation 3)

t GDC earlier this year, Sony for-
mally announced the PlayStation
Move and a fiood of launch
titles that had been kept under
wraps since the company first
- b announced plans for a motion
controller last E3. This left us wondering
what Sony would have left to show at
this year’s expo aside from 30-enhanced
gaming. Since the official tech announce
ment was already out of the way, Sony's
Move presentation during its E3 press
conference focused primarily on games
and pricing.

In comparison 1o Kinect's rumored
$150 prica, the PlayStation Move setup is
shghtly cheaper. The wand costs $49.99, the
FlayStation Eye camera is $39.99, and the
navigation controller is another $29.99. The full
sat of peripherals will hit your bank account for
roughly $120, though this price doesn't take
families interested in multiple controllers into
consideration. The bundle-minded gamer can
pick up a Move controller, Eye camera, Sports
Champions, and a Move demo disk for $99.99,
though the navigation controller is notably
absent from this satup. Anather bundle that
includes the PS3 costs $309.99, Nintendo's
latest Wii bundle, which includes all needed
accessories, only costs $199.

To support the technology, Sony expects
about 20 Move games to hit stores on
September 19, with more than 40 titles available
by the hoildays. Sony-developed Move titlies will
cost $39.99, but third-party pricing has yet to be
anncunced. If you'ne looking to engage in the full
Mewve experience this fall, it'll cost you. However,
with near spot-on accuracy and solid develop-
ment support, Move has the potential to be the
Wii HD solution we've been waiting for - minus
the shovehware:

the E3 Crowd

Titles designed specifically for Move with
Sony's backing took up the bulk of the com-
pany's E3 booth. Sports Champions, The Fight:
Lights Out, and SOCOM 4: U.S, Navy Seals
were among the highlights. Ral shooter The
Shoot, pet owner simulator EyePet, and SingStar
Dance are also designed with Move in mind, and
use the PlayStation Eye camera in different ways.

Third parties had a fairly Fght Move showing,
though we're told 40 developers and publishers
are working with the technology. Thus far the
roster notably includes Disney Interactive’s Toy
Story 3 and Tron: Evolution, Namco-Bandai's rail
shooter Time Crigis: Razing Storm, and Ubisoft's
real-time strategy title RIULS.E.. EA Sports Active
2 and Ubisoft's Child of Eden were demoed at
E3 using Microsoft's Kinect, and will be released
on the Sony platform as well, though Move sup-
port s still in question.

Many third-party developers we spoke with
said they are more comfortable working with
Move as an extension of a standard game con-
troller, as opposed to developing a Kinect game
from the ground up. Judging by the number of
existing PS3 tiles receiving software updates
via PlayStation Metwork to add Move functional-
ity, including EA's Tiger Woods PGA Tour 11,
Capeom's Resident Evil 5: Gold Edition, and
Heavy Rain, it doesn’t seem Ike too much work
to implement Move support.

For mone poiies on PlayStation Movs, ceck oo gameinfonmercom
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A Brand New Xbox
Microsoft finished its pm&s confen
re;, which began ship

proved Duild quaity means l
’E\"CJE 380 and an

ence with the unveiling of the long-

n Strange Coming Out Party

L betore its E3 press conference, Microsoft held
nce Project Natal™ event that might be one of
ghts in E3 history. The show red the
d Cigue Du Soleil. Upon enlering, atiendees
white robes outiitted with shoulder pads that
Jen LEDs.

owed was a presentation that biinkered the
imagination. A giant fake elephant walked in batween
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Kinect, ESPN add new features to Xbox Live

Owver the years, Xbox Live has transformed
from a dedicated multiplayer gaming natwork
to an all-in-one social media hub. This E3
saw Microsoft strengthening the service ona
number of fronts. The biggest splash came
with the announcement that ESPN is offering
aexclusive live and archived sports program-
ming to Xbox Live Gold users for no additional
cost. More than 3,500 sporting events are
planned for the first year, many to be broad-
cast in full HD.

ESPN SportsCenter anchors Josh Elliot
and Trey Wingo came onstage midway
through Microsoft's E3 press conference to
deliver the news, Engaging in their familiar
banter, the duo demonstrated some of
the interactive featuras that will distinguish
watching sports on Xbox Live. Using Kinect,
the pair requested instant replays of last
year's Ohio State vs. USC college football
game from alternate angles with voice com-
mands. You ¢an also choose a rooting
interest, see how many viewers share your
allegiance, and participate in real-time polis
and trivia.

One caveat worth noting is that we assume
that the ESPN broadcasting available on Xbox
Live will be subject to local television blackouts
and other national contracts (like TNT's NBA
games or Notre Dame footballl, so watching
your favorite team play might not be an option.
‘When Microsoft showed the sports avalable,
the NFL - America's most popular sport - was
also notably absent,

Ancther segment of the conference detailed
Videokinect, a new video chat senvice that
utilizes the new camera peripheral. A Microsaft
engineer, using onty hand gestures and voice
commands, easily sat up a live chat with her
sister in Austin, TX, From there, they browsed
a variety of media together. They watched
a trader from the upcoming fim The Last
Afrbender (while engaging In some stiltec!
canned repartes). One cool Kinect feature
showeasad in this segment was the unit's abil-
ity to track head and body movement. As one
of the chat partners moved out of the frame,
the Kinect perfectly adjusted the camera angle
to keep her centenad.

Microsoft has the hardcore
gaming community on lock, but
after this conference the faith-
ful might begin to wonder if
they are being taken for grant-
ed. While the new Gears, Fable,
and Halo titles look fantastic,
these are long-established
legacy franchises, It's worri-
some that Microsoft seems

to be lagging in establishing
new, hardcore-focused gaming
IPs as it chases Nintendo's
huge casual audience. Why
was Crackdown 2 absent from
the proceedings? [Our review
on page 111 may have some
clues. - Ed]

We'd be more inclined to
forgive this slight if the Kinect
software was more impressive.
Nearly every game shown =
even the more interesting
third-party titles like Dance
Central and Your Shape — are
derivative of Wii-established
titles. “Do what Nintendo did
three years ago, but without a
controller” isn't an innovative
strategy. We're on board with
the new, slimmer 350, but
Kinect needs to show more
compelling games before
we're sold.
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Project Natal Becomes

Game Informer dives into the game library and other

efore its official press con-
ference, Microsoft used a
staged performance involy-
ing a faux elephant, ¢
“Sinteractive” ponchos, and
a Cirque du Soleil troupe
to give: an official name to
Project Matal: Kinect. During
the event and the press conference the follow-
ing day, Microsoft also showed off a handful
of launch titles to go along with its new motion

controlled device. The game demos were reveal-

ing, not just for wihat they showed individually
but as an oveniew of Kinect in general.

According to the marketing spiel, Kinect is
supposed to give players a direct 1:1 interface
with their Xbox 360s. Does it work that way in
practice? After spending about an hour with
the device, we'll answer that with a resound-
ing, “kind of.”

Input is occasionally laggy, with noticeable
delays between your physical actions and their
onscreen ranskations. To be fair, al least some
of that is due to the way games are dasigned.
Atrue 1:1 input would be frusirating for games
that invohved actions like jumping or leaning

{i.e. most Kinect games). For instance, some
people might not be able to physically jump high
enough to clear a vinual hurdle because they're
shorl. To compensate, Kinect interprets actions
such as jumping and then triggers canned ani-
mations. The timing window 1o clear a hurdie in
real life may be extended in a game 1o make the
axperience mom anjoyable for the lass athlati-
cally inclined. That does, however, lead to times
when a player lands on the campet long before
their Avatar completes the jump. Those balanc
ing tricks may make games mone enjoyable for
the casual set, but skeplical gamers are already
scrutinizing the devic
Microsoft hasn't officially commented on
how much Kinect will cost, but all signs point
to £149.99. A cluster of major retailers such
as GameStop, Best Buy, Amazon, Wal-Mart,
and Target have posted that price on their
websites, and Microsoft itself has listed the
same price on its official store. In addition to
being sold separately, Microsoft has said that
a bundle will be available that packages a
slimmed down Xbox 360 console alongside a
Kinect unit. GameStop had two versions of the
bundie listed for $299 and $399, but has since

pulled the listings from its site.

As for the games, Microsoft isn't saying
whether new releasas will cost the standard
$59.99 or if Kinect titles will be available at
a lower cost. After playing with some of the
games, unless Microsoft is holding back most of
the good stuff, the comparny would be insane to
cross the $39.99 barriar.

Kinect could end up being a pricy solution
for families without a 360 looking to get into
maotion gaming. As opposed 1o the Wi, which
costs $199 and includes a game, it could
cost upwards of $300 for a similar experience
with Kinect. Once you add a game or two,
that figure could hop past the $400 mark, Of
course, that's assuming that these initial prices
are accurate and that Microsoft won't pack-
age a game with the device. Regardless, that's
a sizable investment, The Xbox 360 offers
things that the Wi cannot, such as streaming
HD content, video chat, and a seamless online
experience, but will casual players looking o
bowl a few frames with their grandchildren
care about those bells and whistles?




XBOX 360

aspects of Microsoft's new motion-controlled device :

How Does It Work?

Kinect uses several different technologies in
tandem 1o work its magic. A standard RGB
camera is used for facial recognition and video
infrared camera and emitter on the
Kinect to recognize depth and
/! 1 1in & pitch-black environment.

Four microphones handle voice input. The unit
also has a motorized l, allowing it to frack
users if they maove out of the frame

Microsoft says that much of Kinect's innova-
tion comes from the software,
trates how each piece of hardware works
together. Kinaect can supposedly track up to
four users simultanecusly, and ignore interfer-
ence from other players. If you wene planning to
wagghe around like a maniac hoping to screw
up your buddy's game, save your energy. The
system can also read the skeletal anatomy of a
player, make a guess if it's a child, and adjust a
game’s difficulty accordingly.

One big hurdie that Microsoft has to overcome
i5 the cument imitation that users must be stand-

ing. Voice commands clearly don't have that
limitation, and we don't know albout manipulat-
ing menus and media playback, but the games
wa demoed wouldn't work if players were siting
on a couch. Microsoft says it's working on a
solution, 50 hopelully it’s addressed by the time
Kinect launches

A New Way To Interact

In addition to the cbvious gaming applications,
Kinect offers a new system-wi erface for
Xbox 360 users. After visually registering a new
user - a process that takes about a minute - the
system can recognize players and autormatically
log in their appropriate gamerag

Once logged in, waving at the unit brings up
a special Kinect interface, which replaces the
usual scroling panes of content with eight large
icons. Holding up a hand pulls a virtual hand
onlo the screen, and players can then browse
and select the content they wish to explore. To
select a specific itern, players hold the icon over
it for a few seconds.

Microsoft's goal is to replace the remote or
controlier whenever possible. While walch-
ng June videos or browsing content from the
upcoming ESPN feed, for example, viewers can
raise a hand to skip to specific portions, pause
playback, and perform other basic functions.
Voice recognition is also available, allowing usars
1o say simpla phrases such as “Xbox, play”
or “¥box, pause” 1o perform the appropriate
function. We tested out that voice funclionality
ourselves, and it worked without any kind of
training, It recognized our commands immecs-
ately, as 5 those from a female journalist
with a decidedly different voice, even with E3's
intrusive background noise,

Micrasoft says some applications, such
as Netflix streaming, don't currently support
Kinect functionality. It is being worked on,
however, and Microsoft hopes to incorporate
Kinect support for most of the Xbox 360's
core applications by the device's November
launch or shorlly thergafter,
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Kinectimals

Even the hardest of hearts melted
when Microsoft demoed Kinectimals
at its press briefing. The premise is
simple (and more than a bit famillar):
You adopt a pet and goof around

with it. With Kinectimals, players can
interact with adorable young jungle
cats such as lions, tigers, panthers,
and leopards. Pets respond to voice
commands and can learn a variety

of tricks. Trainers can take their cubs
through agility courses or play with
toys such as jump ropes. Our only con-
cern with this one is its longevity. Once
you train your cats and go through the
minigames, will players have a reason
1o keep coming back to their menag-
erie? Also, is it that gratifying to paw
at thin air to pet cubs? We'll see. In the
meantime, awwwwww,

Your Shape:

Fitness Evolved

Ubisoft's latest fitness game uses
Kinect to scan users, creating a per-
sonalized avatar with accurate vitals.
Once they're in the game (represented
by an odd clay-looking blob), players
can exercise through a bunch of fit-
minigames or take on a more
focused approach. A personal trainer
guides players through their weight-
Boss or fitness goals, and Kinect
provides plenty of immediate feedback
for form, and to make sure players are
keeping pace. Kinect is going to have

a lot of fitness games — four have been
announced so far - so we'll have to
see how Your Shape stands up to the
competition when it releases.

Kinect Sports

Rare knows it's standing in the
shadow of a serious competitor in Wii
Sports, and the team is embracing
that extra scruting. The hurdles aren't
anything special - run in place, jump,
repeat - but Kinetic Sports’ bowling
game is quite goad. Unlike Nintendo's
wversion, players don’t have to reach for
a controller and press buttons to set
up their lane orientation or spin angle.
Everything is done with Kinect, and it's
surprisingly accurate. You can even
throw the ball overhand if you'd like.
Other games not shown at the show
include table tennis, soccer, boxing,
wolleyball, and a multi-event track and
field competition. Rare might be walk-
ing a well-wom path at this point, but
it's doing so with confidence.

More Games
In add:
Kl

» Game Party: In Motion
w Chilg n

» DECA Sports Freedom  » Forza Kinect
» Jumba Fitness
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This year's big convention in L.A.
had an enormous number of down-
loadable games on display. Keeping
an eye on the big titles coming to
¥BLA and PSN had me running from
booth to booth all week. Strangely,
WiiWare had almost no support;
Nintendo neglected to highlight any
upcoming titles. The other consoles

picked up the slack. showing off

many fascinating new products.

Explore the best downloadable
games of the show by ma miter

astlevania: Harmony of Despair
was one of the most exciting and
unusual new games on display.
Xbox 360 and PS3 players already
have access to the excellent
Symphony of the Night, but this brand new
Castlevania entry is coming exclusively to

when it releases this summer,

I've been eager to get my hands on Super
Meat Boy for months now, and | finally dug
in for a lengthy session at E3. The challeng-
ing action/platformer casts the player as
Meat Boy, whose darling Bandage Girl has
been kidnapped by Dr. Fetus. With that ridic-

XBLA. Like most Castlevania games, |

of Despair is a 2D sidescroller, but it also
includes six-player online multiplayer. Fan-
favorite characters like Alucard and Soma
Cruz each have special abilities that let them
access unique areas of the levels, and by
working together they can reach new ones that
neither could reach on their own. As you split
up across the level, it's easy to keep track of
one another and all the monsters thanks to an
awesome real-time view that pans out to dis-
play the whole map. Anytime a player opens
a chest, all the players get a reward, which

an exhaustive ion. This sur-
prising change-up in the Castlevania formula
has me intrigued. I'm stoked to check it out

ulous p d, the game rolls
out dozens of fast-paced, platforming levels.
Meat Boy leaps improbably high and clings
to walls he can ascend and descend, call-
ing to mind the best elemeants of the ninja-
themed N+. Warp zones hidden throughout
the levels bring back memories of previous
conscle gaming eras, with stages that emu-
late the visuals of the Atari 2600, NES, Game
Boy, and other platforms, The game includes
unlockable characters from popular indie
games like Braid and Bit.Trip Runner. The
devalopers at Team Meat hope to ralease the
game an XBLA, WiilWare, and PC before the
end of the year.




Echochrome Il follows in its predecessors
footsteps with a gameplay concept designed
from the ground up to make your brain twist
in new directions. This time, it's all about light
and shadow. Rather than merely rotating the
onscrean levels, players must use the new
PlayStation Mowve controller as a flashiight, using
the onscreen shapes 1o create a background
shadow that the figure onscreen can walk upon,
Like manipulating shadow puppets, players
must find the comect angle to shine the flash-
light to create a path. Colored objects in the
fereground have special effects in the shadows,
ke certain bals that become jump pads. The
game also has a more approachable vibe about
it; bright colars and livety music replace the
stark and meditative overtones of the original.
User-created levels return to add replay value.
Echochrome Il will redease this fall to join the
launch lineup of the new controller.

I'va been following Lara Croft and the
Guardian of Light with great interest for
several months now, and the more | see the
game the more excited | become. The isometric
view of the action pans back to give a good
sense of the landscape, and controls are in line
with tradiitional dual-stick shooters. However,
Crystal Dynamics has instiled its keen sense
of platfarming and puzzles into the experience.

Movement and animation look and feel amaz-
ing, mixing the best of overhead action games
with the classic Tomb Raider style. | love the feel
of running through the world as your character
starts slowly and breaks into a sprint to navigate
the extremely large levels. Lara has a co-op part-
nier named Totec this time around, and it's fun
working together to soive environmental puzzles
and mow down assaulting creatures. We'll get
1o play the final version in a few weeks when it
releasaes on XBLA, with subsequent entries on
PSN and PC.

The makers of ‘Splosion Man and The Maw
are working on their next tille, Comie Jumper,
and | love what I've seen so far, Targeted to
release on XBLA later this year, Twisted Pixel's
amusing new project is far bigger and mora
ambitious than its previous efforts, boasting
four distinct art styles, over three hours of
spoken dialogue, and a wealth of unlockable
exiras. Captain Smiey is a falled superhenc
that travels through multiple periods in comic
history. Modearn, over-the-top action comics,
Conan-esque graphic novels in the style of
Frank Frazetta, the stark and bright colors of
Silver Age comics, and quirky Japanese manga
are all on the menu. Much of the action is side
scroling qun and meles combat, but there
are breaks in the form of Space Harrer-style,

forward -scroling shooters. Captain Smiley
regularly breaks the fourth wall to chat with the
developers at Twisted Pixel, and special powers
sometimes focus on the link, like the ability

1o call down an a video-captured version of
Twisted Pixel's CTO Frank Wilson 1o head-butt
all the onscreen enemies. If that kind of zani-
ness appeals to you, Comic Jumper is right up
your alley.

BlackLight: Tange Down stands apart
from the pack. This downloadable offering on
XBLA, PSN, and PC delvers a full-fledged mul-
tiplayer experience that rivals big retal releases
in complexity and breadith. Set in the near
future, the shooter has the pacing and flow of
Counter-Strike, and features a vast amay of cus-
tomization tools to make the game your own.
Through seven gameplay modes across 12
maps, players fight it out with weapons they've
built to specification themselves. Want a scope
on a shotgun? Sounds stupld, but go for it.

The futuristic setting imparts a number of cool
gadgets with which players can experiment. A
special visor lets players sneak around the field
and track enemy movements. Digi-grenades
<an be used 1o scramble an opponent’s visor
HUD. Perhaps its most impressive feature is the
$15 price tag.

"BlackLight:
Tango
Down
stands
apart from

the pack.”
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remake of the

original game

last year will

be stoked
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Rearmed 2...”
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| have to admit a fondness for Tales from
Outer Space: About a Blob, a cute new PSN
exclusive coming later this year from a small
developer called Drinkbox Studios. You play
an alien blob that has crashed onto the planet
only to get imprisoned by an over-zealous
scientist. By devouring everything in sight, the

blob grows bigger & la Katamari. The gameplay  rorists attack, Kate is stuck in the ship’s flood-

becomes increasingly complex as the blob
bounces and climbs through the scientist's lab
and eventually eats the planet. Objects you
ingest can be spit back out to attack or knock
over other objects. Players can also squeeze
into tight pipes to reach naw areas and jump
on objects to attack or manipulate them. The
game is undeniably charming, and can be
tackled cooperatively.
Anyone who enjoyed the remake of the origi-
nal game last year will be stoked about Bionic
Commando Rearmed 2, which is headed to
PSM and XBLA sarly next year. This is a brand
new adventure for Nathan “Rad” Spencer
featuring several tweaks to improve gameplay.
A jump mechanic enables navigation around
small obstacles, and Spencer can shoot
napalm for an explosive screen clearer. The
bionic arm can be upgraded with active and
passive abilities to ease the steep challenge.

the series is headed in the right direction.
The XBLA game Hydrophobia also

impressed me when | played it on the busy

E3 show floor. This actionfsurvival game has

remarkable visuals on par with retail games.

‘You play as Kate Wilson, an engineer on a

massive city-sized ship of the future. When ter-

ing lower levels. Through a combination of
exploration, gun combat, and puzzle solving,
she must escape. Incredible water simulation
is the halimark feature of the game. It's a joy
to see liquid pour through cracks in the wall
or watch Kate get thrown by the water's force,
She can interact with the ship's systems with
a mobile computer, which leads to a number
of amusing minigames to unlock doors and
uncover lost information. I'll be interested to
sea if the game holds up to closer scrutiny
over an extended play period. Hydrophobia is
the first chapter of a longer story about Kate's
experiences on the massive ship, and if the
game succeeds developer Dark Energy will
likely get to continue the chronicle.

Lioking for mare inf on downicadable and independent
games? Check out our impuise fub at gamednformer Comim-
Duise, which fEalres previews, unoares, and woekly reiease

In addition, the backg BV are
now far more varied, moving beyond the milita-
ristic vibe to show off vibrant jungles and sea-
side wharves. | loved the first Rearmed, and
the great gameplay on display at E3 indicates

i the dan't miss dud o our review of
Limbo . 1701, as wedl as our E3 Hot 50 eniries on Joumey
(bage 92) and Scolt Piigrim vs. the World (page 97).
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The MMOs of E3 2010
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As the resident PC guy at GI, | spend the entire E3 show looking at titles that most of our staff has never heard of.
This year, the majority of those games were MMOs. Your Star Wars: The Old Republic needs are taken care of on
page 84, but the rest of this year's MMO crop exists in a different space. The hottest project on the floor, Jumpgate
Evolution, leads the charge. For more on the rest of these games (and extended PC coverage of non-MMO titles as

well), head to gameinformer.com/e3.



