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Pre-rendered CG, Your 
Day Has Come 

don't remEWllber the first 1;me I saw a pre­
rende<ed C()fl'f)<Jle<-gene,ated movie in a video 
game, but I was lloored. The promise of where 

VKleo game grapllics would one day be astou:>ded 
me. That <team led to the oft-repeated battle cry 
of 1"<>f Sl01y graph;cs· n relerence to the - at the 
Ume - jaw-dropp;ng graph;cs of Plxar's first com­
pute,-generated hi. One day, everyone said, ilter• 
active entertainment would IOOk ;.,st ll<e T<>f SIO<y. 

For the last 15 years. games and pop cutu'8 
have chased that watermark. t'm not here to say 
that video games ha\<e ....-passed that mat1<. 
lh<lu\11 I thnk \\18 get Closer Md dose< """Y dey, 
At the same time. the man< oontroes to move 
8'vay as pre-rende<ed graph;cs get Closer to real­
ity. My point is ootirely d;fferent. I thi1< gancflOSe, 
pre-rendered rutsoenes have gone from emancing 
games 10 interte<ing v.ith the moo;,.,,. 

110\-e a great pre-rendered ~aler or movie l;f<e 
the res! of the world, but thei place ;n the game 
a~ - outside of an open;ng movie before you hi 
start - is frished. 

\Mien you defeat the Lich King il WOftd of 
watcraft. you are ·rewarded" wah a giant pre-ren­
de<ed movie. 'Mlie a~ .-npressi\18 to IOOk at, It isn't 
nearly as eogag·ng as the script lh8I ptays OU1 in 
the game eng'ne. The offerenoe is that one is part 
of the suspension of c:Jsbefief. and the other is so 
far from the sou-ca matenal a doesn't evoo look ll<e 
the same g,wne. The .-nage,y is so h;ghly detailed It 
COUid be a dffe<ent world entirely. 

These movies may be COOi to watch. ~ I don't 
belM they serve the narrative of the stor;es, arJ 
can often nJn an othe<wise fantastic tooklng game. 
After I watched the pre-rendered movies for Final 
Fantasy w, I was hyped to see the game. od</ to 
be disappointed to soo that the world rdf doesn"I 
look a thing 11<8 the CG movies. The game 100ks 
me on as own. but can't hold a candle 10 the CG. 
Fnal Fantasy VII artf0()8? 

Developers and publishe<s Sllould spend less 
Ume making flashy pre-rendered mov;es fO< thef 
games. and spend more tine, money, and effOf1 
ensuing that their ,VO<lds are one cohes>le piece. 
At the end of the day, garners don"t care 81:)aj )'(lo­
--pre-rendered movies. We care abotA the 
stO<y Md lhegamecllay thal make the worlds you 
create the piaOes we wan1 10 spend ou- lime. 

Enjoy the issue. 
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Pokeshame 
I am 8 mid<Je SChool Sludent. Md I have rooized 
ewe, the past lew years lhat people who enjoy 
playing games lhat are meant IOr - bul not lm­
~ed to-your,ger gamers are tormented IOr their 
choiceolgame. Myexpeiiencewith this is the 
Pokemon games. I think lhat they have a g,-eat 
laveling up system and s~ategic battJes. whict> I 
thOtougHy e,-joy. The problem is. these games 
are ~geted towards a your,ger audence. This 
lea(IS to me (8'1d not just me - some ot my 
friends. too) t,er,g ridlclJed IOr li<ing Pol<!!mon. 
I was 1vondemg what yoor c:,pinion is on this 
matter. Pie we Pekknon gamers doomeCl to 
being stereotyped as nerds IOr the rest ol our 
school years? 

Matt~msdorf 
Via email 

The main entries in the Pokl!mon 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 Pokemon 
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 OS games in the genre, like Dragon 
Quest IX or The Wor1d Ends With You. 

Ts month in Feedback 

we contemplate the future of 

Bungie, defend Pokemon, complain 

about content that doesn't come 

on the disc, and hope that Ubisoft 

doesn't take our manuals away. 



Save Our Manuals 
1 clenched my teem reaC!ilg AA<ty's thOughts on 
Ubisoll elmnaling paper manuals in issue 206. 
rw always considered my penchant for maru• 
als a bit Old-fashiofled. but they are an essential 
part of my game-playilg ritual. Before com­
pletely giving over my heart and soul to a game. 
I s'4 down - with the lV and ccmpute< off - don 
my readilg glasses. and crack open the maruaJ 
(llc,1'18\/ef scant it might be) to orient myself and 
al,ov, the anticipation to bu'ld. I can·t belie\/81 
am a5one in this ritual. either, It's an essential 
part of the fun! 

W. Keith Duffy 
Schuylkill Haven. PA 

AA<fy's defense of the video game manual was 
awesome. rm all for helpng the environment. 
but getting rid ol game manuals is just not 
worth ~- \Mr,/ not just make game manuals out 
01 more environmentally responsible mater!• 
als. like recycled paper? Besides. Ws not like 
people are takng their game manuals when 
they're done wah the game and b<l'ning them 
n a giMt bOnfire with a ctJmpsler lull ol plastic. 
oil. and endangered animals inside a wildlife 
reserw. As IOng as my manual is being used, 
hOw can ~ be oonsidered wasteful? II you want 
to help the environment. Ubisolt. there are 
better places to start. 

Kai Rogers 
Via email 

Manuals are impcrtant 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 cot• 
tection. Whatever the reason. gamers k>ve 
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 resL 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

Amwerof 
the Month 
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6 emailsbegmi>g1•lh "ltlwd\f 
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were al Iran readers in Tem5 
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- payilg LEGO Hany Potter 
were enle<13ining 

l3st issue, the review la Pmce 
of Persia The Fagotten Sanos 
~" 360 and PS3l in:xnectly 
speleo lhe name •MiJ!l<" as 
"Mala!<.· Asu'l)(,sing nun'ller of 
readers notx:ed: we·u jlst hide 
be!ind Ille classic ·we wish 
every game was~ of the 
Old l1ei>Mc" excuse. 

(Left) llanaooA«ene meet 
Ille Onjnal ~ster, Mr, Tracy 
MYr<m (lflars ICe• T to )'OU. 
mark•assbusta) (Right) Pl,,"" 
Playaz: Nike"s Hayden Wall~. ,,. 
raticml's Kerl Lew-e. Joe. Reiner. 
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(LeltJ Dan ard Ben hang 
out will> Slligeru Miyamo!o, 
a man 1•,t,o has never been 

photographed willwt a 
smile tRlghtJ Meagan, 

Oellletl Shooc)man. ard 
Btyan hang with Man vs. 

Wlldstarllea~ls. Alter 
U'is pictu'e was ta!<en. lt'3Y 

aiearawmuskfa1 

Halo: Reaching 
I am a huge fanOI U>&H~ ~anchise. I'm=· 
iously awaiting Halo: Reach like most of the 
gam,,g ,YOOd. but I heard a rumor that Bungie is 
runring oot of ideas for new Halo games. Is this 
true. or can I continue to know that my fa\/Ofite 
series is still on a rol? 

Justin Breedlove 
Victorville, CA 

The concept of a studio like Bungie "run• 
ning out of ideas'" Is ridiculous. The rumor 
you heard is almost certainty false, but 
Halo might still be facing some changes . 
Don't worry - Halo isn't dying. It's one of 
the juggernaut franchises of the gaming 
industry, and it will keep going as long as 
each Installment continues to sen millions 
of copies. However, Bungie's involvement 
in continuing the series is still uncertain . 
The developer's recent publishing deal with 
Activision proves that Bungie is eager to 
branch out and work on non-Halo projects . 
Even if Bungie isn't at the helm, you can 
bet that the adventures of Master Chief will 
continue. Mierosoft owns the Halo brand, 
and the company won't forsake 
the franchise that helped 
it break into the video 
game business . 
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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 quir1<y, under-the-radar gems. 

From strong showings for perennial franchises like Metal Gear 

Solid, Gears of War, and Fable to surprise returns 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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N 
intendo has strvggled with Its 
E3 press oonferences in -• 
years. the worst example being 
the 2008 briefing that angered 
its core fans to the poi)t where 
company president Satoru Iwata 

apologized afterwards. 
This year. lhe oornpany came out swinging 

with a poo¢hy coroerence that spent [11le tme 
trumpeti,g sales r,g...,s and kx:used instead 
on lhe upeoming 3DS handheld and a hOst ol 
proms;ng softwa,e. 

As expected, Nintendo's Reggie Fils-Aime 
emceed the proceedings (the oontr(W8($ially 
cnipper C8mmie CXinaway was missing from 
the oonfen,noe entirely). ctarring lhat E3 is the 
place whete you can ·1ee1 the buZZ, and that 
buZZ beg.-.s vAth technology .• The technciogy he 
was talki1g 8bout wasn·t Sony's 30 lV CisplayS 
0< Microsoft's oontroller· free Kinect. but .. . Wi 
Motion~. Irs not the most cutting edge tech• 
nolOgy. but tt does,n have to be whM Nintend0 
announces a ,-...v Zelda game - the E3 press 
conference ec:µvalent of IM)lvi,g a steak into a 
room ol pit bols. 

The latest in the storied se,ies, The Legen(I 
of Zelda: Sky\va,d Swor(!, requ,es the Wu 
MotionPlus and offers a new motion oontr0t 
scheme lhat emulates hol<f,ng a real swo,d and 
shield. Conference staples Shigeru Miyamoto 
and Bill Tmen led the dernonslration, wtliCh 

was unfortunatety plagued by wireless Issues, 
making the game look a IOI boggier 1han it was 
on the show floor. 