Jumpgate Evolution {Gazillion/NetDevil)
Beta: TBA

Release: TBA

Jumpgate Evolution, unlike the original Jumpgate, focuses on space dogfights to the
exclusion of all else. It's a better game for it. Rather than bogging players down in
minutiae, it offers fast-paced action in a dynamic universe.

Players enter the galaxy as “the new guy in Deita Force,” as developer NetDevil puts
it. As a hotshot pilot in your faction’s elite squadron, you're thrown into a civilization-

a sense of being in a massive space war without having so many Al ships out there that
wou're tripping over them instead of blowing up bad guys.

Jumpgate Evolution's visuals are outstanding, pushing detailed ships through gor-
geous skies. Clever use of fullscreen effects is a great complement to the impressive

explosions. Space is more colorful than it is in real life, but the overall aesthetic is cool
enough to forgive this minor detail.

MNetDevil looks like it has an excellent shot at cracking the tricky problems associated

defining battle seconds after you leave character creation. The corporate Solrain state true for old X-Wing fans.

seeks “profit through conflict.” The confedera-
tion of Greek-like city-states that make up the
Quantarr faction believes in “honor through
battle.” Fascist, imperialist Octavian children
are taught that “domination through war” is the
true path. Whichever side you choose, con-
tinual battle awaits you in Jumpgate Evolution.

Plenty of progression and socialization is
available, and the space dogfights are legit.

No numbers are crunched under the hood to
datermine hits, misses, or the like - this is an
action game through and through. That part
is easy enough. Jumpgate Evolution’s distin-
guishing feature is its dynamic sector warfare
system. Available in both PvP and PvE flavors,
this system puts several objectives in front of
players. These goals change with the situa-
tion in the sector, keeping players engaged in
various scenarios within huge non-instanced
public spaces.

In a PvE setting, the objectives might consist
of destroying a progression of defenses onan
NPC space station, then gunning down the
fleeing escape pods after blowing the reactor.
These story-based sectors have a set loop
that they go through. After finishing up the
sequence of events, the sector resets to its
initial state and waits for more players to come
along and start it up again. Developer NetDewil
showed off its ability to use this structure to tell
interesting stories, as a simple “report to the
dreadnought” objective turned into “destroy
the aliens” when a nearby moen exploded to
reveal an enemy jumpgate vomiting hostile
ships into space,

PvPP sectors, which appear to be Jumpgate
Evolution's true endgame, offer an ever-
changing battlefield where the three factions
fight over vital resources and other strategic
objectives. These sectors never reset; the
objectives continually shift to reflect the state
of the sector. The idea is to have hundreds of
players duking it out in a bunch of different
settings. NetDevil points to its three-faction
setup as key hera, Other PvP games like Dark
Age of Camelot (and Jumpgate’s own closed
beta test) have seen the strongest faction often
being ganged up on by the other two, which
results in more engaging batties than, say, the
Horde getting swarmed under by 3:1 odds at
Tarren Mill.

In both PvE and PvP Al-controlled ships are
at war with each other as well. More than 700
Al ships were actively fighting in the PvE zone
that NetDevil demoed live at E3. The game can
automatically scale Al activity depending on
the number of active players in the area, giving

Rift: Planes of Telara (Trion Hlbﬂd.s,'
PBeta: Late summer 2000
Relpase: Barly 2011 ’

* This WoW-like fantasy MMO has a fascinating
dynamic content-generation system (the epony-
mous rifts) that needs to pan out for it to have a
shot at greatness, It looks good so far.

Hel@ase. fhﬂ 2010

< It's ot quite God of War: Tha MMO, bu!lt‘sﬂbe

closest thing out there, Wrecking dudes inthis vig-

~lent, physics-basad; free w—plﬁyblawrenn'lprssssdf'
orithe E3 show fioor,

End of Nations [Trior .... gtyph)

Beta: Early 2011
Release: 2011

MMMOHTSBaﬁdIqu-ous-deafltakenaﬂace
value, but if anyone ¢an pull it off, it's these guys.

. The visuals are already great, but  lot of gameplay

with creating a compelling space-based action MMO. Provided the dynamic content
generation system lives up to its potential, Jumpgate Evolution will be a dream come

Y
Beta: Winter 2010/2011
-Release: TBA ;

! ChmesaglamPerEac‘t ﬁbﬂdlsiahngalmat
‘Westarn atdiences with this pet-centric fantasy
~game. I'm reserving judgment on whether if undaf<

stands U.S. gamers until | get my hands on it.

Warhammer 40,000; Dark Miltenium (THQ/ -
Vigil Gamies) ;

_Beta: TBA

Release: By March 2013

A brief video and few details make this a tough one

"o jucige just yet, but the Warhammer fans at Vigil

have the look dwn Muehfctocomeatﬁugﬂst’s

The Agency [Sony Online Enfertainment]
“Beta: MPZOIO ’
~ Release: 2011

imasswpnsedasyouarethaﬂhehg@ﬂcy:ﬂdn‘t
look horrible this year. Perhaps the troubled proj-
- ~“ectturned a corner since its last

mmng‘? /
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TOP 10 EMBARRASSING E3 M S
By Matt Helgeson ST - ga

Surprise! We Have a New Console! E3 always has its share of bad
Sega made a lot of mistakes as a console maker, but none were more vibes, but these 10 moments
perplexing than its surprise U.S. launch of the ill-fated Saturn system. At go past being merely lame

the beginning of E3 in 1995, Sega revealed that the Saturn, which had
been scheduled to release in September, was actually shipping to stores
that day. This was a disaster. [n 1995, the Internet was far from domi- inducing embarrassment. Ever
nant, so most of the print press at the show wouldn't have the story out wanted to go to E3? This hall
for another few weeks. Third-party publishers, who had been planning
for a September launch, were furious and didn't have games to support
the system until months later. Retailers were caught unprepared and think again.
supply problems resulted in many receiving no consoles at all. KB Toys

was so mad it refused to stock the system at all. For Sega, this was the

beginning of the end of its run as a console manufacturer.

and boring to achieve cringe-

of shame might make you

Sony’s 2006 Press
Does Massive Da

Jaime Kennedy’s Defining success depends onye

Nuclear-Level t Perhaps the goal for Sony's 2006 press
conference was to generate a record-setting

Bomb number of Intermet memes. If so, mission

accomplished. With “Attack its weak point
for massive damage,” the “Riiiiiidge Racer! "
scream, “Giant enemy crab,” the unforget-
table "I heard the graphics on it was crazy,"
and — most importantly — “599 U.S. doliars!"
this press conference was a treasure trove of

Actor Jamie Kennedy is
revered for such films as
Malibu's Most Wanted and
Kickin' It Old School. Oh
wait, he's actually not. He
is available for hosting

press conferences, and material for YouTube pranksters Unmmmteiy
for some reason Activision for Sony, the bad

decided to hire him to vibes generated

host their 2007 E3 event. by this botched

Simply put, it was a mm:grem:e were

disaster. A hung-over (or amajor setback

still drunk) Kennedy barely seemed to be aware of what was going on, and bumbled his way for the PlaySta-
through the proceedings telling lame “gamers are nerds” jokes like “There are so many virgins | tion 3 brand,
here that....Richard Branson is doing this event.” Even the normally genial Tony Hawk seemed ~ which is only

to want to punch him. Kennedy got his just desserts when he asked an English-born Activision now paglmqg
developer “Should I do this interview as Ozzy Osbourne?” and got the response: “I thought you | to gain its stride.
already were." After Kennedy berated the American crowd for not being on his side, someone

yelled, “He's funnier than you!" Ouch.




Wii Music Causes Discord

Nintendo built Wil Music under the premise that music
games were foo hard (and, apparently, too fun). Unfortu-
nately. no one coukd work the damn thing, especially the
poor souls tasked with demonstrating it cnstage at Min-
tendo's 2008 E3 press conference. The first victim was
befawndawked “professional” drummer Ravi Drums, who
became an Intermet joke after struggling with the botched
air-drumming intertace for three long minutes. To cement
the game's reputation, Nintendo's Shigeru Miyarmoto led
some Nintendo staffers in a Carribbean, marimba flavored
version of the Mario theme that sounded like an “80s
Carnival Cruise commercial having a grand mal seizure.
Before they started, Nintenda's Bill Trinen said. “Bring the
house down, guyst” Did they ever.

The Strange World Of N-Gage

| had the weirdest dream once. There was this thing
called the N-Gage - a cell phone that played games - but
to use it you had to hoid it 1o your head like you were
tatking into a plastic taco. Suddanly | was at an E3 press
conference and all these breakdancers came out and per-
formed mabile game themed slam poetry:. Then a bunch
of Scandinavian executives came and talked about how
Mokia (Nokia! As if!) was geing to dominate video games
in the future. They sort of scunded like Goldmember. Oh,
and John Romero said something! But nobody in the
dream cared. Then this girl came out, danced around, and
took her shirt off to a reveal “$295" painted on her belly.
I the: drgam, nobody clapped or said anything because it
was all too bizarre. They didn't know what to say.

High School Massacre

Disney Interactive topped off its 2007 press confarence
intruly humifiating fashion. After touting its new High
School Musical karaoke game, the hast asked for two
“volunteers” to demonstrate. These clearly planted actors
pretended to be novices, struggling with the micraphones
and looking confused. Then, as soon as the music started,
they bagan belting out the number ke Broadway veter-
ans. Al hell broke loose as dozens of dancers dressed as
cheerleaders flooded the aisles, throwing anound beach
bals and inciting the dumbstruck crowd o join in the cho-
reographed dance number. The jaded crowd of joumalists
and analysts looked at them ke they were crazy, forcing
them fo start trying to grab people out of the audience. It
would have been hoeritying if it weren't so hilarious.

Miyamoto Gets Creepy

W like: to think of Shigeru Miyamoto as our eccentric,
loveable uncle. He's ahways bringing us weird presents
for our birthday and playing banjo at family gatherings.
So, we don'¢ ke it when he skanks out on a TV host live
onstage at E3. Mot cool. This horrific incident happened
during Nintendo's 2004 conference, during a live dema
of Nintendogs with then-G4 personality Tina Wood, After
coming onstage to help Wood show off the game, things
Qol.....icky. First, their virtual dogs got a fittle, shall we say,
frisky, prompting Wood 1o say, I did not teach her that.”
Then, Miyamoto said, “You don't know all the software yal,
would you like me to show you a few more tricks?” After
Woods agreed, he leeringly added “Please follow me. ..
backstage™ and put his anm around her. A startied Woods
stammered, “0h. . .okay. " The rest of us tried to wash our
brains out with bleach.

Grown Men Cry For Zelda

Nintendo's 2004 E3 press conference was a dark day for gaming. This was
the day that Miyamoto took the stage and showed off The Legend of Zelda:
Twilight Princess for the first time. What's embarrassing about thar? Nathing,
What stll makes us cringe were the grown men and supposed journalists who
transiormed into blubbering 12-year-old girls at a Justin Bleber show. That's
right, you guys cried It's nod an urban legend; we were there. We saw you. If
this didn"t require a good slapping, we don't know what does. This makes us

wish those memory-erasing pens in Men in Black were real.

Jeff Bell Gets Jiggy With It

Microsoft's former global VP of corporate markating made
a huge splash with gamers at the company's 2007 E3
press conference, but not for the right reasons. The exec’s
s1iff corporate-speak was bad enough, but it was during

a five demonstration with NFL player Reggie Bush that he
truly made his name. Awkowardly engaging in pseudo-
street trash talk like, “Pass or run? Pass or run? What's

it gon’ be?” and “Why don't we shaw 'em this game got
game?" After Regaie broke for a big run, Ball bowed out,
saying, “You schocled me on that one, brother - you did
it.” After the message boards wenk crazy bashing Ball, he
managed to make it worse by posting on the infamous
NeoGAF forums, asking a critic “And your contribution to
society is. ..what?" Oh Jeff, never feed the trolls. We don't
need an MBA from Harvard to tell you that.

Rock Revolution’s Blitzkrieg Blooper
Though it creaied the music genre with GuitarFreaks,
Konami's Rock Revolution didn’t have the chops to
challenge Guitar Hero or Fock Band. Using your press
conference to demonsirate just how bad the game sucks
isn't a great idea. Rock Revolution’s victim was senior
product manager Lauren Faccidomo. During a live demo
of the game, Faccidomo struggled o limp through the
Ramones' classis “Blitzkrieg Bop,” flubbing notes and
dropping in and out of the mix before finally faiing out.
Mumbling “That was my fault," she unceremoniously
ended the press conferance, leaving the crowd mystilied.
Her failyre at the game was all the worse for the fact that
she had just played the same song perfectly (in her all-girl
Rarnones tribute band) on-stage with a real bass.
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Rockstar's Gamer in Chiet

Jeronimo Barrera

You've been around since the beginning of
Rockstar. A lot of people don't remember
that early evolution of the company, the
games before GTA L.

In the first year, we had GTA London, GTA I,
Theasher, Monster Truck Madness, Rune: Viking
Warlord, and we did the console versions of
Rairoad Tycoon for Take-Twe. Early on, Sam
[Houser] and Dan [Houser] had a vision of where:
we could take the industry, and that was in line
with what | wanted to do. | wanted to get away
from what people back then called *mainstream
games.” | knew we could create something
cooler in this medium. When you get a group
of people that have the same mindset, you can
miake it happen. Along the way, we had to pay
some bills, but we are very proud of Grand Theft
Auto: London 1969, and Thrasher was very cool
for its time. | still think it holds up as a skating
game. But GTA Il blew the doors open.

Was there a moment when you realized
that GTA Il was becoming a phenomenon?
Mot really. | think it's becausa we were sort of
“heads down,” doing the sequel right away.
We shipped Vice City a year after lll came out.
When you have such conviction in the art that
we do, we're just sort of biinded by making the
best stuff possible. The success didn't go to
our heads. We weren't all driving flashy cars or
anything like that. It just gave us an oppartunity
to make more cool stuff,

You have a pretty low profile in the industry
compared to guys like Tim Schafer or Will
Wright. Why is that?

It's about letting the games speak for us, for all
of us. It's not just me working on these games,
It's huncireds of people. From the top down,
everybody is very important. We fke the game
to speak for itself. I'm in a position where | get
to do a lot of the PR, but it's kind of embar-
rassing sometimes because there are so mary
pecple behind the game that are way more tal-
ented than me. And I'm sure the Tim Schafers
of the world would say the same thing.

Of course, I'm not saying Tim or anyone
else is arrogant, but he is definitely more of
a public face for his company.

That's the thing, For us, our logo says every-
thing. You know what kind of a game you're
going to get. It's not ke the movies, where you
can pin an actor to a product, It's a very big,
collaborative effort. | don't think that a game
needs a spokesperson. The game is the game.

The Rockstar brand means something to
fans and represents the way that you guys
make games. What does Rockstar Games
mean to you?

What does Rockstar Games mean to me?

That's kind of a “What kind of tree would
you be” question. [Laughs]

It's actually pretty easy to answer. What
Rockstar Games means to me is passion,
creativity, and blowing down the doors of the
medium. It's pushing the ervelope. It's doing the
next thing. It's the vanguard of our industry.

What's your role in developing the games at
Rockstar? | get the sense you bounce to a
project towards the end of development.
Mo, I work on a lot of different things at once.
It's best summed up as Berally hours and hours
of playing the game every day. I'm basically a
fancy QA guy,

So you sit down and play for 10 hours and
take notes on what you think is wrong and
come back to the team?

ep. We Fterally work on our QA database and
fill it up with bugs and comments and to-dos.
We work on something until we feel that it’s just
right, That means a lot of playing games. Guess
what | did today? | played LA, Moire.

You guys aren't afraid to push something
back if you feel like it can be better. Is that
a battle you have to fight sometimes?
It's a tough decision for anybody to make, and
it can make or break a game. It's pretty cbvious
with the titles that | think need more time.

It seems that every Rockstar game is said
to be a disaster in development, until they
come out and they get 8.5 ratings.

That's the thing. Nobody knows what the games
really are until you'ne working on them, The

only time anybody’s ever said that [a game is in
trouble] is based on speculations and rumors.,

What's it like working with Sam and Dan
Houser on a daily basis?

They're amazing guys. They're also my friends.
This is going to sound really sappy, but we work
really hard together, and the kind of camaraderie
that we've built, not just with them but a lot of
our key members, is really special. Like me,
they're touching the games every day, which |
think is very rare for people in their positions at
other companies.

Rockstar has its own aesthetic. If I'm rac-
ing a buggy in Red Dead Redemption,
there are the little plumes of smoke from
Midnight Glub to guide me along. Your
games seem to influence each other as
they evolve. How much do you look at
games outside of Rockstar?

Obviously we're big gamers, so we play a lot of
games and we're influenced by what we play.
We do play our games as well. When | was
younger | thought it was cool when you played

Inferview by Mait Holgeson

‘Capcom games and they used similar items and
iconic things 1o help you through the games. |
always ked that.

Rockstar seems to know how to make
open worlds compelling. What's the secret?
Never break the Busion is number one. If there's
something in the game that screams at you to
want to do it, you have to be able to do it. If you
dissact our games, it's not one thing; it's the
thousand little detads. People go, “Oh, Rockstar
has such attention to detall.” That's the secret.
It’s out there for everybody to look at.

Another big way that you guys have
changed things in the industry is that you
make games that are engaged in pop cul-
ture as a whole; with music, film, just street
culture. Do you just get an inspiration that
sticks in your head and research it?

*Yeah, it's definitely a lot of research. It's what
influences us; it's where we are in our lives at
that moment. | think it's also important that we
surround oursetves with people who aren’t just
from the games industry. Our music guys and
even Sam [Housar] come from the music indus-
try originally. It's about finding people who really
want to make games and can bring something
to the table. A lot of game companies are like,
“You have to have experience making games to
work for us.” It's sort of a Catch-22. You might
have the coolest DJ or graffiti artist out there,
bbut because he's never made a game you're
not going to hire him, For us, it's like, “You've
got real talent, let's try to figure out a way to
use it."

A lot of your projects seem pretty risky
commercially = like Bully, for instance. Is
that a concern for Take-Two when you
lbring them ideas?

I'm swre that's got to be a concern for some-
body, but the strength of our comviction is we
want to make nothing but the best stuff out
there. We feel that about all of our projects. If
wou make something that's cool and something
that's quality, people are going to want to play it.
That's the guide. People really freak out when |
tell them that we don't do focus group testing.

‘Who are some of the game creators over
the years that have really influenced what
you do?

Obwviously we love Nintendo, and Mivamoto's
amazing. We definitely highly respect Kaojima. |
love the Grasshopper guy. | would answer the
same way that any fanboy would answer. Tim
Schafer. Sid Meier. Ken Levine. Anybocy who
makes a game | admire, because it's so [exple-
tive] hard. [Laughs].

1987 A LIFELONG
PASSION

Barata begims his bove

1992 CALL FOR HELP

Batrera scores his first job

phong with tips and hints

1993 PUBLISHING

books called Sectets of the
Sages

1994 CRYSTAL DAYS

Pﬂnr:m gete his figat nmnk

300 title O
por

E.‘.:rertairlreﬂ\t

1997 FATEFUL

Take-Two

1998 STARS ALIGN
Barrora poins the newly
larmed Rockstal Games, He
rumbar of the
company’s early titles

2001 A BLOCKBUSTER

2010 OUT WEST

Afrer working on many
other Rockstar hits,
mc]url ng GTA IV, The
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This handheld powerhouse for Sprint’s new blazing-
fast 4G network is all about speed. Sprint is just begin-
ning to roll it out in many cities, and the marketers are
promising data speeds 10 times faster than the current
3G network. While our experience with the phone
didn‘t quite reflect that, the phone blazed while surfing
the web and downloading files.
The big draw to the EVO may be the 4G network, but
there is so much more to love. The handset is wider
than your typical smart phone, which
gives it the real estate for a gorgeous,
4.3-inch capacitive touchscreen that
outputs vibrant colors with its impres-
sive 800 x 480 display. The phone also
sports two cameras — one on the back
with a powerful 8-megapixel sensor and LED flash,
plus a 1.3-megapixel front camera for video calling
using Qik. On the video side, the 720p video recording
brings concert bootlegs to the next generation. While
the video quality suffered from occasional digital arti-
facts, the 8MP images aren't bad considering we're
talking about a phone.

by Nick Ahrens

The Evo uses the Android 2.1 operat-
ing system and HTC's proprietary Sense
Experience, which basically cleans up a
bunch of Android quirks and tops it off
with a sexy UL While we normally shy
away from proprietary software, Sense is
a well-implemented system that doesn't
prevent the phone from reaching its full
potential. The added layer of Ul design
is possible thanks to the powerful 1-GHz
Snapdragon processor. None of the appli=
cations we used suffered from lag. The
only downside to such a powerful engine
is it cuts into battery life, so make sure
you invest in extra charging cables.

While the games on Android are still
playing catch-up to Apple’s App Store,
the EVO 4G has access to some of the
coolest productivity and creativity applica-
tions around. Throw in Google Navigation,
wireless tethering, an FM receiver, and
mobile TV access, and you have a com-
petitive contender to the iPhone.

$199.99
(with two-year Sprint contract)
www.sprint.com




When it comes
to home the-
aters, knowing
how to navigate
the controls of
your various
components

is imperative

to maximiz-

ing your couch
time. Logitech
makes it simple
with its line of
Harmony uni-
versal remotes.
We took three of
its newer offer-
ings for a spin,
ranging from the
simple and basic
controller to the
feature-heavy
touchscreen
navigator.

Logitech Harmony Round Up

Harmony 300

The Harmony 300 is the
gold standard for high-
quality, low-cost uni-
versal remotes. Instead
of guessing your way
through inputting manu-
facturer codes to get the
remote to work, the 300
pligs in to a PC just like
high-end remotes to
give its users an easy-
to-use system with a
database of nearly every
product on the market.
While the remote lacks
the faney LCD screen,
people looking to com-
bine their basic equip-
ment into one package
without breaking the
bank should start here,
S

$49.89

Harmony 200

The rechargeable
Harmony 700 is
Logitech’s mid-range
universal remote.
Featuring a customizable
color LCD and support
for up to six compo-
nents, users can bring
their console, TV, DVD
player, and receiver
under one umbrella.
This was our favorite
remote we tested, and
would make a great
addition to any home
theater setup.
iVE

logitech.com

Harmony 1100
With its touchscreen
controls, the 1100 looks

more like a Star Trek
gadget and is the ulti-
mate remote control. It
features an RF system,
which allows for multi-
room control and hidden
components. While the
Harmony 1100 is a sexy
piece of hardware, it's
harder to hover your fin-
ger over the touchscreen
while fast-forwarding
oF pausing a show than
it is to rest your finger
on a button and rely

on muscle memory. In
practice, the 1100 may
require more brain
power than the average
person would want for
basic functionality.

1| Traxxas Slash

Clocking in 2t over 30mph out of the box. this remole-con-
froifed racing truck is a blast. The long-range controller and
four-wheel independent SUSPENSIon give rapers reciss
steering and control from over a city block away. Bacause
of the wany Traoocas builds its vehicles, the Slash is also very
durable. Impressive shocks, super strong burmpers, and
waterproof components allow you 10 200m through puddies
and roll the vehicla withoul wormying about heading 1 the
body shop. Owners looking for an exira edge can ako
upgrade the wehicl's spaed and longesity by adding new
perts like higher output batteries. Thanks to the long-
lasting batlery and quick charger, you won't have 10 vl

between off-road races, eithes.

$249.95
traxxas.com

2 | Razer Onza

For console gamers, good third-party peripherals seem
10 be rare and expensive, while bad ones are cheap and
in @bundance. Razer offers a glimmer of hope in @ sea of
cheap, gimmicky sharks. The Onza, the company’s first
shat at an Xbox 360 controller, embodies Razer's obses-
sive quality and senvice to the handoore. Sporting longer
frigoers and a d-pad that uses independent butions

for the directions, this thing is built for serious gaming
s2ssions. The most interesting feature, however, is the

adfustabie tension on the thumb sticks. Combined with in-

game sensifivity settings, adding or reducing tension wil
give the most seasoned sniper an added level of contral,
Microsolt does not et third-party companies make wire-
less controliers, but the 12-foot cable ensures even the
biggest iving room won't pose a problem.

$49.99

razerzone.com

Head over fo gameinformer com/fechnick fo read expanded
coverage and Miok’s biog on gear and fechnology

MEDIA SHELF

LOOK AROUND YOU

impsons creator Matt
ning describes this

s mockumentry
bout math and

e a5 one of the

ast shows I've ever
Coming to us from
BC acroze the pond,
Around Yoir's "108-
ASSI00m experments
wrong. impossible, and
completely hilanous.

$19.98
bbcamericashop.com

MYTHBUSTERS
COLLECTION 6

To continue our scence

& we'te bringing in the
kings of experiments.
Busters’ Adam and

3 bring mote of their

e explosions and high-
4 camera wark 1o a
collection that is fuel
or inner nexd lire.

$49.99
store.discovery.com

g its status as a planet




Logic In Motion

Sony and Microsoft are targeting the Wii audience with Move and Kinect, but
gouging their pocketbooks for access to minigame collections is a poor strategy

by Matt Bertz In the wake of the Wii's massive success, copycat products
content manager, : - « 5
b VT inevitable. As the hype built for this year's E3, all eyes

centered on the me-too motion control initiatives from Sony

and Microsoft. Could Move gain momentum from its GDC debut, and would Natal
(renamed Kinect at the show) hold up to closer scrutiny?

Over the course of the conference, the companies’ blatant cash grabbing attempts

at offering a Wii alternative took a backseat to Nintendo’s 3D handheld, the rede-

signed Xbox 360, and a deluge of enthusiasm for best-in-show games like Portal 2

of this conscle generation, the
Nintendo Wil's appeal was greatly
boosted by its affordable price in
comparison to the Xbox 360 and
PlayStation 3. Kinect is rumored
to cost $150, and if you want the
total package for the Move it will
cost you nearly $120. That may
lock appealing in comparison to
the Wii's $199 price, but add the
cost of an Xbox 360 or PlayStation
3 and you're talking $400 1o play
sports minigame collections in

’ high definition.

7, in’ . i This considerable cost has not
/// and Assassin’s Creed: Brotherhood. In fact, more people I spoke with on the show s opiatgribeadil®
/// floor wanted to talk about Microsoft's disastrous Cirque du Soleil event than they developers. Activision-Blizzard

S 2 J COO Thomas Tippl agrees this

7 did about Kinect or Move. could pose a major problem for
.-'/ bath platforms. “l think as a pub-
//' X 5 3 lisher, you have to be concerned
'/",' The backlash and disinterest from core Microsoft seems to understand this as well. The about how the price drives a lot of the outcome
7 7, gamers and enthusiasts was predictable. company's high-brow attempt at communicat- of how big of an install base there's going to be
77 Before E3, polling data from research firm OTX  ing the value of Kinect through use of a faké [for the hardware)," he told Gamasutra,

’7, found that purchase intent for the new motion elephant, nymph-iike circus performers, and a In repositicning their las as devices for

controls was tracking below 10 percent for
both consoles with core gamers. After years

nuclear family suspended fram the ceiling was

the masses, perhaps a more realistic stra
a sales pitch to minivan-driving soccer moms, s

for Sony and Microsoft is not to target new

%/ of watching the Wi bring entry-level gaming not gamers versed in the finer points of man- users, but to aim for the rest of the family mem-
,/f to senior citizens and other family members aging experience points to create the ultimate bers in the 75 million households that already

uncomfortable with the steep learning curve
the traditional controller presents, many of us
have come to terms with the fact that these

spelisword in Oblivion.
While the controller interfaces and game
libraries target the same casual gamer demo-

1If you work in the industey
and would like 1o share your

have a 360 or PS3. Nintendo has the rest on
lockdown, and the steep price of admission for
both Kinect and Move won't alter that fact any

A\

77, opinion, contact senfor  Motion controlled platforms are not being made  graphic as the Wil, there is one large barrier tirne soon.
% editor Matt Helgeson at  for us. Which is fine - that's what Gears of War  for both the Move and Kinect blocking access =
s i com 3, 2, and Killzone 3 are all about. to those masses - affordability. At the start o . m:::q

&
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03 New Releases
 Dxaw of Horoes (DS
+ Galadtic Ty Ball (09

04 The Not So Funny Pages
Kare and Lynch, vidisa games” noloriously ts
tunctional dua, refum 10 video games on August
24, i you can’t wait 20 days to be reunited with
These eoublemakers, you can read M uniod
‘story in'Wikdstormr's comic series. This story fiks
in the gaps bedween the two games., 2nd vl
kel include *FAT TAT TAT™ onomatopoetas on
each page.

06 Finally a Movie Worth
Seel

DiCaprio? Hack. Scorsese? Crap, Eastvood? Old
The il futuee of Hollywood & Will Ferredl and
Mark Wahibérg. The duo stars in loday's theatr
cal release The Other Guys. With a suppeeting
et of Sarninel L Jackeon, Dwame “Th Rock”
Something, and Michael Kealon, this has o be
the: mowie of the year. R even has a Grand Theft
Ao ritleri i

03
Galactic Taz Ball

24
Kane & Lynch 2:
Dog Days

10 New Releases
L Libre A Borons of e Ring (WE P99
 Madkden NFL 11 P53, 360 W P52 PSR

13 The Super Smash Bros.
of Cinema

The Expendablos opens in theaters Ioday, and
Besiluness 2 Tt of mames nonrally only Seen al

The Oscars or ab Jay-2's birthday pasty. The
meie stars Sybester Stalone, Jason Statham,

Jei Li, Doiph Luncigeen, Mickey Rourke, Bruoe
Willks, Amoid Schwarzenegger, and every other
nodabie action star from the “90s. Steven Seagal
s still waiting patiently by his phone. The cal ain't
Coming, man

17 New Releases

+ Big Beach Sperts 2 W)

« Connbeal Wings: The Great Battles (W)
- Mafia Il P53 350, PO

18 Marvel Through The
[

Capiain Amenica & oen in ice! The Hulk has
long rockstar hairl A purmie robot & leling the
Mvengers what b do! Time fravel Is craze If
You'rE new 10 comics, the slories unloiding in
Mvengers and today’s release, Age of Heroes,
affer the perfect jLmping-on point, s well as
koo back at the: moments that dafined Marveds
most notabke heroes. For some reason Peler
PForker, the amazng Spider-Ham, has not been 3
part of this take.

24 New Releases
» Kane & Lynch 2: Dog Days (P53 360

25 Toys From Heaven and
Hell

This new Sweet Tooth action figune comes hot off
ol thé announcemel of a Twistod Metal sequel al
E3. Couid the acoompanying Markn toy hint t 3
Heavenly Swoetd continuation 25 well? Both gures
stand over sie inches in height, and offer the same

Metroid: Other /

outstanding quaity found in Sory's prviously
reieasesd Fatchet & Clank and Reststance figures

27 One Step Closer to a
Jaws Sequel

At seaing The Expencitios and T Other Goys:
‘you're profiably sick of seeing good movies.
Pianha 30 opens in theaters ooy, and despite
Resmer claiming B will ke moee than Avala,
we promisa you it will be terrible. For the record,
Reiner said Deep Blue S2a woukd make moe
than Titank:

31 New Releases

« Valkyia Chionicles 2 (P59

connect

47
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Dragon Age is not merely the

story of a Grey Warden slaying
 the: hdemon and quelling the
r exploits in Dragon
s made the world
, but Ferelden is
n on the continent
Thedas. As you crossed
with the darkspawn,
of the world -
m Orlais to Rivain - fought
- own battles for survival
“and renown. Dragon Age is a
multifaceted fiction, and a
single game, novel, or comic
can only shine a light on one
piece at a time. With Dragon
Age 11, BioWare is shifting its
focus to a new region, a new
hero, and a new tale that will
shape the larger Dragon Age
universe. While the Hero of
Ferelden was rallying allies
against Teyrn Loghain, a new
legend was stirring in the

doomed village of Lothering.




ioWare is one of the premier RPG
developers in the world, so the success
of Dragon Age: Origins didn’t sur-
prise most gamers. After its release in
November last year, the game enjoyed
strong sales and critical acclaim. In light of these tri-
umphs, one could easily forget that Origins was a con-
siderable risk for BioWare’s Edmonton studio.

Presented as the spiritual successor to Baldur’s Gate,
Origins was charged with carrying on the legacy
of a PC game released in 1998. In the intervening
years, the role-playing genre has grown and evolved
in many directions across multiple platforms. How
players would react to traditional elements like a
silent hero and highly tactical combat was difficule
to predict, especially with titles lilkke Mass Effect set-
ting new standards for conversation systems and
cinematic presentation.

Any reservations about the design were put to rest
with Origins’ release. Due to BioWare's skillful imple-
mentation, gamers acoepred and embraced the old-
school aesthetic in Origins. But nostalgia can only
carry a series so far. Where does one draw the line
between homage and aging design? BioWare views
Dragon Age as an enduring property spanning mul-
tiple installments, and the Edmonton studio is aware
that future games in the franchise can’t endlessly go
back to the well of fond memories.

Dragon Age I1 is more than just a sequel — it serves to
establish a new identity for the Dragon Age universe.
With success to call its own, Dragon Age is no longer
bound by the concept of being a spiritual successor to
another series. BioWare is making some major modifi-
cations to the formula, giving the story and mechanics
a more contemporary twist while retaining the essence
of what fans loved about the original.

“At the core, what we're doing is trying to give Dragon
Agea shot of adrenaline,” says executive director Mark
Darrah. “It means amping everything up that maybe
was a little lacking, but keeping what already works.”

Dragon Age II isn't forsaking its roots. It still places
you in the role of an exemplary hero, reacts to your
choices, and allows you and your allies to work
together in tactical combat. You'll just experience these

elements in new ways while diving deeper into the lore : 2
of the Dragon Age mythology. =

ey meab Haswior in action, though BioWare
can choose either gender




Consistent Universe

Choice is an important element of any BioWare game, and in the last few yeam.

the studio has found a way to make your decisions have repercussions beyanid a

single game. Commander Shepard’s actions from Mass Effect carry over to

Effect 2, and players can expect a similar level of consistency from Dragon Age )
“It's really imporiant that Dragon Age feels like a consistent world for the pldi;

ers,” explains lead designer Mike Laidlaw. “Origins did such a good job of Ianuw

you craft Ferebden into your Ferelden it would be a shame to lose that.” .;‘,

You may be controlling a different character in Dragon Age I, but the choices | (
your Grey Warden made in Origins are still imported from your save and reﬂecteds
in the: world. Who is leading Ferelden? Who defeated the archdemon? These qu&g
tions are vital in determining the cument state of the Dragon Age universe, afid the
team at BioWare wants to make sure your decisions carmy over — even if you want
1o play Dragon Age Il on & different platform.

“We're not getting into specific details, but the goal will be to make it so that
even if you played the first game on the PC and the second game on console, we:h.
be able to react to your choices.” reveals executive director Mark Damah. Now
we'll see what Microsoft and Sony have to say about that " s

Unlike the Mass Effect series, you won't feel left out if you haven't played Ori- .
gins. The team has an established canon if you start fresh, and since the story isn't
L\ a direct continuation, Dragon Age Il will be a great entry point.

¢

y
you have to defeat,” says lead design
“Instead, we're posing somethi
playing the game, you're not jus
in a lot of ways, you're telling us what that a

As the new main cl
individual than the Warden from Ori
can still customize Hawlk
tain features of the character are set in stone. You w

ose your race, and every player will experience the
same tory. Hawke is a human, and he starts in
Lothering as it is being destroyed — an event that occurred
off-screen in Origins.

When compared to Origins’ selection of races and origin
stories, Dragon Age |l may appear more limited. However,
with the beginning of Hawke's tale predetermined, players
aren't making fewer choices; more choices are just being
made as the story progresses, rather than on a character
creation screen before you start playing.

The focus on Hawke as a known quantity also allows
the team to address an area of concern from Origi
voice acting for the player character. In this case, BioWare
took a cue from its own Mass Effect series, which has
been lauded for its cinematic feel and believable conver-
sations. between characters. These goals are difficult to
achieve if the main character is mute. “Espacially when
compared to Mass Effect, this is something that prevents
it from telling a really immersive story, so we're going to
add player VO," Darrah says.

Not anly will Hawke speak, but you will also have a
new way to select his responses. Dragon Age lluses a
conversation system similar to Mass Effect's, where play-
ers select paraphrased versions of the dialogue from a
wheel. An icon in the middle of the wheel even illustrates
the line's basic intent (like aggressive or sarcastic), so you
can focus more on the interaction rather than reading and
analyzing your dialogue choices

“We do know that, in Mass Effect, most people do not
skip the dialogue. They actually sit through it and experi-
ence it as a whole,” Laidlaw says. "It tells us that people
are experiencing it in & more cinemnatic way, in that case.
Whereas the Origins style is a little more choppy, where
you read and listen and read and listen.”

You'll still direct Hawke's choices and shape his person-
ality, but he won't be a blank slate where the player needs
to fill in all the gaps. He can speak when not spoken to,
and offer contextual insight. Even better, the characters.
anound Hawke will have something to react to, eliminat-
ing the stilted, stop-and-go dynamic of Origing. Just as
Commander Shepard provides a compelling anchor for
the Mass Effect series, the Champion of Kirkwall will be a
mythical and charismatic figure.




- A Story In Pieces =

All of the events in Dragon Age |l are tied to
the story of Hawke, but the goal for the fran-
chise is to ensure that each addition to the
canon expands the player's understanding of
the universe as a whole. “A lot of RPGs are
about a character. In the case of Mass Effect,
it's Shepard's story,” Darrah says. “In Dragon
Age, it's really the story of Thedas.”

When looking at ways to help players get a
more complete view of the Dragon Age uni-
verse, the team saw an opportunity to make
the story of Dragon Age |l span a decade.
However, taking advantage of this opportunity
meant messing around with the classic nar-
rative structure that has served as the basis
for most of BioWare's games: Go through the
intro, open up the world, beat a handful of
standalone areas, and then do the final mis-
sion before watching the credits roll.

“We've done a lot of games now,” Laidlaw
says. “It's easy to look at us and go, ‘Oh,
you guys are going to do one of your stories
again."" Not this time. Dragon Age |l has a
framed narrative structure, which means that
the exploits of Hawke cccured in the past, but
are being retold in the present. At the current
point in the timeline, Hawke is already the
Champicn of |. Marrators with unique
insights into the n question tell the tale
of his past adventures.

told within a story.”

rnt)ly wrong. Tha 3
to happen in Dﬁuon Age
As our demo begins, wa witness an

exchange between a male dwarf named
Varric and a female Chantry Seeker - a po
tion that is essentially Templar Internal Affai
In the cutscene, we learn that the world
stands on the brink of w.

can help explain and resolve the volatile situa-
tion. She wants to know how Hawke escaped
from Lothering, and Varri
tale. At least, he tells the

Lothering and shifts to H
"E‘; hawng a narra

me, keeping
down on the

rorth of adventures,
uences - a tapestry of
by the threat of war

Ths stylieed concept an depicts & scend between
Varric the dwarf and a Seeker from the Chantry







Disposing of the rigid morality system
that tends to accompany your decisions
in most role-playing games, Origins
distinguished it=elf by providing a more
nuanced perspective on choice and
consequence. That tradition continues
with Dragon Age I, and the framed narra-
tive makes it even easier for the team to
convey the gravity of your decisions.

Because of the larger span of time the
game encompasses, players will see the
result of their decisions sooner. If you
save a city under siege, it (and its grateful
citizans) will ba thera for future sections
of the narative. On the other hand, if that
city gets destroyed, you will see how it
affects the region in the years that follow.

“This is, | think, the most reactive game
we've ever done,” Laidlaw says. “As we
move forward through time, the narrators
are offering these comments. Instead
of waiting 80 hours for an epilogue that
tells me who got mamied and who did
what, | get to see those interactions
within hours.”

Your decisions in these situations define
Hawke's history as the Champion of
Kirkwall. Like Origins, players can expect
a range of minor and major choices.
BioWara isn't getting into the details of
the specific situations yet, but Laidlaw
offers an interesting tidbit regarding the
nature of the choices and their repercus-
sions: “I think Dragon Age, if it's about
anything, is about human weakness — the
inability to see the larger threat. Honestly,
that's where your consaquences
come from."

- Make Your Choice E-

Net all of Hawke's choices tip the
scales of power in the Free Marches -
some of them are aimed at establishing
a rapport with his followers and allies.
Your party members still respond to
your actions and words, gaining or
losing respect based on their personal
views. However, even if they disapprove,
you don't need to worry about them
ditching you.

In Origins, party members were incom-
patible with certain moral stances, For
example, Leliana and Wynne wouldn't
tolerate cruelty. and would abanden
the Warden if their approval rating fell
low encugh. This led many evil-inclined
players to avoid using Leliana or Wynne
even if they were optimal characters in
terms of balancing the party. This Kind
of meta-game is no longer necessary in
Dragon Age Il

If a character disagrees with your
choices, they may still complain, but it
izn't necessarily bad. In fact, you can
even be openly hostile to your party
members and still unlock combat
bonuses - a benefit previously reserved
for those who established positive rela-
tionships. Finally, players can tell off the
characters that annoy them.

“They won't necessarily leave. They
may still join you, but they're going to try
to show you up, and that may influence
battle in a different way,” Darah says.
“We'd really rather encourage players
to be consistent in their interactions
with characters, rather than have to play
toward the gamey-ness of the system.”




This dragon is more than it appears. After
swooping down and grabbing a darkspawn in
it talons, it tranefonms into & familiar figure:
Flemeth. 531l holding the dead darkspawn in
her hand, Flemeth walks through the flames
and approaches Hawhe, saying: "Well, well.
What have we here?™

Warrior, rogu, and magpe are the three base classes,
It each cne will featurs even more specializations

A Better
Battlefield

The story and characters tend to take center
stage when discussing any RPG, but they are
only part of what made Dragon Age: Ongins such
an enjoyable experience. The game's tactical
combat system allowed players to utilize their
party members’ individual strengths to turn the
tide of battie.

Dragon Age |l is as much about keeping what
worked well from Origins as addressing what
didn't, which is why players can expect a simi-
lar emphasis on abilities, spells, and character
customization. The three base classes - warrior,
rogue, and mage - make the transition to the
sequel, though the team hopes to refine each one
1o create more distinct play styles.

“Warrior, mage, and rogue are archetypes for a
reason, but | don’t know that Origins delineated
them enough. It didn't create enough space
between them. A rogue dual-wielding was justa
warrior with less armor in some cases,” Laidlaw
admits. “What | want to do is make sure that
you feel like this unstoppable juggernaut, a lithe
super-ninja, or field artillery.”

A large part of creating a unique sensation
for each class is ensuring that the ability trees
accommodate a wide range of tactical options.
Origins had a lot of abilities, but some of the trees
(particularly for mages) were of extremely limited
usefulness. In Dragon Age |, the team is focusing
on adding depth rather than breadth to the feats.
your characters can perform.

“What we want to do is give the player more
depth of choice," Darrah explains. “So you might
really like the fireball. We're going to let you cus-
tomize and enhance fireball itself, so by the end
of the game you're actually tailoring that spell to
the way you want it to be.” While this approach
could mean fewer abilities in terms of sheer num-
bers, it also allows you to make more meaningful
decigions and craft Hawke according to your
preferred tactics.

Enhancing the strategic possibilities on the
battlefield is the other major way Dragon Age |l is
adding depth to the combat, Similar to the spell
combinations from Crigins, all of the classes can
combine abilities for specific advantages. Before,
players could only combine magic - like casting
fireball on a greased area. Now, a warrior may
sunder an opponent’s armor, and when a rogue
comes up to perform backstab, the combina-
tion of the two abilities will create an additional
effect that is more than the sum of the two
individual attacks.