Nintendo made ont,/ a few references to 
the C00l)80)''s casual audieoce. in the form of 
arnouncements f0< Mario Sports Mix and w; 
Party. The f0<mer has the fammar Mario gang 
tackling dodgeball, basketball, votle),bal, and 
hOCl<ey, Wii Party is, natcn. a mingames OOlleC· 
tion that leatures your II/is. Netther was irnpres• 
$1118, bol they didn't take UP enough time 10 drag 
down lhe oonference's momentum. 

The rest of the presentation was devoted to 
c,,,altty new games - a number of which ,vere 
welcome S\Jrl)riSeS. Legendary game creat0< 
Warren Spect0< came onstage and gave an 
extensive demo of Epic Mickey. The visualy 
s1riking Wii exelusive looked in fine fO<m, par­
ticuarty the level lhat featU'Od an early blaek and 
wMe veroion ol Mickey. 

From here, Nh tendo delivered a series of 
previouSly unaMOUnced games. First up was 
GoldenEye 007. a new ActMsion rebool of the 
st0<ied N64 shooter featuring the likeness ol 
OU'tent Bond Star Daniel Craig, Judgng by lhe 
applause, many in the crowd have IOnd memo• 
ries of GoldenEye multiplayer, even ii the new 
title looks rough graphically. 

More impressive was Kirby's Epic Yam. a OOH 

sidiescroller starring Nntendo's venerable pink 
J)Vfll)all. The visuals turned heads with ctothllke 

(LetQ SNgeru Miy3ffi()(odemonwates 
1bc ,..nd of ZeW.I; Skyv.-ard Sv."OfO li\'C 
onscage at the Nintendo press conJefence 

textures lhat resemble LittleBigPlanet. thOugh 
they COUid just have likely been influenced by the 
often-overlooked N64 game Yosl>'S SIO<y. 

F0< those wondering what RetrO Studios 
have been up 10 SJlC8 leaving the Metroid 
franchise, lhe next segment revealed Donkey 
K~ Country Rell.ms. a 2D platt0<mer lhat 
harks ba<:I< 10 the ser',es' gtory days on the 
SNES. Again. this was manna f0< the har(IC()(e 
Nintendo fans. 

The remainder of the oonference was devoted 
to the Nintend0 3DS, the C00l)80y'S new 
~ -free 3D handhetd. Satoru Iwata came 
baCk wtth an actual untt in hand. Whle the tech• 
nolOgy behind it seems sound (read the fOltowlng 
pages f0< m0<0 on 30$). the one problem was 
that - l.rike Sony, which distributed 3D glasses 
at its press event - the tiny unit and its display 
oout~rt be accurately showcased on~. 
Aware of this fact, N,itendo marched out an 
anny of models holding 3DS units for the crowd 
to inspecl up clOOO. 

The final shOCI< of the show came when 
one of the most enduring Ninteodo E3 r\Jmors 
"'811)' came true with the announcement of 
Kid Icarus: Uprising. a brand new game that 
Ni1tendo had previousty referred to as Project 
Sora. The game IOOl<ed impressive. show!og 
aerial combat that suggests that the 3DS is 
somewhere between the DS and the Wii in 
te<ms of graphical f)()Wer. 

Nintendo has enjoyed tre­

menoous success in the last 
few years, but its E3 press 

conferences have left a lot to 
be d0$lred. Wllether it was 
Cammie Dunaway·s awkward 

banter with Shaun White or 
wasting valuable time detail• 

ing od<lball ideas fike the 

Wii Vitality Sensor (we're 
still waiting, Miyamoto!), the 
company's presentations have 

laCl<ed p0p. This~ was iUS1 
about pertect, outside of the 

technical glttches during the 

Skyward swoni demo. New 

GoldenEye, Kirby, Kid Icarus, 
and Donkey Kong games have 

the pote<ttial to both reso, 
nate with the hardcore wt\ile 
attracting some of Nintendo's 
new, more casual audience. 
It's clear that the - ny has 

boon playing ck>Se attention 

to how muoh more successful 
the 20 Hew SUper Mario Bros. 

Wil has been than Super Mario 

Galaxy 2. Given Nintendo~ 

track reco«J in the handheld 

market it's hard to bet against 
the 30S being anything less 

than a ll<eakou1 success. Alter 

seeing the unit up dosCi our 
Impression of the system only 

improved. The 30 really w0<1<S, 
~es be damned. 
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Nintendo 
Unveils The 

by Ben Reeves 

N 
intondo loves to innowte. 
Whether It's adapting video 
games to the hOusehOld with the 
NE$, creating a handhold maJl<et 
with the Goole Boy, or opening 
the indust,y w to ,_ oonsum• 

ers with the WiiS motion controls, the oompany 
Is constantly lhirl<ing outside the box and c!<iving 
gaming Jonva<d. 

A few months ago, Niltondo annoooced Its 
next feat of tecmological alchemy. It might as 
,vei have been tal<ing abo<J1 t1.rning lead into 
gold. because a handheld device lhat ~ 
3D inlagos without the need for glasses sounded 
like science fiction. So when Nintendo unv~lled 
the device at this year-s E3. the question on 
overyonos mind was. "How wel does It WOik?" 
Its debut was so irre<essr;e the 3DS became the 
most Ullked aboo1 P,OdUCI at the ShOw. 

You'll have to wait to get yoor hands on the 
system yourself to ooderstand how Its glasses• 
free 3D technology ,V0<1<s, but in the folOwing 
pages we brook down all the other reasons to 
get excited abo<J1 Nintendo's new handheld. 
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0 3DScreen 
This 3-53-irdl 1•ii0e9:feen LCO has an 800 x 240 ,_,,0>. 
allocal,ig 400 J)ilelS IO eacl1 eye. This alO\'IS lhe syslem 10 
dispaykl,agesMd wleo In 30. Noglasses necessa,y. 

0 3D Slider 
This ie.et a<ljUSIS lhe de1)1h of lhe 30 (!,splay, EYefYOOe 
views 30 a little "1fe<en11y. Md with tllis slider, players can 
~ I lhe 30 ioa oom1orlallle selling or turn Ille effec1 
off altogether. 

E) Slide Pad 
The bullon layOul is (ema,l<al)ly s;.- IO lhe OS. The one 
important ac)1ition, -· is this slile pacl. This analog 
Jo,slick ooesn·1 pcO\!de lhe same kfl(j of leverage as a 
ia,ger ainsole stkk, bu1 rt feels like a SOOI> up from lhe 
analog rdlon Sony's PSP. 

0 TouchPad 
The bollorn saeen lacks 30 effeclS, but s,ill feallleS IOUCl1 
convofs. This 3.02-ildl LCO has a 320 x 240 ,~. 

0 Home Button 
console OlvnetS ate already famliar wilh hOl'I ttis buttcn 
v.Q'ks. The Home bunon can be used 10 QUil a game Md go 
back IO lhe s,stem's main menu, Clieck battery leYels, or 
even browse digrial instruction nmuaJs. 

O Headphone Jack 
Preny straightkxwatd. Pll.g in~ ~ here so 
Marlo's ·vlt<)O-llOOs!. don't irritate the (}fl on lhe bus seat 
next IOyw, 

E) Cameras 
The 30S is equipped with ttwee 0.3-<regaf)i)rel cameras­
one imer camera and two more on lhe outer shell -all of 
whiell have a 640 x 480 resofulJOn.1//t,f MO cameras on 
lhe outSide? They allow 30S Ol'.,.,.S 10 take Md Share 30 
pictures. 

0 Wi-Fi 
The 30S Sl.l)l)O(ts rlltjitipl~ gameplay via local l'lt e!ess 
connections, as well as lMJl the Internet The device perl­
Cldicaly searches for W\.fi holSPOIS and ocher 30S sys,.ems 
even while in Sleep mxle. meaning ii can recelYe til!e 
""'8:es and Olher ooformalion any time of day. Tllis SCtlldS 
good il 1herlfy, but Nintendo's appcoadl to online play in 
lhe past mal<es us 1'/0Cldef how ...i1 all these feat\Jfes wJ 
be imJjernented, 

O GameCard 
30S games oorne on 2GB ca<ds lhal IOOk very similar 
to the original OS game cards. W!Jle normal OS games 
areoornparn:le v.ih the 30S. a small tab on 30Sgames 
pce,,enis them from being Inserted ilto other OS systems. 
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Nintendo 
Unveils The 

3DS 
What you can't see 
From a distance. 1he 30S IOol<s like 1he OS Ute - a Clamshell 
deSign, two screens, four face buttons, etc. Sol there is a IOt 
mo<e going on under 1he hood of Nintendo's new system. 
Unlike lhe OS. 1he 30S has buill •in motion sensors and a gyro­
scope, While we cfidn'I get to see this tech in action, u,e;, inal· 
sion indicates future 30S lilies wil have some kind ol motion or 
tJl functionality. 

Movies on the go 
Nintendo announoed that the 30S woold be capable of cfsplay· 
ing 30 movies as well as games. Wl'le !he COO'l)aJ1y was reti• 
cent to announce 8J'ro/ specific ptans, pMnerShips wi1h warner 
Bms. Disney. and Dl'eamWorl<s we,e ooefty menlioned. and trai• 
en; for the animate<l rtns How To Train Yw OtagQn, Legend of 
lheGuardians: TheONISolGa'Hoote, and Tang/OO'werenr,ning 
on ""'"""' 3DS systems acro5S the stew floor. 