Hopefully, this approach will result in players
exploring more options in combat instead of
relying on a handful of standby abilities (crushing
prison is returning, by the way). By emphasizing
teamwork and depth, the battles in Dragon Age
Il should feel even more varied and satisfying. “I
want you to be up in enemies’ faces,” Laidlaw
says. “| want you to be taking heads off. and |
want everything to feel faster - but more impor-
tantly, responsive. If | tell someone to go kill, |
want them up there and fighting immediately."




Interview .
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Greg Zoschuk y Muzyka

How does BioWare approach continuing the Dragon Age fran-
chise without having direct story progression from one entry to
the next?
Greg Zeschuk: We see the world of Dragon Age as having a huge
range of potential stories around the intriguing historical events of
the timeline, and we love having the option of exploring different
events and possibilities. Sometimes our content will directly link
events and at other times (like in the case of Dragon Age Il we'll
provide a different and unigue view of events that are familiar or
even partially explored in other Dragon Age games. We love having
the options to provide our developers the greatest possible range
of creativity.

The console version of Dragon Age Il seems to be a much
bigger focus than it was for the first game. What drove the
decision to refine the console experience?
Ray Muzyka: We learned the hard way in Dragon Age: Origing how
hard it is to work initially on PC and then convert the game back
to comsole. In the case of Dragon Age Il we're doing all versions
simultaneously (PC, 360, and P53) but we're definitely ensuring the
features we put in work well on console as well as PC, because it's
typically much easier to convert them back to PC. The PChasa
wider range of patential control options and can thus accommodate
different designs easier in many cases than consoles can. Both
consoles and PG are important to us, and we have great fan commu-
nities we plan to support in the future on all of these platforms.

Has BioWare's success with the Mass Effect series affected the
studio’s approach to Dragon Age?
GZ: We're always trying to evolve all of our games, so it's fair to say
that Mass Effect has had an influence on Dragon Age. A common
problem in the games business, and one key thing that we try and
avoid, is being reactive and not seriously considering the implica-
tions of even the smallest feature changes in our games. We're
always trying to make our games more accessible and easier to
play while not removing any of the depth and detail that players
value. Essentially, you don't want to fix something that isn't broken,
50 it's a careful balancing act. Finally, the ultimate design of the
game is driven by the passion of the team and what they want to
create; that's how we achieve quality.

Based on your experience with Origins, is there still a healthy
audience looking for strategic, pause-and-play RPGs?
RM: Absolutely! Dragon Age: Origins has been very successful
commercially as well as critically, and we've been able to build a
very successful post-release content plan supporting the game. All
signs paint to the health of the traditional RPG space both on PC and
console. We've always had the belief that people will support a great
RPG, and Dragon Age: Origing really proved that thesis.




Two Dragon Ages

While the basics of the battle system
were the same for the console and
PC games, BioWare acknowledges a
disparity in the gameplay on the plat-
forms. Where the PC entry emph: ed

proach heavy on

v Xbox 360 ver-

r tactics on the

same level, “
antrol expariance on the
to where we want it ¢
just had farther to

The L.unaole versions of Dragon Age ||
already feature huge improvements over
Origins - a feat the team accompl
by pulling the PC and console entri
further apart rather than closer together.

plements the same
t afforded by a mouse-
and-kayboard control scheme. You can
examine the battlefield closely, make
decisions from a top-down view, and
direct your party like a general.

Rather than try to mimic the PC experi-
ence on consoles, Dragon Age Il has
a battle systern more tailored to the
strengths of the PS3 and 360. You can
still issue orders and switch between
your party members, but the team aims
to make the action feel faster and more
responsive = no more shuffling into

position as you wait for your manauver
to activate.

Fans of the classic pause-and-play
breed of strategic combat can stick with
the PC release of Dragon Age II. As for

consoles, we played the Xbox 360 ver-
n, and can confirm that it is faster,
T esponsive, and more fluid than
before. As soon as you press a button,
mething happens. As a warrior, Hawke
threw dowr strikes and used a
@ to slash through dark-
Itisn't on the Dynasty
Wamo lde 0! 1he spef‘trum but with

ing system and nlmatlons ;:4 ying
gon Age |l with a controller finally
natural.

No matter which platform players
choose, they'll still get the same con-
tent. The major elements that have
distinguished BioWare's catalogue of
titles — the narrative, quests, characters,
and choices - are still intact across all
versions. “We're still BioWare," Darrah
says. “We still know how to make a
great story.”

For now, the team is guarding the
specific details of Hawke's adventures. A
huge fantasy universe allows players to
uncover the lore for themselves, axperi-
encing the thrill of discovery as the story
twists and turns. We're content with not
knowing the whole story until Dragon
Age |l releases next year, BioWare has
already proven its capacity for telling a
gripping tale in this world, and we can't
walt to get more pieces of the puzzie. “In
terms of how big the Dragon Age uni-
verse is, | think we've just scratched the
surface,” Laidlaw teases. &
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The ES show floor is always awash with billboard-sized LCD screens, booming

speaker systems, booth babes, and amazing games. This year was no different.

Even in a year such as this, where many high-pedigree games like Red Dead Re-

demption, Mass Effect 2, and God of War /Il have already found their way to con-

soles, the annual game blitzkrieg was jam-packed with promising new titles. Here
are the top 50 games that captured our attention.



Portal 2

Valve's critical darling doesn't disappoint

avigating through the crowded E3 show-

floor, one expects lo be assaulted by

military shooters, big-budget crime games,
and other flashy franchises both gratuitous and
gaory in nature. This truth makes it that much
more impressive that the sequel to Valve's
surprise hit garnered our vote for Game of the
Show.

Portal 2 aims to intrigue players with new
gameplay mechanics that challenge the way they
approach games without defaulting to increas-
ing the difficulty. In short, augmented gameplay
should keep the game fresh, not frustrating.
Valve provided us with the first extended look.
at Portal 2 since our exclusive cover story, and
gave us a chance to try out co-op for curselves.

A new opening vignette stoked our already
smoldering exciterment. A fiythrough of the
Aperture Science facilities being rebuilt by
GLaDOS illustrated firsthand the damage caused
by Chell's insolence. With such a large amount
of lime passing between instaliments, organic
life has infiltrated the outarmost structures, and
most rooms are in a serious state of decay.
Approaching reconstruction with the intensity
only a dispassionate machine can muster,
GLaDOS sloughs off old modular panels for
shiny new cnes and assembles a new army of
turrets to recapture the facility’s former sterile

sheen. Electronic music plays in the background
featuring sampled vocals from GLaDOS herself.

The demao then moved onto the new gameplay
mechanics. A fractor beam takes center stage
to showcase how a series of quickly fired portals
can transport a cube (or a turmet, co-op bot, and
more) across a room. Aerial Faith Plates prove an
expedient method of transportation, allowing the
player to chain together a series of jumps without
stopping or slowing down.

In another room, Valve demonstrates the
Thermal Discouragement Beam's utility by
using a refracting cube to redirect the laser to
sweep across a throng of oblivious turrets, who
sheepishly utter “ouch” as their components
crackle. After clearing the room, the player then
repositions the laser to connect with an awaiting
receptacle, opening the door to the next cham-
ber. A Pneumatic Diversity Vent provides another
opportunity to clear a chamber. With a clever use
of the portal gun, the player redirects the vacuum
to create a swirling vortex that sucks turrets and
debris out of the way.

Lastly, Valve highlights two types of gels
(previously referred to as “paint”) that transfer
properties to surfaces on which they are sprayed.
Repulsion Gel bounces the player from surface
1o surface, which allows the player to ricochet to
an otherwise unreachable alcove. Propulsion Gel
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rockats Chell 1o high speeds 50 she can avoid a
nasty row of convenging spiked plates.

The true treat came when we got our hands
on the co-op bots and tested a few introductory
levels, Communication is key to solving these
puzzles, more 5o than any other game we've
played before. Coordinating tactics and syncing
up fimed puzzles requires constant dialogue,

The puzzles often required us to divide and
conguer - one player used a redirection cube
1o open doors or raise platforms while the other
quickly traversed timed traps. At one point we
decided to take the demo less seriously, using
Repulsion Gel to ricochet off a wall and then
each other — midair. Our bots met an untimely
death as a result, but Valve encourages horse-
play with friends. Destroying the bots is sig-
nificantly more fun than toying with the notably
mare fragile human protagonist. Co-op interac-
tions also allow for emotes such as high-fives.

While we were disappointed in Portal 2's
delay to an undisclosed window in 2011, Valve
rmade up for the news by announeing that the
PlayStation 3 has been added to the platform
roster. Original, innovative, and massively enter-
taining, Portal 2 is easily our most anticipated
game of next year. » Meagan VanBurkleo

% Platform
PlayStation 3
¥box 360 + PC - Mac

» Style

1 or 2-Player Puzle
% Publisher

Valve

» Developer
Valve

# Release
201
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# Platlorm
PlayStation 3
Xbox 360 « PC

» Style
1-Player Shooter
# Publisher
Electronic Arts

» Developer
Visceral Games
» Release
January 25, 2011

Dead Space 2

The necromorphs won't know what hit them in Visceral Games’ sequel

VG
hen Dead Space 2 was announced,
there were rumblings that development
was drawing more inspiration from

shooters than survival homror — something that

made fans of the first game a bit wary. After
getting our hands on the game, it's clear that

Visceral Games is definitely taking cues from its

first-parson contemporaries, but mostly where it

counts: the controls.

Isaac Clarke is much nimbler and easier to
control in Dead Space 2, and his expanded rep-
ertoire of handy tricks fills encounters with more
possibilities. Telekinesis is faster, and Clarke can
do devious things like rip a slasher's arm off and
then impale the creature with its own talons.
The addition of center-paint aiming removes the
oddly contextual feel from gunplay of the first
game, making it easier to attack with surgical
precision.

This time around it seems as though Clarke’s
experience as an engineer is more than a bullet
point on his resume. In the first game, much of
Clarke's time was spent acting as an errand boy,
walking from point to point on the doomed ship
USG Ishi and p g buttons on il

In Dead Space 2, Isaac can open doors by
cracking open panels with his fist and essentially
hot-wiring the innards. It's a small detail, but

it shows that Visceral is open to exploring the
character and making relevant gameplay adjust-
ments where appropriate.

The stasis module is also a returning favorite,
and it's been retooled to become more useful
in combat. In the first game, players could use
the device to slow down time in a localized area.
It was tremendously helpful for getting through
cut-of-control doors and making combat with
faster enamies manageable. The problermn was

that it consumed energy that had to be refilled
at stations throughout the ship or via packs
that took up precious inventory space. Now it
recharges on its own, a change that could give
players a reason to stop hoarding it.

We made great use of the slasis module
in an encounter with the pack, a new enemy
type. Unlike most of the necromorphs in Dead
Space, the pack are easy to kill and don't need
to be systematically dismantied. Their strength
comes in their numbers, and players who don't
pay attention are likely to find themselves over-
whelmed. To even the odds against thern, we
fired off a stasis shot and then picked them off
as they slowly made their advance. It was also
a great opportunity 1o test out the javelin gun,
anather new addition. It fires off a spear-like
spike, which impales enemies against flooes

MR S

or walls. Even if they survive that kind of shot,
they're effectively cut of isgion. The alt fire
finishes the job in those instances, charging the
projectile with an electric blast that can then set
its victims ablaze.

Meither EA nor Visceral Games are talking
riuch about story at this point, but we can
make a few guesses. Much of the demo we
played took place in the civilian space station
The Sprawl, particularty around the Unitologist
church. At one point Clarke battles an especially
nasty tentacled necromorph while fending off fire
from a military-looking gunship. Surely, a govern-
ment wouldn’t take a “wait and see” approach to
a mecromaorph attack. Would it?

We'll have to wait and see ourselves this
January, when the game ships. » Jeff Cork




F.l !
Only On PlayStation 3
Players who might be on the
fence between the Xbox 360
and PlayStation 3 versions
‘of Dead Space 2 may have
been given a little push from
EA. During Sony’'s E3 press
confarence, the publisher
announced that PS3 owmers
‘will be getting a nice little
bonus: the 2009 rail shooter
Dead Space Extraction.

The game, previously
‘available only on Wii, is
getting an HD makeover
and full Move suppeort. It'l1
be available in one of two
‘ways. First, the game will
be packaged in with the
Limited Edition version of
‘the game, which is exclusive
to the PlayStation 3. If you
don’t want to spring for that
wersion but still want to play
Extraction, fear not. It'll be
available on the PlaySta-
tion Store as a standalone
download.

Either way, you'll be able
to play the game and see
‘what happened before the
events of the first Dead
Space. While it's been
updated to use Sony's mo-
ticn controller, players will
be able to use their trusty
Sixaxis controllers, too.
‘That's good news if you have
a preference or have only
sprung for one Move contrel-
Jer and need a co-op buddy.
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The Legend of Zeloa:
Skyward Sword

Nintendo impresses with its first Wii-specific Zelda adventure

amers have known that a new Zelda was

being developed for the Wi ever since a

piece of concept art was shown last year,
but little was revealed about the project prior to
E3. We all expected its presence as we waked
into the Nintendo press conference, but we
were surprised to see the company lead with a
full-on reveal. Mo time was wasted, as those in
attendance were treated to a sharp trailer and a
visit from series creator Shigeru Miyamoto.

As the legendary designer demonstrated the
newhy named Skyward Sword, many viewers
were concerned about what appeared to be
technical issues, Miyamoto tried to aim Link's
bow. but the controls behaved erratically, caus-
ing him to shoot arows into the ground. After
playing through a section of the game, however,
| can confirm that this truty must have been a
fluke technical emor during the conference - the
controls are fantastic.

MationPlus integration is immediately apparent,
as Link swings his sword in a much more precise
and accurate manner than the canned anima-
ticns: from Twiight Princess. As the game's title
would indicate, your sword gains special abilities
when pointed towards the heavens. We don't yet
know how crucial this will be to gameplay, but it
grants Link a stronger sword swipe in the demo
we played.

Mew motions will control various advanced
attacks in Skyward Sword, As | swiped the Wi
remate and nunchuk together from lefi to right,
Link performed his trademark spin slash, Swipe
them together in a dowmeyard motion, and he
performs an impressive (and powerful) flipping
vertical slice.

Many foes feature movement pattems that
require Link to alter the direction of his slash.
MNew deku-bobba plants open their mouths
either vertically or horizontally, and you'll have
1o aim your siice in accordance with this align-
ment. | encountered what appeared to be a
Stalfos Knight at one point, and his guard pat-
terns forced me to switch up my attack pattems
on the fiy. Aiming your sword swipe comectly
is absolutely crucial to getting past enemy
defenses in Skyward Sword,

One significant change to the series’ history

is the item management system. Ever since the
onginal NES Zelda, switching weapons required
the gamer to pause. Skyward Sword makes
this process far more convenient and intuitive,
as holding in the B button will bring up an item
wheel without pausing the action. At one point,
I encountered a swarm of bats while my bombs:
were equipped. As they flew at me, | ran away,
held the B button to bring up the wheel (while
still running), rotated the wheel with MoationPius
control, and let go to select my whip. The action
doasn’t stop at any point, but it's still easy to
move around and select your new item while
avoiding danger.

Another interesting implesnentation of mation
irvohves bomb control. You'll pull the explosive
out with the B button, and can either throw it or
roll it across the ground depending on the motion
you usa with the remaote. Instead of slashing at
one particular deku-bobba, | baited him into low-
ering his mouth to the ground and finished him
off by bowling a bomb directly into it.

Skyward Sword's E3 demo also included a
fiying beetle, bow, and siingshot. The beetle is
thrown and then maneuverad by moving the
remote arcund, and the controts are spot-on.
You can usa it to collact Hems, annoy enemies,
explore areas, and maore. Singshot use is fairty
basic (point and shoot), but the bow more closely
resembles Wi Sports Resort's archery minigame.
you'll aim in first-person mode, hold the C button
o steady your aim, pull the nunchuk back, and

release to fire your arow, i feels natural, and it's » Platform
certainly more interesting than simply hitting a Wii
button while pointing at the screen, » Style

Few gamers would call Twilight Princess a 1-Player Action
disappointment, but it left Wi owners wanling » Publisher
mare out of their console. Consideringthat t'was  minendo
essentialy a GameCube port, the game wasn't .
specifically designed around the Wii's capabii: B,  prereioPr
ties. With Skyward Swaord, we finally have a built-
from-the-ground-up Zelda experience that takes 'Z'D'l‘f"’“

full advantage of the system and its underused
MotionPius accessory. » Dan Ryckert

Many enamies will
Fisduire: you 1o plan the
direction of your slices




» Platiorm

PlayStati

» Style
1-Flayer Action
[Multiplayer TBD}
» Publisher
Sony Computer
Entertainment

# Developer
Sucker Punch
Productions

# Releasze
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Infamous 2

Hands-on impressions and the
moral conundrum
S ucker Punch Productions was reluctant to reveal

any new information about Infamous 2 at this year's

Electronic Entertainment Expo, but it did tease that
the biggest changas to this saquel have not yet been
revealed. How Cole's morality is judged could be one of
these big changes.

Infamous 2's producer, Brian Fleming, was quick to
sidestep any questions relating to Cole’s stance in the
workd, but did point out that Sucker Punch wants players
1o feel like “the ultimate super hero or super villain,” This
stalement certainly falls in line with the moral arc from the
first garme, but Fleming did add that Cole will begin this
sequel with many of the powers he wielded before, such
as the power line grind. This, of course, brings into ques-
fion what path the player chose and whether or not the
game wil read a save file Bke Mass Effect 2 does. Fleming
wouldn't even offer a hint; insisting “we're not talking
about morality at this point.”

In a move similar to giving a crying baby a pacifier,
Flerming stenced my rapid-fire questioning by hancing
me the controller. The game is still early in development,
but the gameplay already feels as polished as any major
retail release, Cole's abiity to scamper up buildings is as
fiuid as before, but as | found, why ascend buldings to
reach your foes when you can level the structure they are
standing on? A series of grenade lobs will do the trick,
but his newest move, an electrical tormado, will do the
frick instanily.. .and it will also suck up every car, trash
can, and civiian as it spins chaotically across heavily
populated streats,

Cole's newlfound affection for close-quarters melee fand
large whacking sticks) showicases stylish Spider-Man-like
animations, cinemalic camera positioning, and snail-
paced slow motion for players to savor the moment. Not
1o tip my hat as to how | will play Infamous 2, but one of
the most rewarding moments in my hands-on time was
1o knock civilians into cars with a swing that would make
Ryan Howard proud.

My time with Infamous 2 concluded with a tease of
how large the enemies can ba. My view of a gorgeously
detailed cathedral was blanketed by a gigantic green
creature that must have been between seven- to ten-
stories tall. The creature screamed and thrashed vio-
lenthy, and before Cole could engage it the screen faded
to black.

If the: additions and changes 've oullined are desmed
“small” by Sucker Punch terminalogy, fans of the series
have much to look forward to when Infamous 2 hits the
sireets in 2011, » Andrew Reiner

To so flamous 2 in action, Wi www gamainfonmer cominag

Gul s
are now a part of
the gameplay




Assassin's Creed: Brotherhood

Far more than an expansion

hen Brotherhood was first announced,
W alot of gamers assumed that the

continuing adventures of Ezio would
amount to litle more than an add-on to the
existing game. That might have been fine, but
Ubisoft has far bigger ambitions in mind for
this latest installment. The company tock the
opportunity at E3 to show off the many ways
that the new Assassin’s tithe will stand out from
its predecessors.

The biggest change s the addition of multi-
player. Dr. Vidic is using the dozens of Animus
machines seen at Abstergo in the second game
1o train his Templar to fight Desmond and the
other Assassing. In Brotherhood, players adopt
the roles of these trainees as they learn the arts
of subterfuge and deceit.

We played a thriling new game mode called
Wanted, in which every player slips into a unique
Renaissance persona, from enticing courtesan
to sneaking prowder, Every player is assigned
a target - another player hidden in the crowed.
Simultaneously, each player is baing hunted
as well, Arricl the rary similar-looking figures
walking the streets of the city, it's a gerwine chal-
lenge to pick out your target. On defensa, you
can protect yourself by keeping a low profile and
blending well with the crowd, Inevitably, some-
one makes a wrong move, and the chase is on.
The franchise’s rooftop chases camy a much

greater threat whean a real player is on your heals.

Special abilities allow players to morph and hide
in the environment, or gain special offensive
strikes like a long-range gunshot. The ultimate
effect is a brand-new dynamic for multiplayer all
about deception and agility - a perfect pairing to
the single-player experience.

That single-player campaign is receiing some
equally exciting additions and developments.

As the story begins, Ezio has struck down

the commupt pope and returned to his villa in
Monteriggioni, only to have it besleged by morne
of the deviish Borgia family. All the hard weork
building the villa is lost as cannons and siege
towers assault the walls.

When the day is done, Ezio has lost everything,

and is forced to begin anew in Rome. Now

fully trained as a master assassin, he begins to
gather fledgliing recruits to his cause. Even as he
wanders the streets of Rome fighting the Borgia,
he continually grows and trains his troops, send-
ing them off on assassination missions across
Ewope to prepare them for the fights that lie
ahead. Every member of your brotherhood gains
levels and abilities, and can then be called upon
in exciting Brotherhood Assistance Momenis
(BAMS) to strike out at enemies. Call down an

assassin from the rooftops to stab a rifleman
lookout. Send a flurry of crossbow bolts into a
phalanx of guards. Have your men hurl a bewvy of
smoke bombs into a well-protected church. The
game does an amazing job of communicating
that Ezio is now a leader of a small amy, and the
player gets to reap the reward of that sensation.

Assassin's Creed: Brotherhood had a surpris-
ing and exciting showing this year, sweeping
aside many doubts about the viability of a sequel
50 soon after the last instaliment. While we're
eager to see where the next generation of the
franchise is headed with the inevitable Assassin's
Creed 3, this year's E3 made it clear that another
twrn with Ezic should be maore than worth our
time and attention. » Matt Miller

To see ihe muttipkyer railes, visil gamainfonmer, comimag

» Platform
PlayStation 3
Xbox 360 « PC
w Style
1-Flayer Action
(8-Player Online)
¥ Publisher
Ubisoft

» Developer
Ubisoft Montreal
¥ Release
November 16
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(Multiplayer TBA|

% Publizsher
Electronic Ars

» Developer
People Can Fly,
Epic Games

# Release
February 22, 2011
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n Bulletstorm, run of the mill enemies are not supposed
to conjure fear or terror in the player. Rather, developer
People Can Fly wanis you to look at these meatbags
as opportunities to demonstrate your demented creativ-
ity for wanton destruction.

Bulletstorm had a prime-time slot during EA's E3 press
conference, with Epic producer Tanya Jessen enthusi-
astically walking the audience through a new section of
gamepiay that follows protagonist Grayson Hunt and his
cybarg sidekick lshi Satlo as they fight through a facility
swarming with baddies in order to get Ishi a recharge.

The behind-closed-doors demo was the same scenario
we checked out for our Bulletstorm cover story. Armed
with a Peace Maker Carbine (PMC), flail gun, and electric
leash, Grayson faces small groups of unintimidating bad-
dies served oul in incraments, with the battle culminating
ina mish with a huge plant-like monstrosity.

You're the conductor of this blood symphony, and
Bulletstorm offers tons of choices for brutalizing your
foes. The game doesn't reward you for simply filling your
enemies with lead. Instead, you're encouraged to use
more creative methods, like lifting enemies off the ground
with the leash and lodging bullets in their skulls or grains.
Using the environmental hazards littered around the world
to your advantage also vields major points. Kick dudes
into mutant cacti, tie them up with an explosive flail gun
raund and send them flying into a group of compatriots
before detonating the round, or send an explosive barrel
their way - the choice is yours. Once you rack upa
decent amount of points, you ¢an use them to buy over-
charged upgrades for your weapons.

Like all Epic games, the controls feel tight, the particle
effect-filled environments look fantastic, and the humor
is stylishly sophomaoric, Gamess gravitated en masse to
Bulletstorm's explosive, over-the-top action on the E3
show flgor, and we're looking forward o spending more
time in this destructive playground. » Matt Bertz
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Mortal Kombat

Pouring buckets of gore on gaming’s bloodiest series

0

® Platform hen Midway Games filed Chapter 11 sequences and special moves together. You'll
PlayStation 3 bankruptcy in 20089, most of the com- aven be able to create combos that link the
*hox 360

» Style
1 or 2-Player Fighting
[Online TBD)

pany’s development studios and game
properties found new homes. Midway Ghicago,
the team behind the Mortal Kombat series, qui-
etly joined the Warner Bros. Interactive family,

attacks of tag partners,

Pummeling your opponent doesn't just bring
sadistic satisfaction. As the hits land, you'll . L
also be powering up a Super meter that ¢can be ¥

» Publisher and it didn't take long for Warner to reveal tapped to enhance any one of the character's
Warner Bros. Interactive  that this studio was working on a new Mortal special moves. When the Super meter is filled,
» Developer  Ombat game. you can tap into an X-Ray move. As the name
NetherRealm Studios When this news hit, the Internet immediately implies, this move highlights the brutality inflicted
» Rolonss latched onto the idea that Ed Boon and his team  on the bones and organs of a fighter's body
Spring 2011 (renamed MNetherRealm Studios) was working on through a 2oomed-in x-ray lens. You'll see jaws

the saquel to Mortal Kombat vs, DG Universe
{ancther property owned by Warner). As much as
| enjoyed watching Scorpion harpoon Suparman,
Mortal Kombat vs, DC Universe wasn't really a
Mortal Kombat game.

In the weeks leading up to this year's Electronic
Entertainment Expo, NetherRealm Studios
redeased a teaser video for its new product. Fan
reaction couldn't have baen greater. Like Streat
Fighter before it, Mortal Kombat is returning to its
20 roots, and it will be bloodier than ever.

The game is being designed like a band's
greatest hits album, collecting the most beloved
characters and arenas from the series’ past.
Sub-Zero can freeze Scorpion in his tracks as
the angry trees from the Living Forest look on.
Are you tired of watching Johnny Cage hit Liu
Kang in the family jewels? A perfectly timed
uppercut will send him flying into the pit.

Most of the characters are equipped with
moves and weapons previously seen in the
series, but the fighting that unfolds and the
combos that are constructed are basad maostly
off of player ingenuity. “| want players to discover
their own combos,” says Boon. The game cffers.
plenty of pre-scripted combios for each charac-
ter, but players will find new ways to chain the

shatter, spines snap, and if you're using Sub-
Zero, you'll see what happens to a liver that is
frozen and crushed by a hand,

These moves are as brutal as anything the
series has offered before, but they don’t stack
up to the level of gore tied to the new Fatalities,
| wouldn't be surprisad if Ed Boon told his
teamn to make these finishers as disgusting and
conlroversial as they could. Scorpion slices his
apponent in two at the waist, and as their torso
precariously balances on the legs, he severs
their head, which also balances like a grotesque
game of Jenga. Not finished, he kicks his oppo-
nent’s torso to disassemble the pieces. As the
head twirls through the air, he cuts it clean in
half with a vertical slice. To say this game is vio-
lent is an understatement. To say it could be the
most viclent game ever made may be a fitting
descriptor. » Andrew Reiner




The roster so fax... ,
The character select Sereen
shown during the E3 demo
features 26 slots for char-
acters with additional slots
set for random selection and
DLC. While not the ludicrous
size of the roster in Mortal
Kombat: Armageddon, this is
a sizeable list that Boon says
will consist of fan favorites, as
well as a few surprises. Here's
who's been revealed so far.

» Johnny Cage
# Kung Lao

» Mileena

» Mightweol

» Raiden

» Reptile

» Scorpion

» Selctor

» Shao Kahn

» Sub-Zeto
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= Platform

Xbox 360

» Style

1 or 2-Player Shooter
{16-Flayer Online)

» Publisher
Microsoft Game Studios
# Developer
Bungie

» Release
September 14
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Halo: Reach

Still a contender

alo has been a sales juggernaut and a

critical success for nearly a decade. Some

have wondered whether Bungie has the
wherawithal to bring another blockbuster entry
to gamers this fall. For those who saw the game
on display at this year’s show, those concems
have been largely dispelled.

Reach's campaign is the story of one gigantic
battle that stretches across a planet. The scope
of that conflict was on display this year in a level
set about halfway through the game. The new
heroes of the Spartan Noble team assaulted
a launch facility in a daring gambit to turn the
tide of the engagement. Blasting through orbital
drop pods populated by dangerous Elites,
we saw the way armor abilities can change
the battlefield even during single player. One
Spartan threw down a protective shield just as
an enemy Ghost vehicle charged, We also saw
how execution moves could be used to drop an
enemy from behind in a close-up melee flourish.
Haowewver, it was the second half of the damo.
that changed the game.

Nabile 6 breached the building and leapt into

a Saber - a high-powered space fighter that
went hurtling into orbit. From there, the ground
combat we've become familiar with over the
vears transformed into a thrilling outer space
shootout, with Covenant Banshees and Seraphs
swoaping about sireaming plasma trails. Debris
tilts and spins through the void. The defending
station finally comes online to launch a hail of
gunfire into the attackers. s a great example of
how Bungie still has some tricks up its sleeves to
keep Halo players on their toes.

E3 also offered Bungie the chance to reveal
their newly redesigned Firefight mode. The
cooperative fight against waves of enemias
returns, now with full customization options.
Players can set number of waves, what enemies
show up, weapon selection, and active skull
effects - including the addition of custom skulls,
Your personal game sattings can be saved and
shared over Xbox Live, so the best combina-
tions will risa in popularity over time and per-
petuate across the community.

Mew game types lke Generator Defense
«change up the action. In this game type players
work together to hold off the Covenant attack-
ers from destroying a vulnerable power genera-
tor. Players can focus their efforts on a single
generator or try to keep them all alive, They can
alzo lock down the generator for a short period
of invincibility during dire situations. We also
played through a hilarious game of Rocketfight,
a firefight with infinite rocket ammo and huge
waves of enemies.

New weapons premiered, like the super-
heated plasma rounds of the Covenant con-
cussion rifle. There was even a new armor
ability called the drop shield, which heals and
protects allies, allowing for some players to
adopt a medic role on the field. Taken together
with the excellent campaign presentation,
Reach is looking as good as we hoped. We're
only a few months away from seeing how it all
comes together. » Matt Miller




LittleB

gPlanet 2

Sackboy returns with a slew of genre-bending creation tools

hen Media Molecule's charming gem
\/\/ first hit the scene two years ago, the

adorable platformer spawned a cre-
ation revolution Talented users from across the
globe created levels that rivaled the best Media
Maolecule had to offer with its robust toolsst,
and over two million levels have been shared to
date. LittleBigPlanet 2 will give this community
of budding developers the chance to create not
only levels, but entire games across multiple
genres with its vast set of creation tools.

Media Molecule showed off a series of levels
that were part of its Community Game Jam,
an event designed for top creators in the
LittieBigPlanet community. During a studio visit,
the users were shown developer-created levels
from the saquel and were then tasked to create
their own wsing the toolset from LittleBigPlanet
2 in a mere 24 houwrs. The resulls were impres-
sive, We saw a real-time strategy game, a retro
space shooter, a 20 brawler, a sumo wrasting
game, and more. When playing these levels, we
were amazed not only by the range of genres
users explored, but how each level's design
was different down to every piece of geometry.
It was also apparent that users can tinker with
physics, which can make a zero-gravity adven-
ture in space or a game of bumper cars feel that
much more realistic.,

We were shown several of the new creation
tools during the demo, but one of the standouts
was the ability to create Sackbots. These Al
bots can be any size you wish, plus you can
customize their proportions and costumes, Al
logic can be applied to these bots, which can be
programimed to follow you around, attack you,
or simply follow a path of your choosing, allow-
ing you to create tons of mini-Sackbots for your
«own version of Pikmin or to develop the next
Ieo. I you simply want to Create your own music
video and make the bots groove, you can record
motions performed manually using the analog
sticks and triggers. Once you stop recording,
the motions are looped for an adorable dance
sequence. Though seemingly complicated, the
interface's labeling is straightiorward and easy
to navigate.

Meedless to say, amid the gunshots, explo-
sions, and bloodspatter on the E3 show floor,
it's refreshing to see this family-friendly innova-
tor gat all the: attention it deserves. We cannot
wait to see what the community will come
up with when LittieBigPlanet 2 releases in
Novermnber, » Annette Gonzalez
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Kirby is still cute as a button

fter all thesa years, codles of gamers still

have a soft spot in their hearts for Kirby.

From hardeore FPS players to grizzled
MMO addicts, Mintendo's little pink cream puff
has successiully clogged our anteries. That's
why Nintendo’s announcement of Kirby's Epic
Yam for the Wi has droves of gamers smiing
with childlike anticipation. Two-player co-0p,
fighthearted gameplay, and a texturized aes-
thetic are just a few reasons this game has Wii
owners excited to revisit their old friend.

Kirby's Epic Yarn features a hand-crafted
veneer not unfke LittkeBigPfanet, Everything in
the colorful world is composed of cloth, zippers,
buttons, yam, and other items you'd find in your
grandmather's knitting basket. The nesdlework
presentation deesn't merely serve as a visual
gimmick, however, as many items react like they
would in real life. Unzipping two pieces of cloth
causes one piece of fabric to realstically fiutter
downward, revealing secret passages behind.
Buttons are even used as anchor points for
Kirby's yam whip. The best-looking Wi games
often accept the Wii's graphical limitations,
resulting in creative marvels such as this,

Epic Yarn's striking visuals are sure to motivate
naarby friends to seize the W Remote, but with
2-player drop-in‘drop-out ¢o-0p you won't have

Kirby's Epic Yamn

to wormry about passing the controller. With the
press of a button of Kirby's pal, Prince Fiuff, can
pop into the game to help whip enermies into
shape and make platforming easier. Both char-
aclers have access to the same moves. While
lassoing baddies, swinging from the yarn whip,
and throwing one another onto tricky platforms
takes center stage, other classic Kirby transfor-
mations return, Each character can transform
into a destructive brick, submersitle submarine,
speeding car, or floating parachute. In one
section the duo combine fke cuddly Power
Rangers. morphing into a screen-filing tank
armed with swarming missiles and a rocket-
powered boxing glove.

If you're fretting a mction-controlied mess,
stop right there. Kirby's Epic Yarn is confrolled

MES-style, with the Wil Remote turned sideways.

Cid platforming skills spark to life instantly, as
the game's intuitive: controls are easily mastered.
With this simple control scheme in place, devel-
opers Good-Feel (Wario Land: Shake If) and
HAL Laboratory {Super Smash Bros.), are free to
incorporate motion gameplay in interesting ways
such as steering the fist of the giant Kirby mech,
Uniike other oldschool platformers, the Kirby
seres has been known less for its blistering
difficulty and more for its approachable fun.

Epic Yarn is no different. Kirby and Prince Fluff
collect loads of colorful gems throughout the
game. Each time they take damage the shiny
collectibles shake loose, lowering their end of
level scores, This more forgiving penalty replaces
death, 50 less-experienced gamers can keep on
trucking even if they take a wallop,

Whila the padded difficutty is guarantead to
polarize Kirby fans, Epic Yarn's gonzo boss
fights are sure to entrance everyone. A giant
yarn-crafted dragon is the first massive theeat
Kirby and Prince Fluff must defeat. The fire-
breather spews out flaming buttons, which
must be lassoed and return-fired by the player.
Hafty damage causes the beast’s button-tipped
tongue to loll from s mouth, begging to be
whipped. After wrangling the dragon's tongue,
players pull back and lat ‘er rip. Watching a hulk-
ing, mythological beast get taken down by two
adorable puffs is ever-satisfying, and moments:
lke this are sura 1o have co-op buddies cheering
in tandem.

Kirby's Epic Yarn is shaping up to be the
Wi game you didn't know you wanted. The
winning combination of rock-solid gameplay,
enchanting visuals, and slick co-op make this
one title to keep your eyas on leading up to its
release this fall. » Tim Turi



Rage
id crawls out of the hallways

goraphobes might be upsat about
A the direction id's taking with its latest
shooter, Rage, but the rest of us

couldn't be happier, Rather than developing
vet another corridor shooter, the company is
tearing down the walls and delvering its first
wide-open experience. It is id, however, so
don't expect placid glades, lush fields, and
tranquil spaces. The world might be a more
open place, but it's been ravaged by the lin-
gering effects of a meteor collision and over-
taken with a fascist regime and rampaging
mutants. Good thing you've got your guns.

Players carry an arsenal of weapons in Rage,
and they're a bit more specialized than the
“pistol, shotgun, rocket launcher” template
we've become accustomed to. The wingstick
is a razor-edged boomerang that removes
limbs (and heads) with aplomb. Handguns can
fire a variety of ammo types, including electric
rounds that provide a fatal jolt to enemies
unfortunate enough to be sharing the same
puddie. Engineer items can also be deployed,
such as a bomb-equipped RC car or spider-like
turrets. Players cobble these things together
with scavenged spare parts, and id says blue-
prints for new items are scattered throughout
the world.

The game's engine, id Tech 5, makes explo-
ration a visual treat. The engne's biggest
bullet point is also the easiest one to spot. The

Civilization V
The genius is in the details

ig changes are coming to the godfather of

strategy games. New lead designer Jon

Shafer and the team at Firaxis are shaking
up the Civilization formula in a lot of ways, but
Giv V's E3 showing replaced our fear of change
with excitement for the future.

“You already know about the big new features:

a hex grid instead of squares, the removal of
anmy stacking, and the addition of minor nations.
What stuck out at the show wena smaller details.
Money is receiving a needed boost to make it
attractive to pursue wealth rather than go all-out
on research. Gold can buy additional tiles for
your cities to work and is a major component of

game's world has been crafted using megatex-
tures, which allows the studio’s artists 1o create
areas by hand without resorting to smaller,
repeating textures. The demo’s opening
expansa, set in a wide canyon, demonstrates
the tech to great effect. The area is filed with
rocky outcroppings, boulders, and steep walls,
and it utilizes a stunning amount of variety.
Areas really do look unigue, without the strange
quilted quality that other games with large
worlds often resort to.

That was perhaps demonstrated bestina
level shown at E3 for the first tima. The Dead
City is an area ordinarily off-imits to survivors,
It's essentially a ruined downtown center

the expandad diplomatic options - particularty
with minor city-states, Firaxis says that improved
automation oplions allow players to lat the Al
handle more tasks like the detals of city gover-
nance and research paths, leaving players free
to focus on big-picture strategy without gimping
their empires. Most impartantly, Civ V's commu-
nity support leoks amazing,

Rather than downloading a file from a third-
party website and unzipping it into a specific
folder in your Program Files directory (and
hoping that you got the latest version of it and
that it's compatible with your game wersion), Civ
W players can use the in-game mod browser

that's been reclaimed by mutants, and as we
saw, worse. The palette is almost overwhelm-
ingly gray. but structurally it’s stunning. As we
walked down the cracked asphalt street we
spied crumbled parking garages and more
than a few buildings that seemed as though
they might fall at the slightest provocation. After
tearing through a grenade-launching creature
the size of a Fallout 3 supermutant, we thought
the worst was over. Far from it. The demo
ended with a glimpse of a mutant large enough
to straddle the two-lane street with ease.

If that's what wie're up against, it's definitely good
that we've got some room to run, « Jeff Cork

to easily coordinate all of the details. Civ IV has
one of the most active and engaged modding
communities in the world, and that's without
much post-launch support from Firaxis. With
this addition, Civ ¥ has the chance to be some-
thing truly special.

Chilization V releases on September 21, so we
don’t have long to wait before judging whether
it's a worthy successor to arguably the best
sirategy game to date. » Adam Biessener

Visi! gamednformcom o read an intendew with igad designes
Jon Shaler and more .
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Donkey Kong
Country Returns

Metroid Prime developer steps in for Rare

since we last saw Nintendo’s brutish gorilla
in a game all his own. UK. developer
Rare brought the character back to relevance
in the mid -"90s with Donkey Kong Country,
but it's been nearly 15 years since Donkey
Kong Country 3 landed on the SNES. Recently
it seems like Donkey Kong has been limited to
appearing in ensemble titles ke Super Smash
Bros. and Mario Kart or relegated to starring in
offbeat titles like Donkey Konga. We've missed
the big ape, so we were happy to hear Nintendo
announce Donkey Kong Country Retumns for the
Wi at this year's E3. We put the game’s new
co-op mode through its paces at the show and
walked away wondering why it’s taken Donkey
Kang this long to retum to the jungle.

In Conkey Kong Country Returns, a group of
evil Tiki creatures have taken control of all the
animals on Donkey Kong lsland. Of course, their
first order of business is to sneak into Donkey
Kong's secrat banana hoard and steal the big
guy's precious supply of bananas. VWhen Donkey
Kong discovers that his stash has been raided,
e loses his calm and enlists his nephew, Diddy
Kong, to help hunt down the missing fruit and
torch some Tikis.

Retro Studics, the developer behind Metroid
Prime, has been tapped for this rebirth, and
the studio has focused on building a Wii plat-
former that will appeal to fans of the classic
SNES series. Barrel cannons and mine cars
are strung together throughout the levels,
creating tricky platforming sequences that
are rewarding to navigate. Just like previous
games, the letters K-O-N-G can be collected

H & predates Mario, but it's been a while

video games couldn't be
mare fun that  barrel of monkeys then.

nevermind. That joke is stupid. We apologizs

to unlock a bonus at the end of each level,
While Returns may be built on a 3D engine, a
fixed camera (2 la New Super Mario Wii) gives
this game a classic 2D feeal.

In co-op, Diddy Kong joins his uncle's quest.
Both characters are able pound the ground,
which stuns nearby enemies for a short time,
but only Diddy comes equipped with a jet pack
that allows brief hovering and a peanut pop
gun, Diddy will also be able to jump on Donkey
Kong's back at any point in the game. While
riding piggyback, Diddy won't have much control
over where the duo goes, but he will be able to
shoot peanuts at their enemies. He won't have
to worry about navigating some of the trickier
platforming sequences, making Diddy a good
chaice for less-experienced gamers.

Donkey Kong Country Retumns won't hold
your hand or coddle you to sleep with soothing
nursery riwmmes; the game is an unapologetic
challenge. When we faced off against one of the
bosses - a giant rhino-faced toad - it toock us a
few tries to get a hang of the mechanics needed
to successfully jump over its spiked nose and
slap the weak spot on its back. Retro Studios”
take on Metroid included some drastic
changes, but with Donkey Kong it seems
the studio has taken a more conservative
approach, sticking to a design formula that
made the earfier Donkey Kong Country
titles so popular. Donkey Kong Country
Returns should make a great hofiday gift
for Nintendo fans when it comes out
near the end of the year. » Ben Reeves
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Twisted Meta

Scny’s ultimate car combat series gets a much-needed multiplayer makeover

n the mid-'980s, David Jaffe gave gamers one

of the first must-have titles for the original

PlayStation. Twisted Metal had personal-

ty cozing out of every pore, and backed up

ts wicked sense of humor with fantastic car
combat gameplay. Its sequel improved upon
everything that was beloved about the original,
but a switch in developers caused the rest of
the PSone titles to be mere shadows of their
former selves. Jaffe brought the series back
to the quality it had once seen with the PS2's
Twisted Metal: Black, but the series has been
dormant since its 2001 release (outside of a
FSF title and subsequent P52 port). At E3 this
year, Sony sent the message loud and clear:
wisted Metal is back.

Jaffe's Eat Skeep Play studio presented its new
take on the series at the end of Sony's press
conference, and it is wikder than ever before,
‘While still focused on insang characters driving
ridiculous anmed vehicles, it appears that multi-
player will be more of a core element to the title
than we've seen in the past.

While local multiplayer has been a series
staple since the beginning, online play has never
reglly taken off. Twisted Metal: Black Online
was released during a time when most gamers
didn't have their PS2 connected to the Internet,
Twisted Metal: Head On for the PSP allowed

online play, but the handhedd nature of the game
didnt offer the scope of a console titke. With the
series heading to the PS3, this will be the first
true chance for Jaffe to show off car combat with
an online focus.