How it all works 
The htKnan eye is orty capa)le of CSj)luring lWO•dmenSional 
images. However. we perceive the wood around us in three 
d'mensions because ,ve have two f1o/8S. If you blink - IOoking 
UY~ each eye alle<nalely-you'H notice that objects closer 
to the foreground seem to shilt more lhM objects in the back· 
ground. This is because eac:n eye sees !he wood from a sf911!y 
d'fferent perspective. Your b<ain lakes these two sightly vaned 
images and cafculates the distance of objects in front of you, 
,vnch allows you to pe,ceive the wood around you in U>-ee 
d'mensions. n,e 30 l usion takes adVantage of this mind trick 
by present~ images to each eye in which objects have been 
sl'i!ted sfl1'11y. 

English inventor S< Charles Wheatstor,e discove<ed the 
30 optical effect in 1838 when he iwented a device simi!w to 
modOfn Viewfinders. Ct.rTent 3D displays present these waf 
Images at the same time. but for 1/le effect to work. you rrust 
,w,a, giasses that mer one ol the extra rnages from each eye. 
Wrth each eye receiving a slightly dfferent picture. the brain does 
its calcUations and peroeives 08l'lan objects to be c!OsOf than 
oll>erS. So how does Nintendo's 30S pul off the same trick with­
out gasses? 

The top screen of 1he 3DS sti stacks hvo images on top of 
one arother li<e most 30-ready cfsplays. but instead of reQJiring 
the v'rewe< to wear Sjl8Cial glasSes, a par~ barrier haS been 
placed on lop of the LCD display. This paoalax bamer is a thin 
layer of mate<ial feat.mg a series ol p,ecise sfrts that 8SSefltially 
angle the hvo images in different directions. one towards each 
fff8. This technology isn't new: Sharp has been experimenting 
witll tl1is kind of display for r-1)< a decacle. The p,ootem is that 
parallax barriers only Blow for a ve,y narrow viewing angle - sit 
too far to the side and al you see is a bltlly mess. This is bad 
news~ you're \l)'lng to sell a family of fou, a 60-inch television. 
but works ftawleSSly W you kno<v Ulal only or,e pe,son wil be 
stand'ng in front of your p,oduct at at>/ given ti'Tle. 

18 



0.8" Tbe Library 

------------------------------------1 5.0" 

3.o· 

Dozens ol games are already" d~t fet 
the 305. Here's a list ol a few titles that r,a,e 
been annomced so fol. 

Atlus 
» Shin Megaml Terosei (l)'(ee titles r, the 1•.<lfkS) 

Capcom 
• Super Street Fighter fV 30 Edillon ~'.<lf1<ing lille) 

Electronic Arts 
• AFAS<xlcer 
»Maddenllfl 
• TheSins3 

Harmonix 
» lhtitle.d ml.lSic game 

Hudson Soft 
•i!omberman 
n Kaorinpa 

Konami 
• Baset,all (v.aking li11e) 
• C<lntra (working tide) 
• Ftogger (WCll<ing lltle) 
• ProE\Wlion soccer (woo<i'9 tille) 

Maiesco Entertainment 
» llfoodRayne: The Shroud 
» A 8cr/ and Ks Bloo 

Namco Bandai 
» Dragon Ban (wa1<ilg lille) 
» Gundam (\',()ll<ing ll11e) 
• Pac-Man & Galaga (v.akllg title) 
» Rxl!)e Race! (wa1<i1g tfflel 

Nintendo 
»MmalQossing 
• Paper Marlo 
• Sli¥Fox64 30 
• Sleel llNer 

Sega 
• SOnic (l'iotWQ @e) 
• 9Jper Monkey Ball (1"""'1g lille} 

Square Enix 
• CrxJename: OllXlolx> Rac11g 30 
• Dragon Quest {l,,)rking tide) 
» F"3I Fan,asy (w0rl<ir9 lille) 
» Kingdom Heatts (wa1<i1g lille) 

Tecmo Koei 
» Dead or N'Ne 30 {l,,)rkif'O title} 
• Dynasty Warriors (working tide) 
• Ninja Gaiden (wa1<i1g tide) 
• Sanuai Vlatrl«s 30 (wa1<i1g tffle) 

THO 
» De Bloo: The Ll'ldefg,OUld 
• Kung Fu Panda: Kaboom ol lloorn 
• MaMll Super HeroSQuad: Infinity Gauntlet 
• P\Jss'Nllools 
• Saints Row: oo.-e-By 

Ubisoft 
• Assasswl's Qeed: L061 Legacy 
• BatOeof Glanis: Oilosau' Slrike 
• Or.er Renegade 
• Ghost Reoon 
» Spilte< Cell 01aos Theory 

Warner Bros 
» Batman hllrchise 
» LEGO franchise 
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The Games 

Nintendo 
Unveils The 

3DS 
The most exciting technology in the world doesn't mean much~ there isn't any software to take advantage of it. Check out 
some of the exciting games that have already been announced for the 3DS. 

The Legend of Zelda: 
Ocarina of Time 3D 
N'ntendo said this was originally just a tech demo. but later 
aooounced plans to bring one ot the most popular entries il 
the belovoo francl-se to the 30$. The system'$ touchscreen 
controls ""1<v f0< inst!Wltaneous ttern 8Qlip<nent. but tew 
other detals aboUt this remake are available. We'd love to 
see Nintendo add a few new sidequests 0< an extra d\Jngeon 
to tt>s ad\lenl\.Ve. Regardess. we·n gladly take ano1her trip 
through the N64 """"°" ot Hyrule. 

Mario Kart 
tt wouldn't be a pmper Nintendo system~ tt didn't featixe 
Matio Kart. Nlntendo didn't talk mvch about the 3DS-· 
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 sel milons of copies like 
it always does. 
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Kid Icarus: Uprising 
Younger gamers probably~ know Pit as "Ulat cl.l)id charoc• 
ter from &,pe,- Smash Bros. Brawl." t:lut othefs rEmember this 
classic Nntendo franchise trom wheO h was on the NES nearty 
25 years ago. Uprising is being developed by Kirby and Super 
$mash Bros. creator Masahro Sakurai. and looks to be a last• 
paced blend ot aer1al and g,W>d•based Shooting. Pit teams 
up ,..u, a goddesS named Palutena. who grants him the power 
ot flight tor limtted stretches ot line. While Pit Shoots clown an 
army ,,r;ie t!yiig \tl'ough the Sky, he will eventvatly be IO<Ced 
to land and~ his assaut aganst Medusa'$ ooderworl<I 
mnions trom the ground. 

DJ Hero 3D 
The portable""""°" of Activision's DJ•centric music series 
cloesn't bother w'rth Clvnky tuntoole peri)herals: the 30S's 
tOUChscreen worl<S just fine. Players CIWl tap notes, swttCh 
trocks. and scratCh records by sirply slicing thei' st;t,s across 
the screen. Activision hasn't arnw>ced a,ry of the game·s 
trockS yet. but we played a mash·W ot 2Pac·s -catiforr.a 
Love" and B.o.Bs "Nothrg on You." and tW>d the oontrols 
s,,,rprisingly responsive. 



Nintendogs ➔ Cats 
ff you 1hoogh1 Nintendo"s ooginal Nintondogs W8,'8 i'resistillly 
cute. wait unti they pop out of the screen Md seem to lick 
your face. The 300s buin-in camera Md facial-reoognltion 
1ec/nolog\t allow these puppies to react to real•life 9"511J'es 
and facial &X!l'essions. That mueh cuteness n>JS1 be balancoo 
out 1'1i1h scrnooiing sinister: cats. 

Professor Layton and the 
Mask of Miracle 
The lh'rd ent,y in the Pl"ofesscr Layton senes. Professor 
Layton and the Unwound Future. is headed to the ooginaJ 00 
this fal1. After that. this l)UUle ac:mnture series might rll()\1$ 

(Y,/8,' to 1he 300, at leaS1 in the U.S. In Japan. Mask of Mracle 
is the frfth game in 1he serieS. What"s happenng with runber 
four? We t,ope the Professor S()!ves that m)'Sle,y soon. Look how busy even at night. 

The city sure Is sleepless. 

Metal Gear Solid: Snake Bater 
3D "The Naked Sample" 
Konain was mysteriously quiet about this Metal ~ oemo. 
but It sounds like 1he l'.Xl<l1)allY is plaming to re-release the 
PS2 title on the 300 with some possible gameplay hveal<s. 
"The Naked Sa,nj)le" oemo was an interactill<l video that 
showed Snake sneakiig through the jungle. but It contained 
some of 1he most impr&SSMl 3D effects at the show. lea<i',g 
us to beloMl that Kof,ma Producilons has spent a fair amou>t 
of !me 1'1i1h 1he hardware. 

PilotWings Resort 
Players visited 'M.Jhu island in Wi Sports Resort and W.i F"4 
Plls. but Nintendo isn"t done with the tropical resort. Players 
wl relurn to the Island once more ,-.nen Nintendo res....-ects 
~s clasoc flight sim lranchise, PlotWings. Expect your pilot;,g 
prowess to be tested with a civerse set of challenges invoMng 
airplanes. hang gilders. and jet packs. 