The team showed off Nuke mode in-depth. it
plays like the mast deranged version of capture
the flag that you've ever seen, with bodies being
dragged behind cars in place of flags. We saw
two tactions — Clowns, ked by Sweet Tooth,
and Dolls, bed by Doliface (driver of Darkside
ir ). The endgame is to
tion's massive effigy that's
rer the city. How you accomplish this

Things start out in basic CTF format, except
the flags are represented by your rival faction's
leader. In the demo we saw, Sweet Tooth and
Doliface were manr ing turrets deep in their own
temitory. Your first objective is to secure the rival
leader and drag them near your team’s missile
launcher. Driving over them automatically ropes
thern to the back of your car, and their body
comically flails behind the wehicle as you speed
back to your part of town,

Once you get them within your missile
launcher's perimeter, it starts belching flames and
transforming. Keep the leader within the circle
long enough and you can sacrifice them to this

demnonic contraption. This launches a missile,
which you then steer fowards the other team’s
effigy. As it's in the air, the other team must
scramble to shoot the projectile out of the sky or
destroy the pllot near the launcher itself.

tsawv and ridiculous multiplayer mode, but
we'd expect no less from a franchise featuring
a homicidal clown as its mascot. This new title
rmay have more of a focus on factions and team
play, but that doesn't mean we won't be seeing
the series’ trademark story segments. According
to Jaffe, “We're going for edgy Twilight Zone
stories rather than the dark, depressing stuff we
did in Black.” He also said that the team is push-
ng for a Teen rating that would be maore in lin
with Twisted Metal 2's style rather than the gr
violence of Twisted Metal: Black.

W s won't be tied to specific characters
this time arcund, as they need to be mone flexibile
for onlfine play. So far, we've seen a handful of
the 12 to 16 total cars expected to be in the final
version. Roadboat is a large vehicle that can pull
n enemies with a magnet. Once attached, it can
fling them across the environment or ram them
nto walls, Viermin is an exterminator vehicle that
launches remote-controlled rat missiles. If you
select the tow truck, you'll be able to spawn tax
cabs behind you to use as makeshift projecties.
An ambulance launches a helpless patient ona
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Rather than a handful of lone paychopaths, multiplayer
features factions of lke-minded wackos
T_ v = //} Warhawk was a helieopter boss in Black, but this new
- T - > | entry marks the first time choppers are salectable

s—Y PR L
S

Sweet Tooth mans a vehicle
reserved for series regular Ma. Grimm
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God of War: Ghost of Sparta

lore monsters and mythology for Kratos to wreck on PSP

f you thought that God of War lll put a cap
«on the story of Kratos, think again. Sony
will continue building the franchise this
year with God of War: Ghost of Sparta. Like
Kratos's previous handheld adventure, Chains
of Olympus, this PSP outing will fill in some
gaps in the series’ lore, specifically exploring
what happenad between the first and second
game in the main trilogy. As a game, though,
Ghost of Sparta looks to be a better effort than
Ready at Dawn's already-awesome previous
God of War release.

The biggest reason for this improvement is
the inspiration that Ghost of Sparta takes from
God of War lll. This ranges from Ettle things, ike
the button prompts for quick time events now

appearing on the sides of the scresn rather than
in the middle, to more important changes like
a greater focus on cinematic moments and set
pieces that break up the game's bloody action.
Ghaost of Sparta will expand Kratos's impact
on Greek mythology even further, pulling in many
first-time: appearances for the franchise, includ-
ing the monstrous Scylla, the cursed king Midas,
and mone. Most importantty for fans, this side
story was plotted out alongside God of War Iil's
development, 5o there are cerlain references
in God of War Il - such as Poseidon’s cryplic
exclamation that “Atlantis will be avenged” early
in the game — that will finally be explained in
Ghost of Sparta.
As far as new moves for Kratos's arsenal, the

biggest addition comes in the form of Hyperion's
Charge, a special grab that lets you follow up
with multiple options: beating your opponent
with your fists, slarmming them into the ground
repeatedly, or tossing them away. Kratos will also
gain a new chain lightning spell and a spear and
shield combo that should allow for a more defen-
sive play style.

God of War Ill may have offered up a satisfy-
ng conclusion to the saga, but that doesn’t
mean we're not interested in more. As long as
Sony keeps putting talented teams like Ready
at Dawn on the job, this is one franchise we
have faith in. » Phil Kollar

Marvel vs. Capcom 3: Fate of Two Worlds

Capcom’s fighting gem plays

Il it takes is one look at Marval vs. Capoom
A 3 to recognize not only the iconic char-
acters, but also the legendary franchise’s
unigque flair. Entries in Capcom’s classic
crossover games are unmistakable, and each
is anticipated more ravenously than the last.
Capcom finally lat eager pugilists get their hands
on the arcade stick and join this epic clash.
The verdict? This is shaping up to be a fighting
game for the ages.
Marvel's influence is obwious, with thick shad-
ing dancing across every character, creating
a look somawhene betwaen 20 hand-drawn
sprites and Street Fighter N's 3D character

good as it looks

models. Briliant strokes of color accent each
claw swipe and gun blast, painting a vibrant por-
trait of the devastating attacks. Each character

is faithfully recreated - The Hulk's head obscures
health bars and Dante moves. with a flashy grace
that only he possesses.

Like any true fighting game, MvC 3 is best
played with an arcade stick, As with SF IV, con-
trolling 3D characters on a 2D plane feels tight
and snappy. You can use Dante’s upward sword
swipe to launch foes into the air, then tag in
Captain America for some high-altitude slapping.
Once you've got the timing down, you can swap
in your third fighter to either juggle your opponent

higher in the air or slam them to the ground. If
you've got Dante, Deadpool, and Chris Redfield
in your party, why not finish them off with a team
hypercombo, in which all three riddle the compe-
tition with relentless gunfire?

These screenshots are only an appetizer to
the gorgeous combat. You need to see the
game in motion 1o adming the pugilistic poetry
Capcom has brewing. No new characters have
been revealad since our last feature, but we
can’t wait until there's more to share about this
high-octane fighter. » Tim Turi




Fable I

t takes a big man to admit his mistakes, and
when it comes to his problems with Fable Il,
dasigner Peter Molymeaux is as gigantic as
his reputation. During our E3 demo of Fable
i, Molyneaux laid out all of his criticisms of
the series, and detailed exaclly how Lionhead
Studios is going to fix them.

Maohneau started the demo with a stark
admission: He didn’t ike Fable Ii's story, and
considers it generic and forgettable. With Fable
lll, the team at Lionhead sat out to craft a story
that is instantly understandable and appealing:
‘Your mission is to amass enough
power and fame to overthrow the
tyrannical dictator of Albion, then
slep into his shoes and rule the
land yourself. Your coronation will
come roughly halfway through
the story, and infroduces a
variaty of new gameplay ele-
ments, as you allccate your
kingdom’s wealth, sattle
disputes brought before
you in court, and decide
whether to honor or forget
all the promises you
made 1o your sup-
porters on your rise to
power, You'll still have
the ability to travel
the countryside
slaying hobbes and
saarching for trea-
sure with your trusty
pooch - but you'll
probably have to
don a disguise in
order 1o be left

alone. Molymneaux stated players will learn certain
truths about power, which may result in you
acting mone fke your despicable predecessor
than you would ke,

Molyneaux's criticism of Fable Il cidn't end with
the story: the worst part of the game, he told us,
was the start button - the player was constanthy
drowning in statistics and lists and never really
fedt ke they were leveling up or amassing a
fortune. For Fable lll, all of the items that were
previously hidden in menus now reside in the
Sancluary, a series of rooms that house your
various collections. Your faithful butler Jasper

{woiced by the hilarious John Cleese) assists

you in each of the Sancluary's areas, Thesa

nclude a dressing room with the hundreds

of clothing items you have acquired (Jasper
will lay out select costumes for you on manne-
quing); an armory that displays all of the weap-
ons you've collected or crafted; and
a treasure room, which will siowly

fill with mountains of gold as you

accumulate wealth (there was
also a co-op room, but Molyneausx
wasn't talking about it yet). As
Maolyneaux showed off a long
ine of customized swords -
the visual style of your weap-

ons nNow evolve based on
how you use them - it was
instantly clear how much
more rewarding collecting
iterns will be in Fable III.

A varigty of other
improvements we saw
reinvigorated our love
of the series. Magic is
now bound to enchanted

gloves, which can be mixed and malched to
create different efiects based on each glove's
leved and ability. Co-op has also been revamped,
now providing a complate experience: Your
visiting friend can bring all of ther weapons and
powers into your game, and the two of you can
travel independently o wheraver you want in
the world. Thanks to the new Victorian-gra tima
period, the game has more of a distinct style
than most fantasy games, too.

Mobyneaw is infamous for making impossible
claims about what his games will deliver to play-
ers, but from what we saw at E3, we are once
again hopeful that Microsoft's seminal RPG won't
chzappoint fans, » Jeff Marchiafava

ctions will garner you followers,
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Killzone 3

We tour Helghan in 3D

@ had a solid half hour with Killzone 3, a Sony
W Bravia 3D TV, and some active shutter glasses
and saw how the game's much-touted 30

effects held up. While there was some slight ghosting on
the images from time to time, we never felt the nausea
that sometimes comes with 30 gaming. There is a very
shght downgrade on the visuals since the image has to
be doubled and offset for the 3D effect to work, but the
dip isn"t that perceptible.

The first segment of the demo begins in a ship fiying
through wintry canyons while you blow away incom:
ing enemies. with a turret. it's not long before wou crash
and have to hoof it through a snowy base. One of the
first nice 3D touches is fluttering snowflakes that dance
arpund onscreen at all imes, Using the iron sight on the
rifle could easily make you cross-eyed, but it's handled in
a way that isn't jaring and manages to make the gun feel
more like a real physical object. As far as enemy attacks
go, the rocket shols have the most impressive 30 effect
50 far since you can see them blasting toward you as
opposed to mostly invisble bullets. The most amusing
weapon to use was the new WASP The standard shot
blasts a series of wild, spiraling missiles toward your
target while the alt-fire works ke an air strike that can
wipe out a tank in a single shat,

The jet pack introduces a new platforming element to
tha series. Surprisingly, it controls ke a dream. You hit L1
1o get a generous vertical boost and press the X button to
shoot forward. Not once did we have to worry about fall-
ing off an icy platformn. The pack also provides some nice
alternative tactics to the standard run and gun strategy.

In one area there was a small building full of enemies all
shooting at us through the windows. Normally, this forti-
fied position would be tough to infiltrate, but the jetpack
opens up a new option. We flew over, landed on the roof,
and tossed a few grenades down through a hole and that
was that. » Bryan Vore

A Rock Band 3

Welcome back to easy
difficulty, suckers

PlayStation 3 pulls us back in with a keyboard peripheral, a pro

» Platform \_J ust when we're getting over guitar games, Harmonix
Xbox 360 + Wid mode that simulates real instrumentation, three-part

» Style vocal harmonies, 83 new songs, and backwards com
1 to 7-Player Rhythm  patibiity with all previous Rock Band on-disc and DLG
(Online TBA]  (axcept The Beatles and a handful of RB 1 songs).
» Publisher We got our hands on all of the new and modified instru-
MTV Games/  ments, and were shamed from the heights of expert and
Electronic Arts  hard difficulty down to pro mode's easy and medium
» Developer  Settings. The 25-key keyboard ($80) takes about half a
Harmonix  song to figure out where your hands are in relation to
» Baleans motes onscreen, but it's fun finding chords and tapping

Fall N time to a Huey Lewis synih [Only Bryan thinks playing
Huey Lewis songs is fun, Don't judge the rest of us. Ed]. If
you already own a real MIDI keyboard, a 340 adaptor can
make it work with Rock Band 3.

The pro drums are the easlest instrument to adapt to,
since Harmonix simply added three cymibals ($40) to the
standard Rock Band kit. Scrofing onscreen notes are
now shaped ke toms or cymbals to differentiate where
you should hit, This adds a new dimension to drumming
without slipping on a bunch of confusing new colars to
the note charts.

The most drastic and exciting advancement, however,
comes in the guitar department. We played with a real
Fender Stratocaster specially outfitted with gaming elec-
tronics, and it actually works, Using standard guitar tabla-
ture layered on top of scrolling gems, players ane playing
the real parts of the song during pro difficulty. The price
fior this setup has yet to be determined, but if you'd rather
not mess with changing strings and spend presumably
less money, there's also a new plastic Fender Mustang
controlier (5150) that simulates all of the frets and strings
of a real guitar,

If you'd rather stick with traditional five-button
gameplay, the game plays like classic Rock Band. But
we've got a feeling plenty will be tempted into dabbling
with the pro guitar parts. » Bryan Vore




lcomic cartoon Steamboat Wi
parfect setting for a 20, side-scrolling segment

provides the

Stylized cutscenes
are a visual treat

Hands-on with Mickey's grand adventure

th an impressive showing at the
Nintendo press conference and on the

E3 show floor, Epic Mickey conlinues
to position itself as one of the most compelling
third-party titles on the Wi,

Asg detailed in our cover story last Dacember,
Epic Mickey is divided into three types of play.
The meat of the game centers around Mickey's
painterty interaction with the world; his behavior
in these “action zones™ greatly influences the
experience. Hub worlds offer Mickey a brief
respite from his adventures, allowing him to
shop, gather information, and interact with other
inhabitants of the Wasteland. Two-dimensional
side-scrolling segments are transitions betwean
the two, paying homage to classic Mickey car-
toons like Steamboat Willie,

Cur demo begins in a hub called Venture
Land, where notoricus Captain Hook yes-man
Smee grovels for help, His prate posse has been
carted off to Skul Island and is being converted
to soulless Beatleworx creations. To aid him,
Mickey must first secure boat parts. One particu-
lar pirate is willing to part with a péece if you help

him woo a lady friend, T cho that, you need flow-
ers. Tiki Sam - devoid of color to represent his
animated origins = has some in his shop, but he
requires you do yet another task to receve them,

Here you are presented with a moral choice
Sam asks you to ferret out three masks hidden
throughout Venture Land. The player can scour
the island and find all of them or stop after secur-
ing a single one. You could then give the first
mask 1o Sam, erase an entrance into the back
room of his shop, and steal it back. Repeat this
deceit another time and the flowers are yours.

Once all the parts are in your possession, Skull
Igland awaits. Several massive chains have ren-
dered Smee's ship immovable, and the anchors
must be erased to set the ship free. Located in
a vast ocean of thinner, Mickey must carefully
platform between a series of smaller islands
in order to aveid being “puddied.” Puddiing
i5 Disney's answer 1o traditional death, with
Mickey respawning without penalty after a few
moments' time.

On Skuill Island we meet the Tints and Turps.
(short for turpenting). When Epic Mickey first

debuted, Junction Point head Warren Spector
showcased his “playstyle matters” mantra visu-
ally through Mickey's appearance. Frequently
using thinner would result in a rat-Eke protago-
nist. Restore the world with paint and Mickey
would stand tall and proud. After months of
careful consideration, Spector benched the idea
in favor of a single, uniform aesthetic. Now, Tints
act as a guardian and visual indicator for hero-
ism, Conversely, Turps wil circle Mickey if the
player prefers a more destructive playstyle.

After erasing all four anchors and freeing the
ship from its sizable burden, Smee is free 1o sall
the seas again. With his objective met, Mickey
can return to the hub or rescue the remaining
pirate crew from their automated fate.

The standout feature of the demo was the
impressive visuals. Lighting models, texture, and

animaticns have been polished across the board.

Whille controls feel more Bke a work in progress,
Epic Mickey looks to be on track for its end-of-
year rédgase. » Meagan VanBurkleo

» Platform

Wii

» Style

1-Player Action

» Publisher
Disney Interactive
Studios

¥ Developer
Junction Point Studios
¥ Release
Holiday
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- Call of Duty:
Black st

-

2

More cinematic t

¢y Bringing a knife to a
! gunfight isn't always as
dumb as it sounds




Medal of Honor

A satisfying blend of Call of Duty and Battlefield
multiplayer, but where's the campaign?

ith Call of Duty: Black Ops, the
W Battlefield: Bad Company 2 Viatnam
expansion pack, and Medal of Honor

all slated to release this year, fans of miitary
shooters will have no shortage of options for
fragging their friends this holiday. We got our
first taste of Medal of Honor's multiplayer on the
E3 showfioor.

After a few rough games in the series that
hardly registered a blip on the online charts,
EA stopped messing around and handed the
multiplayer mocde over to DICE, the studio best
known for its critically acclaimed Battlefield
franchisa. Rather than create a straight up
Battlefield clone, DICE is shooting for a Gall
of Duty/Battlefield hybrid. Like Call of Duty,
the fast-paced action takes place on smaller
scale maps, bullets do more damage so death
comes quickly, and players can earn kill streak
attacks. Like Battlefield, Medal of Honor uses the
Frostbite engine, features a soldier class system,
and rewards your tactical prowess with medas,
riobons, and awards,

The first part of my hands-on demo featured
a 24-player team deathmatch that took place
on the streets of the decimated Afghani capital,
Kabul. Like Battlefield, you select one of the
three soldier classes before joining the map. The
riffemnan class looks to be the jack-of-al-trades,
with assault rifies like the AK-47 and M-16, plus
a grenade launcher attachment. The Special Ops
class uses a smiar assault rifle, the M-4, but
can also use combat shotguns. The sniper class
uses - wait for it - sniper rifies. You can also
tweak your loadout by altering the rail attach-
ment, bamel, or ammo clip. Cheoices include a
laser sight, red-dot sight, iron sights, and hollow
point bullets that increasa your deadliness in
close-quarters but lose sffectiveness when
shooting from long range.

The Kabul City Ruins map remindad me
a lot of Call of Duty maps in that the level is
dasigned so you're never safe from getting
sniped. With multi-story buildings, bombed out
storefronts, and tight back alleys, you always
need to be aware of a potential bullet to the
back of your head. If you string together an

impressive score chain, you can unlock a tacti-
cal support option. Like the kil streaks in COD,
these give you access to devastaling attacks
like mortar strikes and cruise missiles. If you'd
rather give your side a boost on the battlefield,
you could deploy health or armer bonuses to
your teammates instead.

Medal of Honor's ranking system has a unique
angle in that you start as an Army Ranger with
the goal of becoming a Tier 1 Special Forces
expert. Your reward for proving your worth on
the battlefield? A sweet, bushy beard just Ike the
badass gracing Medal of Honor's box.

The second portion of our hands-on demo
shifted from the Team Assault mode to an cbjec-
tive-based mode. Like Battiefield's Rush mode,
the teams are divided into attackers and defend-
ers, with the aggressors moving to capiure:
objectives in a timely fashion. If they succeed,
the map area enlarges and a new objective is
created. The map we played, the Helmand Valley
mountainsice, required the attacking team to
capture five total objectives up a mountain pass
to win the skinmish.

Gaining even ground with our insurgent
enamies was paramount, as they had the verti-
cal vantage point to thwart our advances. As we
pushed the frontline toward our uiimate objec:
tive - & weapons cache that needed destroying —
we gained access to Bradley fighting vehicles
that made quick work of our enamies. Though
you ¢an control the tank, the operating area is
very nammow and restrictive so the advaniage only
lasts until the cpposing team switches to their
rocket launchers and blows your milion-dollar
vehicle to smithereens.

As a big fan of the Battlefield and Call of
Duty franchises, my hands-on time left me very
excited for Medal of Honor's potential. Though
the multiplayer locks to be in good shape,
wa're only a few months away from the game's
release and have barely seen a gimpse of the
single-player campaign. Could this be a sign
of problems for the high-profile series? It's too
early to tell. Hopefully we'll get a look in the
coming weeks. » Matt Bertz

or the.
proprietary

» Platform
PlayStation 3
Xbox 360+ PC

n Style
1-Player Shooter
|24-Player Onling]

# Publisher
Electronic Arts
» Developer
EA LA, DICE

» Release
October 12




Star Wars: The Old Repub

IC

Together: the best of BioWare's past and MMO's present

% Devel

# Platform PC » Style MMORPG » Publisher Lu
# Release Spring 2011

hings | like about World of Warcraft:
T Strategic, measured gameplay that's

flexible and fast enough for solo play-
ers but deep enough to make group play
interesting; an addictive quest structure
that keeps players moving from one loca-
tion to the next in a huge world; loads of
loot and frequent upgrades.

Things | like about Mass Effect: A com-
plex, intergalactic plot weaving together
the politics and conflicts of various alien
races; well-written dialogue; meaningful
player choices that help steer your char-

per BioWare

acter's morality and determine how others
in the world will react to you: high-quality
voice acting.

Things | like about Star Wars: The
Old Republic: All of the above. BicWare
wasn't showing many new features on
their long-awaited MMO at this year's E3
outside of the announcement that every
player will have his or har own starghip,
but | was impressed with its masterful
blend of what keeps me coming back
to other MMOs and what makes singbe-
player RPGs exciting. » Phil Kollar

Dance Central

Harmonix will make a dancer out of you

# Platform Xbox 360 # Style 1 or 2-Player Rhythm/Music # Publisher MTV Games
# Developer Harmonix » Release November 4

armonix is ditching plastic instru-

ments for its Kinect-exclusive title,

Dance Central. Whether you're a
professional dancer or have two left feet,
Dance Central has something to offer.

The Kinect camera scans your body to
create a player signature that recognizes
your motions. Navigate the menu with a
few hand swipes and jump right into one
of the garme's modes. Break it Down mode
teaches you moves step by step and
slows down the pace to help you leamn the
choreography. Perform mode takes off the
training wheels and has you dance through

an entire track in real time with onscreen
prompts that display your accuracy. Other
modes have yet to be revealed, but we do
know there will be more than 90 routines
and 600 moves to master.

No one at Gl is a trained dancer,
yet we found the songs to be fun and
accessible thanks to great onscreen
feadback and a steady difficulty curve.
We can't wait to hit the dance floor with
a fresh sat of moves when Dance Central
releasas this fall. = Annette Gonzalez

A Fallout: New Vegas

Guns, gambling, and Geiger counters

# Platlorm
PlayStation 3
Xbox 360 « PC

n Style

1-Flayer Role-Flaying
% Publisher
Bethesda Softworks

» Developer
Obsidian Entertainment
» Releaze

October 19

sive six-page spread on Fallout: New
Vegas filed with details on the game’s
storyline, a look at some of the new characters,
and a peek at the weaponry. At E3, we had
a chance to revisit the same build in another
hands-on session. We didn't see anything
significantly new, but it's ahways nice to hit the

Q few months back we deliverad an exclu-

tables (and a few Caesar’s Legion slave drivers).

New Viagas shares more than a surname with
its familiar real-world counterpart, including a
variety of playable casing games. If you mas-
sage your luck skill enough, you can make a
kiling on the tables. After playing a few hands
of blackjack or spins at roulette, you can expect

a personal thank-you from the floor manager.
Frea drinks and steaks are nice, but the real high
rollers can get comped rooms — not 100 shabby.
That level of hospitality is fleeting, though. Hit
the jackpot on the slots and you're likely to get

a personal escort out of the casing. The house
has to make some moneay, too, so you're only
welcome up to a point.

Out in the Mojave Wastelands, far from
“civilization,” we tested a few of the game's new
weapons. The throwing spear is a handy and
powerful new tool for impaling fools. Incendiary
grenacdes pack a deadly punch, with a flaming
blast that cccasionally sends enemies skyward.
If you see one of those things dancing around

your feat, run. The C4 packs we played with in
our first hands-on experience are still a lot of
fun, particularty if your sneak skill is high enough.
Mega-jerks should know that you can plant
these devices into NPC imentories and wait for
just the right time to detonate them. If your mind
is spinning as you imagine the possibiliies this
Opens up, you're not alone.

Fallout: Mew Vegas is stacking up 1o be a
welcome new dose of Fallout, We're still eager
to dig deeper into the story and develop our own
character {unlucky dummy, here we come). Untl
then, at least we can say the superficial aspects
of the game are coming along nicely. » Jeff Cork




ead for Speed fans have been clamoring

for the old days, when the series was

built on a basic premise of evacling the
cops. This addictive game mode has been
noticeably absent from the EA racer recently,
but now Burnout developer Criterion is behind
the wheel of Need for Speed. This studio
knows how to deliver a core experience that'll
blow your hair back.

The premise of Hot Pursuit may be simple,
but that doesn’t mean the game is shallow.
The game offers two separate career paths
for the cops and the getaway driver, though
Criterion didn’t go into much detail about
these modes. It'll be interesting to see how
these career campaigns try to keep the game's
chase essence fresh, and we hope that the
two paths are different encugh for both to war-
rant their own playthrough.

One differentiating factor between the two is
the various weapons each side has at its dis-
posal. In the demo we saw the cops could con-

jure up roadblocks, spike sftrips, aerial support,
and an EMP blast that screwed up the other
driver's controls momentarily, Racers, meanwhile,
have their own aids like radar-jamming equip-
mant, a powerful nitro boost, a vigiblity cloak,
and the power o throw out a decoy signal to
fool the police. These weapons are initiated by
pressing the d-pad, become available as you
race, and each has its own cool-down time,

We played a short demo as a cop, and
although it didn’t seem to have the insane sense
of speed of Burnout Paradise (at least not with
our cruiser), thene was some strategy 10 using
the weapons. As a cop, my job was to damage
the other guy into oblivion by any means neces-
sary — whether that's through ramming him with
my own nitro boaost, causing him to make a
mistake and hit something in the emvironment,
or via ally assistance like a roadblock. | liked to
throw up a readblock or sple strip as the perp
was about to head arcund an upcoming curve to
surprise them on the other side. If you're being

Criterign is using real, licensed
cars for Hot Pursuit

chased, you must use the game's open world
and your own driving skill to pull awary.

Burnout Paradise erased the ne batween
online and offine play, and Hot Pursuit contin-
ues this through a persistent XP system called
Bounty Points, As you rank up, you unlock
upgrades, cars, and new levels. The experience
system also keeps track of your every move and
lets you share your achievements with friends.
Hot Pursuit encourages communication amang
friends through various messaging features
and the Autolog, which broadcasts challenges
to averyone based on what you and they have
accomplished.

Criterion isn't a developer that does things in
haif measures - just check out all the great DLC
it provided for Burnout Paradise - and what litthe
wa've sean up to this point is kely just the tip
of the iceberg. We'll chase down new details as
500N as they become available. » Matthew Kato

The Autclog ot only keeps track
of all you've done throughout the
game, but it keeps you in touch
with wour friends’ accomplishments
and lats you manage your profila
via an onling web browsar

® Platform
PlayStation 3
Xbox 360 - Wii

» Style

1 to 4-Player Racing
(8-Player Onling via
PS3/Xbax 360), [Wii
Online TBA)

¥ Publisher
Electronic Arts

# Devaloper
Criterion Games/
Exdent [Wii)

¥ Release
November 16
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Think we can safely assume
the cause of death was.. the
bullet he took in the chest. »

Ghost Trick: Phantom Detective

Phoenix Wright mastermind delivers haunting whodunit

» Platform ith the huge ghut of games coming out blenders. and wrecking balls, The catch? His soul  building up to more cmactic moments like caus-
Nintendo DS W of E3, it's easy to overlook tithes lacking has a limited range, so be can only enter nearby ng a chandelier to crash down on the inebr-
» Style million dollar budgets. One such lesser- objects. This creates a Rube Goldberg-like series  ated typist.
I-Flayer Adventure  known game is Capcom's Ghost Trick. The cre-  of events, fransporting Sissel from one point If Ghaost Trick's unique premise and gameplay
» Publisher  2tor of the Ace Attomey series, Shu Takumi, has  to another, don't reel you in, the vivid viguals anc fumor wil,
Capcom  had ancther burst of genius. Now he's bringing One level takes place in the apartment com- Each character and object is arimated exhaus-
» Devaloper his brand of crime-solving drama into the spec- plex of a snooty writer. As the drunken bourgeois  tively, resulting in fluid, realistic mrwemel‘.h;:
Capom  !ral dimension pecks at her typewriter, Sissel possesses an Charismatic cast members also come equipped
Players start off Ghost Trick dead as a door- attic door and opens it. A rat falls from the open-  with quirky personalities that embody a simiar
n Il;::‘[“ nall, but that’s where the fun starts. Sissel, ing onto a ledge, and then again onlo a lower humor to the Ace Attorney series.
ME the deceased protagonist, possesses objects shelf after Sissel knocks it down using a drink- Ghost Trick suprised and impressed many
scattered around two-dimensional levels, Using ing bird toy. The frightened lady then swings at E3 attendess, and for good reason. You'd have
the DS shylus, players can use Sissels soul to the rodent with a wine bottle. Players interact to be a fool or dead to let Capocom's fresh DS

take over and animate environmental itemns e with the game world in small ways such as this, adventure pass under your radar, » Tim Turd

Star Wars:
The Force
Unleashed |l

. Burying a ridiculous plot

wex360  twist with gameplay variety

1
].playu;'.qscgo: M y first look at Star Wars: The Force

[Multiplayer TED) Unleashed Il didn't kick off with a blast
. of Force ightning or a stormitraoper
" MI'ISE h! .t; getting his face Force rammed into the side of
an AT-AT, Instead, the demo began with pro-
" Developer 1,005t Starkiler free-falling down the side of a
{neasluty Kamino skyscraper. a good minute. The gameplay tied to this visu- must face different variations of the AT-ST, as
» Release | should note this skyscraper must be tha tal- ally stunning segment is surprisingly varied. As well as a new boss-like Carbonite Heavy droid
October 26 eat in the galaxy. Starkiller plummets beside it for  Starkiller weaves left and right to dodge energy that spits mollen metal at its foas. The fnal sirke
blasts, he must usa the ability to destroy balco- Starkiller delivered to this droid harked back to

In the

th mid} nies full of stormtroopers and the TIE fighters the cinematic finishers from the first game, only

Glosing in for the kill, this time without the button prompts obscuring
This sequence is one example of the way the action.

LucasArs hopes to add variety to The Force Starkiller’s double-saber style looks more
Unleaghed Il. Another is through the Force. nwiting than the repelitive single-saber play
Starkller has grown more powerful and leamed from the first garme, but I'm il having a hard
how to use a Jedi mind trick, lurming enemies time wrapping my brain around this game's
against their cwn ranks, He's also learned Force  story, If Jedi can be cloned, like Starkiler has
fury, a rage-induced action that overpowers all besen, why is the Empire still using clones of
his other Force moves. With Force fury acti- «Jango Fett? » Andrew Reiner
vated, Force push will knock stormiroopers it
another galaxy. Tosee the Bedrayal C6 short 010 gameintomes commag

LucasArts is addressing enemy variaty as well,
In addition 1o new stormitrooper types, Starkiller
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Armaged

f you were to compile a list of the most enter-
taining guns in gaming history it would likely
include weapons like Doom's BFG, Half-
Life 2's gravity gun, and at least half the arsenal
from the Ratchet & Clank series. However, if
developer Volition has its way, you'll soon be
adding a new weapon to that list. The magnet
gun featured in Red Faction: Armageddon isn't
just one of the coolest new toys we've seen
in a long time, it perfectly showcases all the
improvements the development team has made
to the series’ legendary destruction engine.

Those who played through last year's Red
Faction: Guarrilla can forget all about the peace
they worked 5o hard to forge. Harmony never
lasts long. Fifty years after the Red Faction resis-
tance movement helped free Mars, new bombs
start to explode on the planet’s red soil. The
surface soon bec uninhabi
the remaining colonists into undstgm.md nme&
But when Darius Mason - grandson of revolution
heroes Alec Mason and Samanya - accidentally
unleashes a long-dormant alien threat, this civil-
ian war quickly becomes an alien armageddon.
The resulting battle takes the survivers through
the storm-blasted core of the planet, pushing
them past ice caves and lava flows, and forcing
them to go face-to-face against an unspeak-
able threat,

Anyone who's played a Red Faction game
knows that the series is about destruction first

and foremost. However, Armageddon's new

s collide in THQ's new ﬂesﬂuc‘t_lﬁlﬂ [JE

enclosed environments
and more streamlined

level design have allowed
Violition to ramp up the
level of detail its destruc-
tion engine cranks out.

The magnet gun takes full
advantage of this. This
weapon works simply
enough. Players shoot
electronic magnets at

any two objects within

the environment: a piece
of geometry, one of the
game's structures, or even
an enemy. Electromagnetic
energy tums the first object
into a bullet, firing towards.
the second target at high
speeds. We watched
enermies fly through walls,
cars zip into groups of enemnies, and the second
flcor of a building get shom off under the force
of these powerful magnets. It seems that noth-
ing is spared from the sheer destructibility of the
magnet gun.

Of course, destruction is only half the story in
Red Faction: Armageddon. Players will be able
to rebuild their environment with a device called
the Nano Forge. Using the power of millions of
tiny machines, the Nano Forge allows players to
restore destroyed colony defenses. This proved

¥ Platform

FlayStation 3

Xbox 360

» Style

1-Player Action/Shooter
{Multiplayer TBA}

» Publisher

? THQ

F »l_)gulopor

g .‘ # > Volition
'ML . » Release
\\ March 2011

R\
| |

f B :"fﬂ i
to be a valuable tool when used in conjunction
with the magnet gun. After tearing apart the side
of a building with canncn fire, we stepped into
the structure then rebuilt its walls, which shielded
us from incoming enemy fire.

We adored Guerrilla, and if the magnet gun
and Nano Forge are as fun to play with as.
they appear, then we can’t wait to start caus-
ing some cave-ins on Martian mines early
next year. » Ben Reeves




# Platform
PlayStation 3
Xbox 360 « PC

» Style
1-Player Shooter
{Multiplayer TBA)
% Publisher
Electronic Ans

# Developer
Crytek

» Release
Haliday

T

Crysis 2

Make New York your own urban
warfare sandbox

n such an over-represented genne, making sure your
first-person shooter stands out from the competition

is not an easy task. That's exactly what Crytek did at
this year's E3, with a demo that highlights Crysis 2's
strengths: Nomad's wide range of weapons and abili-
fies, the engine’s signature bleeding-edge graphics, and,
what may be the ultimate FPS sandbox, New York Gity,

The demno takes place in Grand Central Station, as the
Marines are attempting hold back alien invaders long
encugh for the remaining citizens to evacuate the area.
As gunfire breaks out, the sequel’s improvements begin
1o emerge. The aliens you'll face are more agile than
before, and there’s a greater variety in species, which
Crytek says will accommodate (or complicate) differ-
ent gameplay stdes. Luckily, Grand Central Station has
been turned into an impromptu armory, and everywhere
Momad tums there's a new weapon at his disposal. As
he shoots up a few hulking bipedal aliens, we see how
impressive the destructible environments are: Nomad's
heavy arsenal drops chandeliers and electronic dis-
plays from the ceiling, while luminescent blasts from his
enamias rip apart the iconic bulding’s marble ralings
and pillars.

After the small aliens are out of the way, a gigantic alien
mech called the Pinger smashes through the multistory
winciow at the front of the building, The Pinger releases
powerful electrical attacks, knocking out the station’s
lights and reducing much of the environment's cover
to rubble. Nomad uses a succession of high-powered
weapons to take the enemy down, including rockets, a
muliitude of grenades, and a few blocks of C4 for good
measure, When the mechanical beast finally collapses in
a swirl of red flames, Nomad only has a few seconds to
make his escape. High above, a series of glowing projec-
tiles hit the adiacent buiding, causing debris to shower
down on the station’s glass ceiling before the towering
skyscraper crashes down on the station. If Crysis 2
can deliver gameplay as satisfying as its graphics, there
may be a new champion in console shooters this holi-
day season. » Jeff Marchiafava

» Platform
PlayStation 3
¥box 360

» Style

1 to 6-Player Sports
(PS3), 1 10 4-Player
[¥box 360) (12-Player
Onling)

w Publisher

EA Sports

» Developer

EA Canada

u Release
Sepiember 7

NHL 11

A new era of physicality

animation system in action during a brief demo, |

came away impressed. Every hit looked different,
and the thought of taking cut a whiny star like Sidney
Crosby with several diflerent kinds of hits along the
boards, benches, and in open ice is a proposition too
good to pass up. But will the procedural animations still
wow me after playing the game a few times?

On the: E3 show floor, | got the chance to find out, Firing
up a game with my slar-crossed Minnesota Wild fran-
chise, | took to the ice against the Stanley Cup champion
Chicago Blackhawks. The Wild don't have the skill to
match the likes of Jonathan Toews and Patrick Kane, but
once two-time NHL hit leader Cal Clutterbuck took to the
ice | had my chance 10 even the score with physical play,

NHL 11 did not disappoint. Whether | defvered the
brunt of Clutterbuck’s force info an unsuspecting skater
or merely clipped him with a glancing blow, every check
looked different. When my headhunting ways were
noticed by a ref | got busted, and to my surprise, press-
ing the Y button in the area of the ref caused Callo
funsuccessiully) plead his case to the stripes

The new quick dekes were equally impressive at creat-
ing space in crowded areas, and once | finaly lit the lamp
| reveled in the moment by selecting a custorn celebra-
tion. For hockey fans like myself, NHL 11's September
release date can't come soon encugh. » Matt Bertz

W hen | firgt saw NHL 11°s new physics-basad




(Goldenkye 007

The granddaddy of console shooters gets a facelift

fond memories as GoldenEye 007 for the

Nintendo 64. The game not only put con-
sole shooters on the map, but united countless
dorm rooms in heated multiplayer matches.
Though GoldenEye's impact on the industry is
profound, the gameplay itself has not withstood
the test of time. Mow it's time for Activision
to polish up the nostalgia-rich property with a
remake of sors.

Activision is quick to assert that GoldenEye
007 isn't a remake of Rare's 1997 title, but rather
a new game based off the film. Despite this
assertion, many elements of the single- and mul-
tiplayer ana ripped from the NB4 game.

Pierce Brosnan is gone. In his place is the
much grittier, darker Bond portrayed by Daniel
Craig. In the demo, he and 006 (Alec Trevelyan)
infiltrate a snowy Russian dam to silence some
communists, As the camera pans over the
setting, it's clear that this is a reconstruction
of the classic first level from the original game.
Everything from an ammy truck rolling across a
ramp to the sniper rifle tucked away in a guard
tower screams fan sarvice. Even tha coloring of
certain textures and enemy design hark back to
the Mintendo 64's glory days.

l: BW VideO games conjure Up as many

Homage aside, the gameplay of the single-
player expenence is drastically diffarent. You are
free to engage situations however you please.
Bond and Trevelyan can take cover behind
objects to hide from the Ruskies' sight. If they
catch a sentry unaware, they can execute a
timed button press 1o take out the enemies
coverlly, either via slenced weapons or brute
force. The single-player porticn of the demo con-
cludes with the twa infitrating the infamous facil-
ity bevel via a van in an on-rails shooting segment.

While GoldenEye's single-player sat standards
back in 1997, it was the multiplayer that had
over-caffeinated gamers chutching awkward NG4
controllers until dawn. That trademark four-player
gplit-screen returns, along with eight-player
online matches. Players fond of the old specialty
game types such as paintball and “slappers
only” will be pleased to learn that match presets
are customizable,

Multiplayer resembles the adored NE4 title,
bt it plays much better. | used the new Classic
Controller during nry hands-on with the stan-
dard deathmatch mode, so no motion control
was involved. This multi-buttoned, dual-analog
stick device made the game feel immediately

e'll revizit the Surfac

shooters, complete with ironsights aiming and " Platiorm
one-button melse attacks. Using newly honed Wi

FPS skills in such a beloved environment is a » Style
blast, Eurocom manages to preserve every- 1 10 4-Player Shooter
thing good about the: original’s gameplay (radar,  (8-Player Online)
bloody death screens) while ditching the bad # Publisher
(intrusive auto-aim, weapon pick-ups). Activision

Classic multiplayer characters retum to the » Davaloper

fray as well. Oddjob is stil terribly overpowened, Burecom
this firne sporting a one-hit kil bowler’s hat
toss in addition to his diminutive profile. Jaws
retumns with customn grenades and a lethal melee
attack. The Man with the Golden Gun's villain,
Scaramanga, makes his debut as well, After
all these years it's stil entertaining to see thesa
iconic characters face off against one another.
From what's been shown thus far, GoldenEye
007 is shaping up to be a game that should not
be dismissed. Diehard fans of the original game
can look forward to replaying an old favorite with-
out the aged gameplay. Everyone else should
braca themseives for what could to be the best
Wi FPS so far, » Tim Turi

# Release
Heliday

Check ool gamainfomer com/imag for clasar looks af shaghs-

recognizable. It plays like many other modem

and mutipd




Pirates of the Caribbean:
Armada of the Damned

Propaganda Games introduces moral choice to
Pirates franchise

Gran Turismo 5

Start your engines: GT 5 is almost here
» Platform Pluyslanuna ] Stg!l.e 1 to 4-Player Racing [16-Player Onling] » Publisher Sony

Computer E i per Polypl

olyphony Digital revealed a lot of

new details on Gran Turismo 5 at

this year’s E3, but the most impres-
sive announcement was that the game
finally has a solid release date; players
can get behind the wheel of Sony's top-

y Digital » Release MNovember 2

and Dale Earmhardt Jr., and an impressive
3D mode. The 30 mode will even support
head tracking via the PlayStation Eye,
which pans the camera around the cock-
pit as you move your head. Polyphony
also showed off an upgradad photo

and ship- ro’nlp mbat

: L . » Platform he latest tithe in the Pirates franchise does not base
tier racer on November 2. Even better, mode, robust online options, and in-game PlayStation 3 its story on scripts from any of the recent block-
Polyphony Digital has used the extra long content from the popular television show Xbox 360 - PC buster fims, but instead introduces APG elements
development cycle to pack in a staggering  Top Gear, all of which have us believing » Style  and moral choices that will give players greater fiexibility
amount of content, including over a thou-  that Gran Turismo 5 will be worth the wait, 1-Flayer  in the outcome of their swashbuckling adventure.
sand cars to unlock, NASCAR racing that « Jeff Marchiafava Action/RPG In Armada of the Damned you'll play as Sterling, a
features licensed drivers like Jeff Gordon » Publisher pirate who arrived to the Caribbean at the worst pos-
Disney Interactive  sible time as he becomes cursed and is forced to stay.
Studios o keep with the RPG trend of moral choice, his actions
» Developer  determine whether he becomes a dashing Legendary
Propaganda Games  pirate or a menacing Dreaded pirate. Legendary pirates
» Release 4re friendlier in appearance, agile, and use wit and trick-
Spring 2011 @ry to get by. Dreaded pirates have a dark demeanior,

Enslaved: Odyssey to the West

Ninja Theory's new action game takes to the clouds

# Platform PlayStation 3 » Xbox 360 » Style 1-Player Action » Publisher Nameo Bandai
» Developer Ninja Theory » Release October

ack to The Future Il made hover

boards a tangible dream for an

entire generation of sci-fi geeks,
and since then dozens of video game
heroes have hopped on similar vehicles,
Mamco's Enslaved: Odyssey to the
West is the latest game to continue the
tradition of riding air, and based on our
time with the game, it has a few tricks
that would make Marty McFly jealous.
Nicknarmed Cloud, the hover board in
Enslaved will prove useful whenever play-
ers need to cross large bodies of water
or launch off of ramps to reach otherwise

90 =3 hot 50 previews

inaccessible areas. The device moves at
stealth fighter speeds over any environ-
ment, but Monkey can hop on and off the
board with the quick press of a button.
Thankfully, the rest of the game also
seams 1o be coming along nicely. The
action sequences we played wene fast
and stylish, and the platforming sections
have a rhythmic pacing similar to recent
Prince of Persia titles. Namco hasn't
announced an exact release date yet, but
the publisher has promised that the title
should be ready for retail this October.