Resident Evil Revelations 
If you wanted to see lhe gr~I power of the 300 in action, 
then Resident Evi was the game to see. Aelielations is bult on 
Capcoms MT Framewoc1< ~ 'ne. the same~ used to 
pow.., games ll<e Lost Planet 2 and Resident Elli! 5. The trailer 
shows Resident Evil mainstayS Chns Rec:!f181d and Jin Valentine 
holding each o-at gunpoinl. 11 also didn"t mal<e a lot of 
sense - so at least Ifs consistent with 1he reS1 of the franchlse. 
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Leading up to E3. we held a sweepstakes lor an 
all-expenses paid trip to LA and see the biggest 
gaming expo. What the live winners didnl know: 
They were going lo play Need for Speed SHIFT 
and one lucky gamer would win lhe lully madded 
Chris FOISberg NOS Nissan 370z! 

/t 
Arriving al E3 in LA. the winners 
received the red caipel treatment 
Nikki Andrews, Robert Waddell. 
Carol Takas, Leslie Rathbun. and 
Holden Humphreys couldn't wail 
lo check out lhe hottest games ol 
lheyear. 

On lhe last day ol E3. 
MiLynn hosted the finale: 
Race Need for Speed· 

• SHIFT's London track 
, IOI the Chris F01sberg 

NOS Nissan 370z. 



Want more NOS Energy 
Drink Beyond the Games 
coverage? Fuel up with 
more insider pies and an 
exclusive video at 
http.//gameintormer.com/NOS 

--"I::,. ... ,.... II came down to Holden's very last tum, bul in lhe end Robert 
narrowly escaped with lhe victory, celebrating to the cheers ol lhe 
crowd. Now lhat's whal ~ call Fueling ViclOIY, A trip lo LA, 
tickets to the best E3 in years, and riding into lhe sunset with the 
brand new Chris Forsberg NOS Nissan 370z Who says ~ing 
doesnl pay off? 
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PlayStatlon Network 
Panders For Gash 
Sooyunveled ilSIOrQ-talked about uPl)e(·tJer 
PSN ~ion model called PlayStalial Plus. 
For $49.99 a year 0t $17.99 for !tree monttlS 
yoo·1 gel exelJSive COOlenl Iran Sooy an1 lhi'd· 
party partners lil<e lull PSN garres, PSN minis. 
~ defros. bela l'whes. and PlaySU!lion Sl0te 
disccxlllS. Joi'ioO PlayS1auon Plus also awards 
y0U llilll seivieeS like aul0-<10\•,nl()ad$ IOI defros, 
vi!eos. pa1ches, and upda:es. The g,wnes a.-e 
yoors for as big as \'OU oontinue 10 ~~­
bul OLC and OChef bOnuS content remains )'OO'S 
even~ \'OU cancel )'00' subSa'ipliOn. &, 111e time 
you're •~ lhls. PlaySlalial Plus should be 
avaala!lle. and Sooy is ~ebrabnO lhe launch ",ih 
a limited-time ttwee•month tree trial. 
The ~ion's first goodle drop 1ea1ures 
Wipeou1 f«l. an Infamous 2 Ulal. lll8 PlayStalion 
nini games FleldrUMelll and f¥/a or Zonties. 
avaiars. map POCl<S. and OLC lor as-ye1-
unamou~ games. and ll1e online PJar-ltalion 
mag.Oore 

fTopl Twisted Mela.l's 
Sweet Tooth brings back 

the ear combat series 
in style and introduces 

developer Eal Sleep Play's 
Simon Campbell and 

David Jaffe (_,.l The 
appearanct of Por1a1 2 on 

PS3 was the surprise of 
the ptess conference. and 
Valve co-founder and PSJ 

critic Gabe Newell drew 
laughs when he thanked 
Sony~ inviling him and 
· nol repeatedly punclling 

me in the face. .. Neweu 
went a ste-p further and 
promised lhal Portal 2 

on PS3 will be "the best 
version on any console" by 

vir1ue of using Steam ~ 
alllo•ul)dates, download• 

able content. and more. 
This should be good fo, 

getting gamC1$ mo,e 
patches. an<l Newell threw 

a sly dig at Xbox Live's 
reportedly more strict 

strucrure by praising PS3's 
"open approach." 

p 



Only on PlayStation 
Sony's ll'8SS oonference lacked a big lhitd•PMY ex~ like last 
year's Agent llOm RookSt8t, but the COf'r4)811y grabbed what It COUid. 
ge«ng exclUSNe DLC missions for Mafia II and Assassins Creed: 
Broth8m00d. as ,ven as two sP8¢ial 8diti0n releaSes trom Electronic 
Ms. The Medal of Honor SP8(:ial ecl1ion i~ a remastered HDV81· 
siOn of Medal ol Honor: Frontline, and a Move·enabled Iteration of 1118 
l)(eviously Wil•only Dead Space: Extroo1lon 1'l'ol be peci<oo in with the 
Dead Space 2 si,eciaJ ooitiOn. Although Square Enix has talked about 
possit)ly brining F'r.al Faniasy xrv to 1118 Xbox 360 Since last E3, for r-cw 
It rtlmains a oonsole•exclusive PS3 game, 

Butler Brings Down the House 
In ocmmercial <:haracler Kevin 8vller. Sony has found its most effective 
pitcl'rnan snce the original PlaySU,tion days. when Crash Bandicool 
stood outside of 1118 Nintendo offices wilh a megaphone and called out 
Mario. Aj)al1 from a few jabs at the oompetltiOn, Butler roused lh8 ll'8SS 
oonf8<ence attendees with a can to anns for gaming itoo!f. ·1. Love. 
Games.· he declared. ·Gaming is ~ a ridiculOuSly huge TV in a tl'ly 
one-room apartment. Its su,y;ng up unrn 3 a.m. 10 win a trophy that 
isn't real...but is: Butler was at his best When he dose<f his ,;peech 
with the irrc)asSioned cry: "k<J ~ we may pledge fanboy aJe· 
giances to dfferent flags, deep down inside, we an serve one master, 
one kng, and his name is g,vnirgl Forever may he reign!" 

Not everyone iS thrilled 
about Move or 30. but 

Sony's ability to fight a 

multi-front war might be 
more of an advantage over 
its competitOfS than a drag 
on the company's overall 

efforts. Garnering exclusive 
third-party content - not to 

mention the coup of landing 

Portal 2 - flips the tlbfes 

on Microsoft and puts Sony 
on the attack. Although we 

were disapPQinte<I that the 

likes or The Last Guardian 
and Resistance 3 weren't at 
the show, there was plenty 

of impressive so1tware. Sony 
IOokS to De in a good position 
no matter the numbers, and 
the PlayStlllon 31s building 

dangerous momentum. 
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II°" wand: $49.99 

Plt)'$111loo Eye oamora: $39,99 

NoYlgadoo wotrolltr: $29,99 

M-cne.~eamera. 

SJ)Oll'U Cbampdom, 

Move 4'1-mo dbk buadle: $:ff,99 

1$399.99 wUh PllyStotlon 3) 
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PlayStation 

Moves 
theE3 Crowd 

A 
l GOC eMier this year, Sony for­
mally announoeo the Play$1ati0n 
Move and a flood of launch 
titles that had been kept uncfef 
wraps since the company first 
arv-.ounced plans for a motion 

oontrole< last E3. This leh us woncfefing 
what Sony w<l<MJ have left to SllOW at 
tr.s year·s expo aside from 30-enhanced 
garring. Since the official tech announce­
ment was already out of the way, Sony's 
Move p,esentation duri\g its E3 p,ess 
oonference focused prinarily on games 
and pricing. 

In comparison to Kinect·s rumo<ed 
$150 price, the PlayStation Move setup is 
# lly chOOper. The wand costs S49.99, the 
PlayStation Eye CM>era is S39.99. and the 
navigation controller is another $29.99. The full 
set of peripherals will l1i1 your bank account for 
rougN)/$120, though this P,ieedoesn't take 
famUies interested in rruttiple controllers into 
consideration. The buldle•minded game, can 
pick up a Move controller, Eye ca,neca. 5Po<1s 
Champions, and a Move demo disk for $99.99. 
though the navigation controller is notably 
absent from tr.s setup. Another bundle that 
includes the PS3 costs $399,99. NntendO's 
latest Wii buldle, which inwdes all,_ 
accessories. Orly costs $199. 

To suppo,t the technology, Sony expects 
about 20 Move games to M stores on 
September t9, with more than 40 titles available 
by the hoidayS. Sony-del,eloped Molle li11eS wil 
cost $39.99, but ttird-party J)ficrg has yet to be 
arnounced. If you're looking to engage in the Ml 
Move expe,',ence this f.lil, it'll cost you. Hov.'8V<l<, 
with near spot-on accuracy and solid develop­
ment support, Move has the potential to be the 
W.i HO sol.rtion we've been waiting fOC' - minus 
theShovel>vare. 

by Annette Gonzalez 

'I' 

Titles desig,ed specillcalty for Move with 
Sony's bac~ took up the bulk of the com­
pany's E3 booth. Spo,1s Champions. The Fight: 
UghlS Out. and SOCOM 4: U.S. Navy Seals 
we<e among the higtjghts. Rai shooter The 
Shoot. pet owner simulator EyePet, and SirQStar 
Dance are also des9>ed ,v\1h Move in mind, and 
use the PlayStation Eye camera in (jfferent ways. 

Third parties had a fairly lglt Move showir~. 
though we're told 40 developers and POO!ishers 
a,e working witn the technotogy. Thus fa, the 
roster notably indtJdes llisne'/ lnteractive's Toy 
Story 3 and Tron: E\Xllution, Namoo·Bandai's rail 
Shooter rme Cnsis: Razing Slorm, and Ubisoft's 
real-time strategy li1le R.U.S.E .. EA Spo,1s Active 
2 and Ubisoh's Child ol Eden were demoed at 
E3 using Microsoft's Kinect, and wil be released 
on the Sony platform as well. though Move....,_ 
port is stiU in question. 