- Ben Reeves

access to magic, and rely more on brute force in combat.
Regardiess of your pirate type, there wil be ample oppor-
tunities to shape Sterling's appearance using varied cloth-
ing options. To customize ability progression, two distinct
skill trees will be available for sea and land-based actions.
Sea-based abiities will come in handy when navigating
Stering's ship, Nemesis.

Ship-to-ship combat as well as the abiity to board
enemy vessels for melee attacks feels fresh and fast.
Light and heavy attacks are interchangeable for quick
combos in melee, or you can switch to your pistol for
more range. Curses can be passed on 1o enemies to
change the tide of battles and can lead to great finish-
ing animations. When not in combat, you can interact
with NPCs in a dialogue tree simiar to that of BioWare
titles. This is also how you gain missions to keep the
action moving.

Armmnada of the Damned was a pleasant E3 surprise
overall considering the history of the franchise and its
previous lack of critical success. The game already looks
incredibly polished and stil has plenty of development
time befora it hits Xbox 360, PlayStation 3, and PC
next spring. » Annette Gonzalez




Batman: The Brave and the Bold

The Dark Knight finds some friends in this Wii beat-em-up

tart naming the first DC Comics super-

heroes that you can think of. Most of you

probably began with Batman and Robin,
maybe Superman. From there, perhaps you
moved on to the Flash and Green Lantern,
Probably very few thought of Hawkman or Blue
Beetle, and only the truly hardcore comic read-

the role of the Dark Knight or his current partner
in crime fighting, with two-player co-op avail-
able if you want to fill both spots. If you have a
DS version of the game, you can even bringin a
third player (controlled using the DS) who plays
as Bat-Mite, a magical impish creature that flies
around in a miniature, too-tight version of the

ers will have ac dged the exi of
Booster Gold, Whatever your level of fandom,
though, you'll be able to play as or team up with
most if not all of these choices (as well as many
more) in WayForward's upcoming 20 beat-em-
up, Batman: The Brave and the Bold.

Don't pay too much heed to the Batman name
on the box. Bats stars in every level of the game,
but he's largely there as an easy point of entry
for casual comic book or cartoon fans. The
game could just as well have been called “DC
Universe: The Brave and the Bold,” as its sole
purpose seems to be providing a simple, fun
game structure into which they can pour gallons
of fan service.

Each set of levels covers a different self-
contained storyling that sees Batman teaming up
with a new hero. Players can choose to take on

Batman outfit. Yes, even Bat-Mite has made it
into this game.

The core gameplay of The Brave and the Bold
is straightforward, but that's not a bad thing.
Enemies stream onto the screen, and Batman
and company take them out with a mix of kicks,
punches, throws, special gadgets, and powers.
In addition to having a partner accompany you,
you also choose a buddy to summon from a
huge list of heroes at the start of every level.
Between the option to call this bonus sidekick in
at any time and your own screen-clearing special
move, you'll have numercus ways to dispose of
however many goons get thrown your way.

In b knocking cut crimi levels con-
tain light platforming and exploration. You'll need
to use Batman's Batgrapple to get from one per-
ilously placed ledge to another. Go out of your

way to find grapple points, and you may discover
hidden locations with bonus collectibles. Some
levels will break up the pace by suddenly chang-
ing the gameplay - one level switches to a side-
scrolling shoot-em-up in space and another has
Batman and Robin attemmpting to escape from
what looks like a giant ball made of rubber bands
relling slowly toward them, Indiana Jones-style.

Fans of the cartoon series this is based on will
appreciate the hours of dialogue recorded for
the game — over two feature-length films worth,
The culscenes are light-hearted, but from what
I could hear from the loud E3 show floor dema,
they're also genuinety pretty furiny.

‘With last year’s Arkham Asylum finally prov-
ing that really great hardcore Batman games
can exist and a sequel on the horizon, The
Brave and the Bold seems like the perfect treat
to tide over batfans and more casual super-
hero lovers alike. This approachable tithe isn't
going to tax the brain of the world's greatest
detective, but it should be encugh to keep him
entertained. = Phil Kollar

» Platform
Wii « Nintendo DS

» Style
1 1o 3-Player Action

» Publisher

Warner Bros. Interactive

» Developer
WayForward
» Release

September 7
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# Platform
PlayStation 3

» Style

1-Player Action/
Adventure [2-Player
Online}

» Publisher
Seny Computer
Entertainment

» Developer
thatgamecompany
» Release

201

Journey

Lost in the wasteland

he creative minds behind Flow and Flower
quietly anncunced their thind downloadable
game at E3, and the new project is proving
1o be as enigmatic and intriguing as their previ-
ous efforts.
The inspiration for Journey arose from sev-
eral sources. Creative director Jenova Chen
described a lunch meating many months ago
he had with a real-life NASA shuttle pilot. The
pilot explained that he had never sat foot on
the moon (he was piloting), but he had traveled
with others who had. Without exception, he
said, these people came back changed, with a
new spirtual and emotional perspective on e
brought on by the sense of isclation and vast-
ness they felt standing upon the lunar surface,

Chen was fascinated by this phenomenon, and
decided to explore the concapt in his upcoming
game. Chen also spoke about how the nature of
many modem video games was about the fan-
tasy of power, and he was interested in creating
a game that evoked the cpposite sensibility - a
sense of poweressness brought on by being
alone and isolated. Such a game character
would crave contact with others, in the same
way people in real He sesk out connections and
meaning through relationships. In addition, Chen
noted a personal fascination with the compara-
tive mythology writings of Joseph Campbell, the
same author George Lucas often cites as an
inspiration for Star Wars.

From this stew of ideas, Journey began to

take shape. The game begins as the player
wakes on a vast open desert filled with sweep-
ing sand dunes and blowing wind. A beautiful,
lonely cello melody picks up in the soundtrack.
The main character is an unusual figure in a long
red cloak. He can walk with the left stick, pan the
camera with the Sixaxis tilt, jump, and ket out a
keening song with another button. Climbing to
the peak of a nearby dune, the player can see a
distant mountain that exudes a pillar of Eght into
the sky. With nowhere else to go, the strange
mountain becomes the definitive destination for
the game that follows,

As the red-cloaked hero runs along the dunes,
the ground responds like real sand, tumbling
down around his footfalls, and letting him slide
down steep surfaces. The sand has an almost
magical quality; it rolls and rises like sea waves:
that break against the dunes. The hero can
catch these waves, and surf along them as if
they were water.

Mysteries abound in the desert. Strange stone
monoliths come to e and bestow runes upon

the hero's cloak. Pieces of cloth float free in the

air, and can be gathered to allow for bursts of
fiight. But no mystery is greater than the sight of
alone figure on a distant dune — another player
lost in the wasteland.

Journey creates a unique multiplayer experi-
ence, At any time, a single other player can
Appear in your game. The two players cannot
speak or identify each other. They can ignore
each other, or work together. Chen hopes the
experience helps players to explore a new
emotional palette revolving around how loned-
ness forces us to reach out for companion-
ship. The game sounds like a fascinating social
experiment, and the combination of visuals,
audko, and unique gameplay are truly entranc-
ng. Only time will tell if thatgamecompany's
unusual poetic vision will draw in a curious
audience. » Matt Miller




Child of Eden

Mizuguchi’s latest multi-sensory shooter will

tickle your senses

bisoft kicked off its E3 press conference
U with kaletdoscopic visuals and synchro-

nized techno beats introducing Child of
Eden, a “synesthesia shooter” from Tetsuya
Mizuguchi, the master- 5
mind behind Rez, Space -
Channel 5, and Lumines,
Q Entertainment's current
project tells the story of
Eden, the futuristic versicn of
the Internet. Eden has been
plagued by virusas that you
must purify, not destroy -a
zen-like approach to shooter
gameplay. Your ultimate goal
is to save Project Lumi from
the virus attack so that it can

Homefront

Future war comes
home to roost

evermind that North Korea is a miser-

able wasteland of subsistence agriculture

and horific poverty. What if it rose to
global power and conquered the ULS. in 20277
Homefront showed off impressive technical
chops and a first-person storyteling aesthetic
reminiscent of Half-Life at £3 this year,

Kaos' obsession with near-future military toys
continges from Frontines: Fuel of War. The
Gofath, a drone tank that could be the Christian
[Bale Batmobie's older brother, wrecks whatewer
targets you designate with more firepower than a
platoon of today's infantry. We know that directly
controlled vehicles are also in — what other cool
gadgets might players stumble across in tomor-
row's occupied America?

The horrors of war and oppression are your
constant companions in Homefront. We saw
allies and enemies alike engulfed in flames,

reach completion and reproduce a hurman per-
sonality in Eden.

Mizuguchi demoed the multi-sensory ral
shooter onstage at Ubisoft’s press conference

screaming in their death throes as their bodies
proved no match for the future's weaponny.
Desolate shantytowns in formerty ichiic suburban
neighborhoods house the American insurgency,
The setting isn't quite Half-Life or Terminator, but
it's a step closer to those than Call of Duty.

using Microsoft's Kinect, Mizuguchi's hands
controlled the reticule on screen as it trav-

eled through abstract, neon locales. Pulsating
beats followed in time with the shots on screen,
and intensfied in speed and volume as he
progressed. Child of Eden is made up of five
stages called “Archives” that will change after
each playthrough.

Though the demonstration used Kinect,
standard controllers can be used as well. We're
toid the developer is cumently looking into
Move support.

With seamless fusing of stunning visu-
als and impressive sound design, you
can bet Q Entertainment will have your
senses tingling when Child of Eden releases
next year, » Annette Gonzalez

If there’s not an epic Fourth of July

led us all

Kaos is a talented studio, and Homefront
has been cooking for a few years now.
The game's release earty next year will
show whether Kaos can put that talent to
good use. » Adam Biessener

# Platform
FlayStation 3
Xbox 360

» Style
1-Player
Rhythm/Music
» Publisher
Ubisoft

» Developer

0 Entertainment

» Release
2011

# Platform
FlayStation 3
Xbox 360 « PG
» Style
1-Flayer Action
(Multiplayer TBA}
» Publisher
THQ

# Developer
Kaos Studios

» Release

Q1 2011
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» Platform

PC

» Style

1-Player Role-Playing

The Witcher II;
Assassins of Kings

A role-playing game for the
hardcore

already, but seeing the cambat in action at E3
put a big lingering doubt about the game to
rest. The original's goofy liming-based click mechanic

W &"ve spoken at length about The Witcher Il

»
CD Projekt Red/Atari

is gone, replaced with a resp system that allows
players to string iterns, magic, and melee attacks
into tive combos.

»
CD Projekt Red
» Release

01 2011

One portion of the E3 demo (which you can read an
extensive report about at gameinformer.com) had pro-
tagonist Geralt protecting two distracted companions
from waves of aggressors. The witcher flowed smaoothly
between sword strikes, magical assaults, and item use as
he gracefully obliterated his enemies. Combining these
moves allows players to easily react to changing situ-
ations. Though it's hardly groundbreaking, this simple
system is incredible compared to the cumbersome
combat mechanic in the original game.

The APG elements that made Geralt's first adventure
great return in the sequel. Most situations have multiple
resolutions, depending on how you approach them. CD
Projekt us that NPCs ber your actions
through the entire game, and will react accordingly
should you come across them later on. The witcher still
likes to pass the time (ahem) in the company of a lady
friend, but no longer obtains nudie cards commemorating
his conguests. CD Projekt hopes this will allow them to
squeak by the ESRB and release an uncensored version
in the U.S. this time.

Though The Witcher Il is only confirmed for a PC
release at the moment, CD Projekt demoed the game
on a 360 pad at the show and all but confirmed
a forthcoming console release. The more people
who get a chance to check out this Polish gemn,
the better. » Adam Biessener

é WWE All-Stars

NBA Jam vets bring their over-the-
top action to the squared circle

# Platform
PlayStation 3

¥box 360 - Wii

» Style

1 or 2-Flayer Fighting
(Multiplayer TBA)

# Publisher

THQ

» Developer
THQ San Diego

» Release
TBA

ack in 1993, NBA Jamn did something few sports
games have accomplished = win over gamers who
don't even care about the actual sport. Sal Divita

was one of the key figures behind that title, and now he

wants WWE All-Stars to strike the same chord. Even

if you haven't seen one second of Vince McMahon's

soaked circus of athleticism and theat-

rics, the game's ridiculous action and explosive moves

should impress gamers looking for a great arcade-

style experience.

All-Stars’ trademark is the action figure look of the
grapplers. John Cena and The Rock may be massive in
real life, but they're downright cartoonish in this new title.
Wrestling's already-ridiculous finishers like The People's
Elbow and the Attitude Adjustment are enhanced with
10-foot jumps and mid-air flips.

Gameplay takes an entirely different approach than
Sm: Vs, Raw, bling a fighting game more
than a wrestling sim. You can pull off juggle combos,
tossing in a couple quick hits or an additional slam after
bouncing your opponent off the mat with a powerbomb,

As its name implies, the roster is made up of superstars
from WWE's past and present, though only John Cena
and The Rock are confirmed thus far. Stars curently
signed to TNA (Hogan, Hall, Mash, Flair, Angle) are up in
the air, but legends like Stona Cold Steve Austin and Bret
Hart are likety.

In the *90s, a cartoonish take on WWE (then WWF) was
attemnpted in the form of WWF Wrestlemania: The Arcade
Garne, It featured the Undertaker breaking tombstones
over pecple's heads, Doink the Clown electrocuting foes,
and fish flying out of Yokozuna's pants. However, Davita
doesn't want to reach that level of ridiculousness this
time arcund. Exaggerated moves and the cartoonish art
styla are the highlights, not props and fish pants.

WWE All-Stars doesn't have a release date yet, but fans.
of fighting games or arcade titles in the vein of NBA Jam
should certainly keep an eye on it. » Dan Ryckert




Motorstorm: Apocalypse

¥ Platform
PlayStation 3

» Style

(16=-Player Online
» Publisher

#» Developer
Evolution Studios

# Release

" Combat mechanics like the side ram absorb
a5t amount of your boost power

Matthew Kato

— Mot all of the events you'll encounter
in a lap or level will e scripted




Valkyria Chronicles 2

Gallia, to arms again!

Dead Rising 2

Fighting off the crowds

» Platform PlayStation 3 + Xbox 360 » Style | or 2-Player Action
{4-Flayer Onling) » Publisher Capcom » Developer Blue Castle

Games » Release September 28

e've played Dead Rising 2 for

Leon Bell, a cocky Teyror is Reality contes-

» Plath " i S - avisu-
several hours over the course of tant with a penchant for ripping zombies e alsyna Ch_romc!es Wae & pleasant. ipllse - 8. visu
; . : : i PSP ally beautiful and mechanically deep strategy game
several demos, builds, and multi {and survivors) in half with his slicecycle. for the PlayStation 3. Whils the garme wasn't a
player events, However, this E3marked  After a tense exchange, Bel taunts Chuck e b s ool 4 ”
- : 1 to4-Player  runaway sales success, a cult following and critical buzz
the first time we've had the chance to nto a motarcycle chase through the Strategy  were apparently enough for Sega to start work on the
check it out the full intro, from title screen zombie-filed plaza. As the undead splatter uc&p:-.-hich \P.rc ot ﬁ-:lnds-on \ime: with at éS 2
to gameplay. around us, we couldn't help but notice the i aeane most im )onfant thing to note about Valkyria
As Chuck fights to clear his name from frame-rate sputter trying to keep up with Sega . 8 2 q Bl : btk
a zombie-cutbreak frame job, he unginte  all the action. #» Developer Chioniclos 2 s that ket lost much in it Habelfiony o
a few survivers in the overrun Fortune Gity. Technical hiccups aside, the demo left Sega L;::'m I[e; icor:t:g@r ',}Eff;::fgﬁ,f ::’,dstmmrpmc:.rk; g
Directing those sunvivors to the safe house  a solid impression. Let's just hope those » Release a-mmg z 'bm the controls feel natural
is similar to the first game, though their issues are addressed before the game’s Pugust 31 e

pathfinding and general competence seem
to be improved. Chuck also encounters

}.

— —

fall redease, » Jetf Cork

Spin that rec

DJ Hero 2

Mare multiplayer enters the mix

 Platform PlayStation 3 « Xbox 360 « Wil » Style 1 to 3-Player Rhythm (Online TBA)
» Publisher Activision » Developer FreeStyle Games » Release Fall

he DJ Hero franchise returns later

this year with over 70 mixes featur-

ing music from artists fke Dr. Dre,
the Chemical Brothers, Kanye West,
Metalica, Lady Gaga, and Rihanna. This
time, however, you can finally play with
two tumitables and a microphone, with
distinct tracks for both DJs to play. In our
time with the game, it seemed strange to
sing parts from two songs back and forth,

96 e3

50 previews

but it beats the pants off having no struc-
ture to the vocals at all ke the frst game.

Activision has wised up on pricing as well,

launching the tumitable and game bundie
at S99 (according to online retailers),
which makes it $20 less than the original.
A “party bundle” including two turntables,
amic, and the game will also be avaiable
for $149, » Bryan Vore

The biggest change for the sequel is the scale of the
battiefield. Not only are significantly fewer enemies on
the field at any one time, but players can only deploy
s units — enough room for a tank and a small vaniaty
of classes. Maps are now ofien spiit into two or threa
smaller, self-contained areas instead of one large zone,
Mission abjectives seam more
focused on capturing bases,
which open up the abity to
transier troops between the
different aneas.

That may sound potentially
disapponting, but the game also
has some interesting changes o
make up for it. Your soldiers now
have skill trees that allow them
to develop into multipke different
specializations from their base
clagses, For example, the sniper
& now a specialization of the
base scout class. These spe-
clalizations eventually allow for a
grand total of over 30 classes,
which should leave plenty of
room for developing interesting
strategies. There's also a new
armored soldier base class
thrown into the mix that mostly
sticks to melee attacks,

If you own a PSP and missed
Valkyria Chronicles two years
ago, this sequel is shaping up
to be the perfect opportunity to
see what the hype was about.
Watch for our full review in time
for the game's late summer
launch. » Phil Kollar



Ghost Recon Future Soldier

Optical camouflage FTW

Ramena and Stephen join the fray

# Platform PlayStation 3 » Style 1 to 4-Player Action » Publisher Ubisoft
» Developer Ubisoft Montreal/Ubisoft Chengdu » Release August 10

colt Fiigrim's appearance at E3
showed off the first world, Snowy

Doberman Finschers. We also took our
first steps through Ramona's subspace

n the ciden days ke, say, 2009), U.S. soldiers and » Platform 2 R

Ghost Hmoga;lay['{ers p'e\;eneu :L do their shooting PlayStation 3 Toronto, and two new playable trawel, decorated wilh rainbows, inten-

from afar. Why get up close when you can take a Xbox 360 - PC characters. Ramona Flowers specializes tionally glitchy graphics, and flying piggy
tango down from 400 yards and keep his comrades = Style in open palm strikes and purse swinging, banks. The slage ends, of course, with
in the dark as to your position? In Ghost Recon Future 1 104-Player Wilo Stephen <thebrelcrs big s o) aballoacca bameonats el BV =,

Soldier, things get much more up close and personal.

Armed with ass-kicking near-future technology like exo-
skeleton suits and optical camouflage, the Ghosts in the
latest Tom Clancy sequel aren’t afraid to move in for the
kill. Uipisoft showed off the first lve gameplay at E3, and
the action was anything but impersonal,

The Ghosts are tasked with securing a norhem
Eurgpean beachiront for an upcoming comey. They
mave right into the hot zone undatectad thanks 1o their
Predator-Eke camo. One of the soldiers sneaks right
behind an unsuspecting enemy and plunges a knife into
his neck before he has a chance to scream. With the first
target dealt with, he tumns on the crosscom interace to
scan the area for other hostiles. The augmented reality
eyepiece immediately fils the HUD with targets in the
area, oné of which turms out 1o be a wanted war criminal

With a high value target in the area, the mission
dynamic switches to a snatch and grab. Moving through
the area ke 215t century ninja assassins, the Ghosts
methodically efiminale threat after threat until they reach
the mark. Three soldiers are standing in close proximity
to him, which makes things more difficult. As the primary
Ghost moves close in preparation for grabbing the tanget,
we sea three infrared lasers largat the other three ene-
mies, The Ghosts initiate a countdown, and seconds later
three baddies simultaneously bite the dust as the Ghost
leader moves to secure the target.

This ambitious new gameplay dynamic feels markedly
ditferent from the previous Ghost Recon titles. Whether or
not this new direction will appeal to kongtime fans remains
to be seen, but it cerainty leoks badass. » Matt Bertz

Shooter (16-Player
Online)

n Publisher
Ubisoft

» Developer
Ubisaft Paris

» Release
Spring 2011

albow drops, Most of the level takes place
along Toronto's snowy streats, whera you
fight an assortiment of hipsters, emos, and

XCOM

An early look at the classic strategy reboot

Matthew Patel, who summons plenty of
Demon Hipster Girls and surrenders $2.10
Canadian upon defeat. » Bryan Vore

# Platform Xbox 360 + PC » Style 1-Player Shooter (Multiplayer TBD] » Publisher 2K Games

» Developer 2K Marin » Release 2011

ioShock 2 developer 2K Marin's re-
B imagining of classic strategy series

X-COM ig a first-parson shooter set
in 19505 America that aims to take the
franchise in a new but familiar direction,

An unknown alien threat looms over the

LS. and it is up to the XCOM organization
1o stop it. In the hands-off demo, special
agent Williarm Carter and two other officials
embark on a mission in a neighborhood
straight out of Leave if fo Beaver, A tral
of black sludge leads to an upper-middie
class home under attack by what appear
to be sentient oil slicks, Research photos
are snapped on the way, an important
gameplay elemeant that will help XCOM
scientists find more efficient ways to defeat
the thraat,

Weapons spawned from field research
include the blobatov (a Molotov cocktal-
like weapon) and a Bghtning gun that can
stun groups of enemies. The agents use
these weapons in the explosive battle
against the sludge, forcing their way
through the home and rescuing an endan-
gered housewife in the 