Many third•party developers we spoke with 
said they are more oornfortallle ,vor1<ing w'~h 
Move as an extension of a slMdllrd game oon• 
troler. as opposed to ~ng a Kinect game 
from the ground up. Judgng by the runber of 
e~ PS3 1i11es reoeMng sohware updates 
w, PlayStation Ne~vorl< to add Move functional· 
lty, in(lud:ng EA's Tiger Woods PGA Tw 1 t, 
C8poom's Resident Evil 5: Gold Edition. and 
Heavy Rain. ~ doesn't seem ll<e too much'"°"' 
to f'f'4)lement Move support. 



Games 
That Move 
0 LlttleBigPlanet 2 
The motion oontrols won't be 
available at the game's No<em­
ber launch, but Media MQle(ule 
tells us lhe Move oontrol 
sclleme wil 1'1011< wi1h lhe 
crealion tOols and tt is currootly 
•,irnog on ways to implement 
them for plartorming as wea. 

0 TheSly 
Collection 
The Slf Collection, lhe 30/ 
high·del port o1 Socker l'll1ch 
Proruction's classic Sly trilogy. 
wil Sl.W)lltheM<>leilitS 
unlod<able minigames. 

0 Heroes on the 
Move 1wor1<!111J 11ue1 
This ac1ion-advent1Ke cross• 
"""of Sony franchises stars 
Ratchet, Clank, Jak, Daxter, 
Sly, and Benlley. Vfrth their 
combiled Sl<ill and cunning -
and your hand·~ coordina· 
tion - you must help save lhe 
h«oes' home oo<lds from evil. 
A friOOd can jOin the lray to, 
lwO•player OO•OP, 

O Killzone 3 
Killrone 3 look croter stage at 
the p,ess oonference to snow 
oil its 30 suppert, but Sony 
also says the sci-Ii shooter 
SUPl)CrtS Move. 

8 Echochrome II 
This lololv·up to the o,iginal 
PSN M puzzler uses the Play• 
Station Eye and Move oontrofter 
to ro«ate levels and control lig,t 
and Shadow ettec1s as voo 
lead your chatacler throu!11 
each stage. 

O sorcery 
The Niglllma(e Queen 
threatoos to wier lhe kilgdorn 
in darl<ness. tt's up to you, a 
sorcerer's app,ent~.10 team 
the arcane arts and defe.at lhe 
queen's minions. Use the Mo'le 
COOlroler to oonjute spells, 
mix and <)ink Potions, ~ 
l)UZZles. and zap baddies IO rid 
the kingdom of etetnal night. 

connect 27 



28 

T 
his year. it was almost as if 
Nintendo and Mlctosolt traded 
places. O..ing the last few E3 
conferences. Ni'lteocto·s hardcore 
Ian base felt left out in the COid 
in fall()( of the broader Wii audi­

ence. This yeat it was the Xbox faithful thinking 
thoughts of desertion. 

Things started v,.,it enough. The Show kicked 
off with a demo for Activision'$ highly anticipated 
Call al Duty: Black Ops, which aJ)ll<IQ'S to be 
oontinung Ille series' penchant fc, high ~ ­
lion value shooter mayhem. The enco,e was an 
oqualy impn,ssille trak fa Kojima Productions' 
Metal Gear Solid: Rising. Mlctosolt'S Don 
Mattrlck aJso revealed !hat a deal is in place 10 
onsu-e lhat al Mm> DLC in the Call of Duty Iran· 
Chis& wll debut fltSI on Xbox 360. a m:,ve that 
further oements Ille OCOSOle as Ille FPS fan's 
system of choice. 

From there, ,m,ytHng that followed was 
exCIUSive to Ille 360. 

The best titles were, unsurprisingly, three 
al Ille franchises that bult the Xbox empre: 
Gears of War 3 (which showed its four-piay,lt' 
campaign mode for the first time), Halo: Reach, 
and Fable Ill. The antq,ation for al three al 
these titles is Sky high. Thankfully, aa of them 
looked more thM capable of meeting expec1a­
lions. Peter Molyneux'$ stage appearance was 
especially chatming: the man is a Ian favonte 
for good reason. 

While this portion of Ille press briefing pro• 
vided scme triple-A products aimed at hardoore 
game<s. tt was devOid of erry surprises with 1he 
only exception being a teaser for Codename: 
Kingdoms, a new franchise by Oysis develop· 
ers Crytek that drew co,~rlsons 10 300 and 
God of War. 

The rest of Ille oonference focused on Kinect. 
What followed was an uninspired set of ·casuar 
titles lhat did little to dispel 1he perception that 
Microsoft is playing catch•<4> to the blockbuster 
success al the Wii. Wilie the Kinecl technology 
lookS irr4)resSive, f110SI al the games shown 
were derivative, dressed•up versions al shallow· 
but·suocessflJI Niltendo games. 

Kinectimals, an interactive animal sim. 
clearly owes its existence to Nintendogs. 
Kinect Joy Ride is nothing more than a kart 
racer with controller-free ·steenng· and ava-

tars. Kinect Adventures is a collection of gim• 
mioky party games, including a raft r'ode where 
players must jump in place and lean to steer. 
Kinect Sports is a direct rip-off of Wi Sports, 
as its name suggests. 

The Kinect r,neup made~ a C0<4)le of nods 
towards the hardcore crowd. A demo of an on· 
rails li9htsaber Star Wars title looked intriguing, 
wt not tembly cc,npe11ing. 

The best Kinect games were provicled by 
third•patty oompanies: Harmonix's impressive 
Dance Central and Ubisoft ·s exercise title Your 
Shape; Fitness Evolved. In both, the Kinect 
seemed to accurately track the player's move-­
meols, giving real feedback on whether c, not 
the players were doing the moves correctly. 
tt was clearly superior to what is possible on 
the Wi, and pert,aps pc,ints the way towards 
how the Kinect shoold be used in the future. A 

Kinect Forza demo 
demonstrated 
scme ,vt1oo1-free 
stee<ing and the 
somewhat useless 
ability to let players 
·wa.1<. around" and 
inspect virtual cars. 



A Brand New Xbox 
Microoolt finished is pcessainferenoe w'llh Ille unveling ol lhe long• 
rumc<ed Xbooc 360 ""!lim· haf(l'.,are, wlicll lleQal1 snipping 10 soores 
duling E3 for a pcice of $299. The new unil is smaller lhan Ille 
original Xbox 360 hardware, and leatures several lmpcOl<l!leflts. It 
Sl'iPS 1•,ifn a~ 25008 Mrd drive and IXJUt-in 802.1 tn VMi 
cai,abolily. II also has a <ledi:ated por1 for ho(j(jng ~ Kroecl. 

Mlsl imJ)orlanUy, its irrl)roYed l>Jild®:fi:f means Iha.I Ille ..-ii is 
siglnican."fy ~" lhan f)(evilus 360 models. and is said IO have 
safeguards agailsl owmeating and Ille "red ring of death" sysiem 
faiues INII haYe plagued lheainsole. In faCI, ii c.w>'l lecllnically 
·red ring; as Miaosoll IOOk the red LEDs ool <A the rx,,,er l>Juon 
am11. -· lhal's no guaamee 1he sys1em can'I fail. 

A Strange Coming Out Party 
The nigll llelo<e IIS E3 p<ess a,nference. MCrosoll held 
an ·Experience l'l~ect Natal" evenl Iha.I mv,t Ile one of 
Ille zanies! nights In E3 hislory. The sir,,, fealUred Ille 
famously ,~rd Ci'Que Ou Sole¥ Upon enlerlng, a1tenoees 
weregiveo while robes outtilted ~-pads Iha.I 
Md hidden LEDs. 

What fab.l'l!d was a pceseo!alion Iha! tfrri<ered the 
lmaglnallon. A giant ftl<e elephant walked In beiween 
~s. Acrobats and oaiws pertonred Odd nlllafs. 
A boy dimbed ror:l<s lhat rep<esenled ditterenl stePS in 
gaming history. finaty asoen<fng IO a~ ball with a 
gloY,ing green Xbox logo and stre11tiing his Mnds IO Ille 
-. O!.< robes tfirl<ed In unison. A pcete<naturally 
<lleerftA famiy was susperded (sometimes upside do\wl) 
high aiXNe lhe arena, llfaylng I<® with a manic energy. 
Ava:a<s flew lhrOU111 outer S!)<lC8 on gianl video 9:reens. 
Then, it was O\'ff. 

w,rre noc sure WNll lhe ~ was mean, to corrv,,y, 
bul ~ was certaWy merraable. Pemaps Ille mos! leling 
morneni of Ille eveni came from legendary Dead<:< />/Ne 
<:<ea!IJ< Toroonobu ltagal<i, '"'° repor1e<Jy ,"'™<1 in, stared 
al Ille pcoceediigs for a mornen, lhen pcornpUy II.med m 
his heels and walked 00!. 

Kinect, ESPN add new features to Xbox Live 
Over the years, Xbox Live has transfooned 
from a dedicated mulliplayer gaming network 
to an an-in-one social media r.ib. This E3 
saw MicrosOft strenglhening the S<!t'Jice on a 
.-..mber of fronts. The biggest Sl)lasl) came 
w~h the announcement lhal ESPN is olfe<ing 
exclusive live and archived sports program­
ming to Xbox Live Gold users for no ad<ftlonal 
cost. More lhan 3.500 sporting 81/00ts are 
planned for the t.-st yea,. many to be broad· 
cast in lull HD. 

ESPN SP0<1sCen1er anchors Josh Elliot 
and Trey Wingo came onstage midWay 
lhrough Microsoft's E3 press oonfe,ence lo 
deliver the news. Engaging in their familiar 
banter. the d\JO demonstrated some of 
the interactive features that wiN d'tstinguish 
walching SP<)(IS on Xbox Live. USing Kinect. 
the pair requested instant replays of last 
year's Ohio Slale vs. USC college foolbafl 
game from allemale angles with voice com­
mands. You can also ChOOS8 a roofing 
interest. see how many viewers share your 
allegiance. and participate in reat-time polls 
and trivia. 

One caveat worth noting is lhat we assome 
that the ESPN broadeasling avafable on Xbox 
LNe win be subject to focal telellision blaekoots 
and other national contracts 0ike TNT's NBA 
games or Notre Dame football. so wa1ci-;,,g 
Vo<X 18\/0fite team play might no1 be an oPlion. 
When Microooft showed the sports av-. 
the NFL - America's most POl)U8J' sport - was 
also notallly absent. 

MOlher segnent of the conference detailed 
Vrdeol<inec1. a new video chat seNice lhat 
utflZ8S the new camera peripheral. A Microsoft 
engineer. using odf hand gestures Md YOice 
corrrnands. easily sel up a five chat w~h her 
sisler in Austin, TX. From there. lhey browsed 
a variely of media together. They wa1Ched 
a traler from the upooming fkn The Lasf 
Airt>en<Jer ~engaging in some stilted 
canned repartee). One cool Kinect featue 
showcased in this segnent was lhe tnt's abil· 
ily IO track head Md body n,o,;ement. As one 
of the chat partners moved out of lhe frame. 
the Kinect parteclly adjusted the camera ~ 
lo keep her cenle«!d. 

Microsoft has lhe hardcore 
gaming community on loci<, but 
after lhis confe<ence lhe faith­
ful migllt begin to wonder tt 

they are lleing taken for grant• 
ed. While the new Gears, Fable, 
and Halo Uttes look fantastic, 
these are long-established 
legacy francNses. It's worri• 
some lhat Microsoft seems 
IO Ile lagging in establishing 
new, hardcore~focused gamflg 
IPs as it chases Nintendo's 
huge casual audioooo. Wily 
was Crackdown 2 absent from 
the proceedings? [Our review 
on page t 11 may have some 
Clues.-£//.) 

We'd be JOOfe incllned 10 
forgive lhis Slight tt the Kinect 
software was more impressive. 
N<arty every game shown -
even the more interesting 
third•party uues like Dance 
Central and Your Shape - are 
derivative of \Vil-established 
tiUes. "Do w1lat Nintendo did 
three year.; ago, but without a 
controller'' isn't an innovative 
strategy. We're on board with 
ttle new_ slimmer 360, 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 

B 
ef0f8itsofficialpressoon-
ferenoo, Mictosoll used a 
Staged performance involv­
ing a laux e!Ephanl, glowing 
..-.1e<a<:11ve· PQOChoo, and 
a CirQJe du Sofei tr0<4)8 

to give an official name to 
Project Natal: Kinect. During 

the event and the l)(ess oonferenoo the fotio.v­
ing day, Mictosoll alSO showed off a handful 
ol lauich @es to go aloog with ~s new motion 
oontrOlled device. The game demos ,vere revool­
ing, not juSI lor what they showed ndividualy 
but as an <MIIYie,v of Kinect in general. 

Acco<ding to the ma,keting spiel, Klnect is 
supposed to give players a direct 1: 1 interfoce 
with their Xbox 360s. Does ii worl< that way in 
l)(actice? After SP8flding about an hO<Jt with 
the device. we'll answer that with a resound• 
ing, ~kind of.# 

"1l<rt is occasionally laggy. with noticeable 
delays between y00r l)hysiCal actions and their 
onscreen translations To be far, at least some 
ol that is due to the way games a,e (lesignecl. 
A tnie 1: 1 input would be fl\lS1rating for ga,nes 
that involved actions like jumping or !earing 

fa. most Kinect games). For instance. some 
people miglt not be able to physicaly iull"I) "9> 
enough to Clear a virtual ludle beC8uSe lhey're 
shot1. To compensate. Kinect interprets 8CliooS 
such as j\mping and then trigge,$ canned an• 
mations. The liming wincJo;.v to dear a horde in 
reef f~e may be extended in a game to make the 
experience more enjoyable lor the less athleli• 
ca11y inclined. That doeS. hc>\vever. lead to times 
when a player landS on the ca,pet long before 
lheir Avatar completes the jull"I). Those bafanc• 
ing 11icks may make games mo<e enjoyable for 
the casual set. but Skepfical game,s are already 
scrut~ the device. 

Microsoft hasn't off,cially commented on 
hOw much Kinect will cost. but an signs point 
to S 149.99. A CluSler of major retailers such 
as GameStOP, Best Buy. Amazon. Wal-Mart. 
and Target have posted that priee on their 
websites, and Microsoft itself has fisted the 
same price on its official store. In additton 10 
being Sold separately, Mie<osoft h8S said that 
a bun<le wil be avaiabfe that packages a 
slimmecl down Xbox 360 console alongside a 
Kinect unit. GameSIOP had two versions of lhe 
bundle fisted for $299 and $399, but has since 

puUed !he listings from its site. 
As lor the ga,nes, Microsoft isn't say,,g 

whether new releases wil coSI the standard 
$59.99 or tt Kinecl tales wl l be avalable at 
a lower cost. After playing wi1h some of the 
games, unleSS Microsoft is hotding back most of 
the good sluff, the company wo,Jcf be insane to 
cross the $39.99 barrier. 

Kinect could end up being a Priey SOiution 
for famileS without a 360 looking to get into 
motion gaming. As OPP()SOO 10 the Wii, which 
costs $199 and includes a game. a cOU1d 
cost upwardS of $300 for a similat experience 
with Kinect. Once you a(l(I a game or two, 
that figure could hOP past the $400 marl<. Of 
course. that's assuming that these initial prices 
are accurate and that Microsott won't pack• 
age a game with lhe device. Regardless. that's 
a sl?abfe investment. The Xbox 360 offers 
things that the Wu cannot. such as streaming 
HD oontenl, video chat. and a seamless online 
exPG<ience. but will casual players IOOking to 
bowl a few frames with their grandehildren 
care about those bells and whistles? 



Kinect 
aspects of Microsoft's new motion-controlled device bylef!Cork 

How Does It Work? 
Kinect uses several <frfferent tectonologies in 
tandem to ,Y0<1< its magic:. A standard RG8 
camEnl is used f0< lacial recognition anct videO 
challing. The infrared camera anct em~ter on the 
<ril's face riklw Kineet to recognize deplll and 
movement even in a piteh·blaek environment. 
Foor microphones handle voice i'l)Ut. The "1it 
also has a motorize<! SWMll. aJIOwing ~ to tr00< 
users if they move out OI the frame. 

Miefosott says that much of Kinecrs innova• 
tion comes frO<n Ille software. whieh orehes­
trates hOw eaCh piOOe of harOware WOl'ks 
together. Kineet can sopposecjy track uP to 
foor users simultaneously, and Ignore interfer• 
enoe from other players. If yoo were planning to 
wfJl'J'Je around like a maniac hoping to screw 
uP yoor bocfdy's game. save yoor energy. The 
system can also read the Sl<etetal anatomy of a 
ptayer. make a guess if Ws a chld, anct a<lµSt a 
game'scifficulty~. 

One big hor<le 111a1 Miefosoft has to overoorne 
is the current limitation that users must be stand· 

ing. Voice <Xl<Tlmancts clearly dOn't have lllal 
limitation, and we oon't knOw about maniAAt· 
ing mer..,s an<I media ptayl)OCk, but the games 
we demoed wouldn't WOii< n players were sit~ 
on a coueh. Microooft says its working on a 
SOMion. so hOpefuly it's addressed by the time 
Kineci launches. 

A New Way To Interact 
In ad<lilion to the obvious gaming appf,cations. 
Kinecl offers a new system-wide interface for 
Xbox 360 users. Mer visualy registering a new 
user - a process lllat tal<es about a minute - the 
system can recognize players and automatically 
10Q in thei< approl)riate game,1ag. 

Once logge(I in. waving at Ille un~ ~ uP 
a S!)8CiaJ Kinect interface, which replaces Ille 
usual scror,-,g panes OI content wi1h eight targe 
ieonS. Hol<xlg uP a hand pulls a virtual hand 
onto the seteen. anct players can then browse 
an(l select the content they wish to exptO<e. To 
select a specific item. players hold the icon c,,,er 
it to< a few seconds. 

Microootts goal is to replace the remote or 
controller,~ f)()SSibl&. While wateh• 
ing 2"18 videos o, tl<owsing content frO<n the 
~ ESPN lee(!, for•~- viewers can 
raise a hanct to Sk4> to specific POrtions. pause 
piaybaek, and penorm other baSic functions. 
l.llice recogn~ion is also avalabte. allowing users 
to say srnpte phrases such as "Xbox, play" 
0< "Xbox. pause· to perf0<m the appropriate 
function. we teSled out that vooe lunctiOnality 
oorsoo,es, an(l it ,VOO<ed without arrt kin(l of 
tralnng. It recognized our conmands inme<l­
atety. as we1 as thOSe from a female jot,nalist 
with a decideclly different voice. even with E3's 
intrusive backgroun(l noise. 

Microsoft says some appticatiOns. such 
as Netflix streaming. oon't currently suppo,t 
Kinect fvoctionality. 11 is being wOl"ked on. 
hOwever. and Mierosoft hOpes to ir>c0<porate 
Kinect support f0< most of the Xbox 360's 
core applications by the oovice's N()lffllllber 
launch or shOrtty thereafter. 
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It's ... Pauple? 
To lle/p consumets visualy Cilfe<entiate belween 
-d games aro those designed specifcal~ IO< 
Krea. lhe oompany has designed a specific 000< 
accen, 10< ine IX>< ar1. "The Kinect pUrpie is going 10 
be used as a way 10 IV3jfind," says Josh tlJttO. dlrec­
lO< of c:oosae marketing a, Xbox. "When you 'I' into 
reiai. 1·.neneve< you see P<Jll)le you knOw k's K'nect." 

11 mal<es sense IO< Microsoft to make II as _as 
POSSible 10< new users 
to delineate between 
•~ Xbox 360 games 
aro games designed 
IO< KroecL Vie just h3'e 
ooe question: l\'on"t 
ime<S whO add Klnect 
10 lheir lii)(a(,es ol Xbox 
360 games end up ,~lh 
Shelvesresembllng 
weel<·OIO lnises? 

MoreGames 
In addtioo to lhe playatle tilles at E3. a slew of other 
Krea tllles were ¥V10Unced. They include: 

• Adrenahne Misfits 

• Dance MaslerS 

•MotionSporls 

• l)lt111ed Slaf Wa<S game 

• EA Spor1s Pclil'e 2 

• Scnic free !Wers 

» OECA Sj)()(ts Freedom 
>t Zt111ba Fitness 

» The 8iggesl looer. 
Utimate~ 

• Gatne Party: In Motion 

• ChldolEden 
•forza Klnea 
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Echochrome II follows in its predecesso<'s 
footsteps ,vllh a gameplay concept ~ 
from the g,OUld up to mal<e yoor brain ~vis! 
in new d:rections. This lime, ltll al aboo1 lighl 
and sha<low. Rather than merely ro<ating the 
onscreen levels. playe<s must use lhe new 
PlayStation Move controler as a lasl,liglt, ~ 
the onscreen Shapes to create a background 
shadow that lhe f,gure onscreen can wal< upon. 
U<e ,-,;puating sha<low puppets, players 
must fond the correct angle to snne the !lash· 
l~t to create a path. Colored objeets in the 
fo,egl'OUld have special effects in lhe sha<lows, 
ll<e certain bals that become jump pads. The 
game also has a more app,oachatle v'lle about 
It; bright colo<s and lively musiC rel)lace Ille 
stark and meditative overtones of the original. 
user-created -s return 10 add replay value. 
EChOChr<lme II wm rlllOOSe lhis fall 10 j()in lhe 
launch l neup of the new cootrolef. 

I've been fOlowing Lara Croft and the 
Guardian of Light wi1h great interest tor 
several months now. and Ille more I see the 
game the more exciled I become. The lsome1rlc 
view of the action pans back 10 give a good 
sense of the landscape, and controls are in lino 
w~h traditional dual•stick shooters. However. 
Crystal Dynamics has instiled its keen sense 
of platforming and puzzles into the experience. 

Movement and animation look and feel amaz· 
ing, mixing lhe best of ~d aclion games 
wi1h lhe ClasSic Tomb Raider style. I love Ille feel 
of MY1ing through the wood as your character 
starts sJoo.vly and breal<s into a sprint to navigate 
the extremet,, large -s. Lara haS a oo-op part· 
ner named Totec this lime al'OUld, and h's fun 
wort<ing together IO SOi\18 envl'onmental puzzles 
and mow dOwn assaun;ng creatures. ~·11 gel 
10 play lhe final ve<sion in a few weeks when It 
releases on XBLA, ,vllh Slbsequent entries on 
PSNandPC. 

The makers of 'Splosion Man and The Maw 
are ·~ on their next title, Comic Jumper, 
and I love what l"ve seen so far. Targeted 10 
release on XBLA later this ye,>-, Twisted Pixel's 
amusing new pro(ect is far t,;gger and more 
am~ious than Its previous ettortS. boasting 
four distinct art slyleS, (Y,t8f three hoors of 
spoken dialogue, and a wealth of unlockable 
extras. captain Smley is a failed supeme,o 
that travels tl¥ough l'l>Jltiple pe,iOds in comic 
history. Modern. over•th&-top action comics. 
Conan•esque graphic novels in the style ol 
Frank Frazeua, the star1< and l)(,gh1 cOlors of 
Silver A9Q comics. and quir1<y Japanese manga 
are all on lhe menu. Much of the action is side· 
screlling gun and melee oombat, bul there 
are breaks in the form of Space Harrier-style, 

foovard•scrolling shoote,s. captain Smley 
,eg<Jarly breaks the fourth wall to chat with the 
developers at Twisted Pixel, ancl special po.vers 
sometimes focus on the r,n1<, like the ability 
to cal down an a video-captured ve,sion of 
Twisted Pixel~ CTO Fr~ WISon 10 head·bull 
al the onscreen enemes. If lhat kind of zani· 
ness appeals to you, Comic Jumper is right up 
your alley. 

BlackLight: Tango Down stands apart 
from the pack. This downloadable offeririg on 
XBlA. PSN. and PC <lei\18rs a ful-lledged n-.A· 
tiplayer experience that rivals big retai releases 
In comj)lexity and breadth. Se< in the near 
Mure. the Shooter has the pacing and llolv of 
Comter-Strike. Mel features a vast 8l!"'J of OJS· 
tomization tools to make the game your own. 
Through seven gameplay modes across 12 
maps, players fight It out with weapons they've 
built 10 specilication themselvas. Want a scope 
on a Shotgun? Souncls stupid, but go for it. 
The futuristic saning imparts a number of COOi 
gadgets with ,"'-ch players can experiment. A 
spec::iaJ visor lets players sneak around the fielcl 
and trad< enemy movements. Oigi-grenacles 
can be used 10 scramble an opponent's \/isor 
HUD. Pemaps Its most impressive leature is the 
$ 15 p(,ce lag. 

~CWl!),3Q836 

"BlackLight: 

Tango 

Down 

stands 

apart from 

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

(ABOVEI Battlef,el(I: Bao Company 2 Vietnam is the 
first expansion pad< for the hit game develope(I by 
DICE. Beyond the Jungle location. it naturally features 
new weapons, vehicles. unlOCks. awards. and fCM.K new 
mult:plal"'f maps. 

(ABOVEI Here's our own Bryan anC1 Tom modelng the< 
shoulcle<·pa(I ponchos at lh8 MIC«lSOlt Kinect event before E3. 
Self-loallling Is lh8 one fashionable look that ,_ goes out of 
Slyl8. Even a lr,P 10 the ballYoom CO<J()l1 washotf the Slink of 
shame that lhese two ano l>Jn<te(ls of OU1ers fell after being 
foroed to take part in the surreal scene. The <Xtt goo(! use we 
can U-.nk of for these Is that It migl• J)fl)V8flt P80l:le from seeing 
your e,ms flailing while~ Kinect. Can it detect ponchos? 

(LEFTI FPS IO\/$'s anCI 
second amendment war­
riors can now unite under 
Electronic Arts' Gun Cklb. a 
rewarCls program that appro­
priately doles out in-game 
weapons. eMy beta & demo 
access. ano more to players 
of EA shooters who sign up 
(an(I have an EA accO<#ll). 
The Gvn Club is currently 
available fo, Battlef,ekl: Bad 
Company 2 VIPs, anCI enter• 
ing now wm get you an M24 
sniper rifle in the upcoming 
MeClal ol Hone, as well as 
&My access 10 that game's 
beta. Remember: ifs the 
virtual bullets that kill online 
gamers. not the lake guns 
themselves. 

I. 

(ABOVE I Take noce of Ubisolt's Battle Tag, because years from now when 1118 (I() 
anolher installment ol the Top 10 Embarrassing E3 MO<nents (see page 40 lor our first 
ooilion). you can think back 10 this year's E3 ano brag that you were embarrassed from 
the begnning. Ubisolt debuleCI this Lase< Tag r%X>ff at its press conference, anCI the mix 
ol real wOt1d tagg;rg anCI virtual stat keeping is exactly why most gM>ers woukl rather 
preten(I to be a badass in a video game than aclually try an(! act Ike one. 









Wii Music Causes Discord 
Ninlendo built Wli "'5ic Lllder the pre'""' that rrusk: 
games ,'1lCe too hard (and, aooarenuy, IOO fun). Unfortu­
nately, no one crud woo, tile dMln lting, especialty the 
prJOr souls lall<ed wilh dellYlOSlratilg 11 ~ at llln• 
tendo's 2008 E3 press conference, The t,st ..ttim was 
belau,r,awked •protessionar drunmer Ravi llM1s. whO 
becoole an lntemet joke after struggfilg w~ tile bo!dled 
air•dr\Mmllng kllerface f<r lhree long mnutes. To cement 
tl1e game·s <~llln. Nintendo's Sllige<u Miyamolo led 
sane Niltendo staffers in a Canitbean. marimba llaYcred 
'1l<sion of the Mooo Iheme thaI oounded like an ·eos 
carnival Q"'5e oommercial having a grand ma! seirute. 
8elae lhey staJled, Nintendo's Bil Trineo said. '8tilg tile 
muse down. guys1· Did lhey ever. 

Miyamoto Gets Creepy 
we lrke 10 lfWi< of Sll,gen, MiyamOto as W' eccenlt'rc, 
low!able ll'de. He's ?Jways bringing us weird presents 
fa W' binhday and lilaYlng ba<'io at lami y gatherings. 
So. we (/()(I 'l like it \'"'80 he skankS OUI on a TV hOSt live 
onstage al E3. ~ eocl. This hO<tiliC ineideol happened 
di.mg Nintendo's 2004 conference, dlJr'ffJ a livedeloo 
of Nntendogs witll lhen-G4 personality Tr,a Y/ood, Aft .. 
COl1'a'O onsiage IO~VIOod Sl<moff the game. tilings 
got . .. icl<y. Firs, their Wll/al dOgs got a f41le, sllall we s:r,, 
friSl<y, promptng Wood to say,, did not teach her that." 
Then, Mya<noto said, ·you don't know all the Software yet, 
v,ould you like me to show you a fe,v more tricl<s?" Alie< 
Woods ag.<eed, he lee(,~ added "Please IOIIOw me ... 
baekStage" and out his arm a<OUnd hef.A - WO<XlS 
stammered, "<Xl ... <kay. • 1118 rest of us tried to wash W' 
trains out v•lh bieacft. 

Grown Men Cry For Zelda 

The Strange World Of N-Gage 
I had tile weifdesl dream once. lhefe was lhis llil1g 
callecl lhe N-Gage - a eel phone lhat i:lal'ed games - but 
to use it you had to htid ii 10 )'OIi' head hke you were 
ta'.king illoa plastic 1300. SUddeolf I was at an E3 press 
conference and all these breal<dancers came out and per­
fomled mob,le game themed Slam poetJY, Thenalll.rdl 
of scandraiian execulil'es came and talked abcu how 
Nci<la (Nokla! kl ~~ was going to dominate video games 
in tile future. They sat of sounGed like Goldmernbe<. Oh, 
and Jehl Rom,.o said something! Bui ncbxJy in the 
dream ca,ed. Then this girl came out. <lanced a<ound. and 
IOOk hef sllirt off 10 a re,-eat "$299" parted on hef llet~-
ln tile dream, ncbxJy clapped a said anything because it 
was all too bil.arre. They didn't ktrJw what to say. 

Jeff Bell Gets Jiggy With It 
M<CfoSoft'S lamer glOllal VP of O<lfl)0<300 markeling made 
a ll.rge sptasll with game,s at tl1e corrc,any's '2007 E3 
press oonlerence, llUl not la tile right reasons. The e,;ec·s 
stiff OOIJ)O(ate•SP83k was llad enough, llUl it was ru-rro 
a lil'edemlnsllalionwitll lll'I. plll)'el' Reggie &Jsh that he 
trtAy made tis name.Awf<wa,~ engag'ng in pseudo, 
street Vasil talk like. ·Pass a r,¥1? Pass a n,n?V/hat's 
it gar lie?" and -wrr, don't we SOON ·em lhisgame 001 
game?" Alter Reggie broke for a big n.n. Bal bowed OU!. 
say'ng, -You SChoOled me on that one. brotl>er - you did 
ii.· A/1er lhe message bOa<dS went crazy t>aslW'O Bell, he 
managed 10 mal<e rt ,wne I)'( l)OStilg on the irla<nous 
NeoGAF forums. asking a cr'rti: "Aro your conlfrbut<ln to 
society is ... what?" (),Jeff. never feed t11e trOIIS. Vie don't 
need an MBA ~om Harva/d to tel )'OU that. 

ISnlendo's 2004 E3 press cooference was a dark day fa gaming. This was 
tile day thal Miyamoio IOOk tile stage and - off The Legend of Zelda: 
Tv.il'l1't Princess fa tile fi'st time. What's embarrassirlg abOU1 lhat? NOlhrg, 
Vlhat sll makes us cr'o;Je were Ille g,a.•,11 men and suppOSed j<Unafists who 
translamed intoblu~ 12•year•Old~a,a JustlnBiebef show. That's 
right. you~ Cl1ed. It's not an urllan legend: we we<e thefe. We saw you. If 
this didn't require a good slawilg, we don't krow what does. This makes us 
wish tilose"""""l'..,aslngpensinMeninB/ackwe<e real. 

High School Massacre 
Disney 1n1 .. ac1il'e 1oPl)ed of1 its '2007 press conlerence 
in 11\Jiy hun'iliating fashion. After toutng its ne,v .. 
School MusiCal kalaoke game, the hoSt aslred fa hlO 
"\<llllt.,.,· to dellYlOSlrate. These ctearty planted actas 
pre:ended to lie no,ices, stf\Wlng wilh the microphones 
and IOCl<ing confused. Then. as soon as the rrusic stalled, 
lhey began betting OUI Ille IU!lber like Broadway veler· 
ans. All hell brOke loose as oorens od dance<s dressed as 
Cheellea(I .. S flOOded the aisles, tllrO\\ing a<OUnd be.leh 
balls and ilciling the cbnbstruck crO\\\'.I to join ill the ch>· 
reographed dance runbe<. The jaded aowd of lournallsts 
and analysts IOOl<ed at them Ike they we<e crazy, IO<'cing 
them 10 Slllrl lf'/ing to grab people out of the audience. It 
v,ould have been hor!'rfyirlg ii it we<erl'I so hilarious. 

Rock Revolution's Blitzkrieg Blooper 
Thol.lih rt created tile rrusic genre wilh Guitaif<eakS, 
Konami's Rocl< Re"11ution didn't have tile c11ops 10 
challenge Guiw Helo a Rocl< Band. USirg ~ press 
conference to defoonSlrate just hO\v llad the game sucks 
iSn't a g1eat idea. Roel< Aevdulion's victim was senior 
prO<b:t rna,,ager l auren Faccidomo. Durng a lil'e demo 
Of tile game, f accidomo Struggled to limp tllrough the 
Ramones' Class<: "81it2l<r'reg Bop," fl<ADng notes and 
dr<Jlll)ilg in and OUI of the nix llelae lirlally laing out. 
M.Jmbling "That was m, lault." slle oocer'""°"iously 
enctec1 tile press conference, leaving the crO\\\'.I ~lllred. 
Hel' l* e at tile game was all the wase la lhe fact lhat 
she had just played the same S0<'9 pesfecllY (n her al-girt 
Ramones tfibute ball:f) on-stage v.itll a real baSS. 
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Rockstar's Gamer in Chief 
~----~has been with Rockstar since the oompany was founded in 1998. As vice president or development. 
Barrera bnngs 11is years of experience to all or the oompany's games, and has played a crucial part ln helping perfect 
a host of multi-milllon sellmg blockbusters. We spoke to Barrera about his personal history with Rockstar and the 
company's development philooophy 

You've been around since the beginning of 
Roekstar. A lot of people don't remember 
that earty evolution of the company, the 
games before GTA Ill. 
In the fllSI year. we had GTA London. GTA II, 
lhashef. Monsler TIVCk Maeh!SS. Rune: Viking 
Warloro. and we dd the coosole versions of 
RM'oad Tywon for Take-Two. Early on. Sam 
IHouSE<I and Dan [Houser) had a vision of vlhere 
we could take the industry. and that was in lne 
wtth what I wa,,ted to do. I wanted to get away 
from what people back then called ·manstream 
games: I knew we crud create something 
cooler in this medum. When you get a gr0<4'.) 
of people that ha\/8 the same llllXlsel. you c.in 
make tt happen, Along the way, we had 10 pay 
some bi"•· but we are ll8'Y proud of Grand Theft 
Auto: London 1969, and lhashe< was ll8'Y coot 
for its time. I still think tt hOldS <-1) as a Skatr,g 
game. But GTA 111 blew the doors open. 

Was there a moment when you realized 
that GTA Ill was be<::omin9 a phenomenon? 
Not realy. I think tt's because 1118 were sort of 
"heads down,· doing the sequel right ~•ay. 
we stipped Vice City a year alter m came out. 
IMlen you haYe such corwiction in the art that 
we do, 1118·re iust SOrt or blinded by making the 
best stuff poosible, The success didn't go to 
,xx heads. We weren't all ctiving flashy cars"' 
an)'111ing fke that 11 just 98118 us an OPl)()f1urily 
to make rno<e coot stuff. 

You have a pretty low profile In the industry 
compared to guys like Tim Schafer or Will 
Wright Why is that? 
It's aboot leffing the games speak for US, for all 
or us. It's not just me working on th8s8 ga,,,es. 
irs l'IJndredS of people. From the top down, 
""8rybody is ll8'Y importarlt. We fl<e the game 
to speak for itoo!f. rm in a position where I get 
to do a rot of the PR, but it's kind of embar­
rassing oomelmeS because there are so many 
people bel>nd lhe game that are way rno<e tal· 
anted than me. And rm sue the r.-n Schaters 
of the wood would say the same tiling. 

Of course, I'm not ~ng Tim or anyone 
else is arrogant, but he is definitely more of 
a public face for his company. 
That's the th119. F0< us, <XX fOgo says 8118,y· 
thing. You know what kind of a game you·re 
going to get. It's not ll<e the movies, where you 
c.in pin an actO< to a proo,ct. It's a ll8'Y big, 
colabO<ative elfort. I don't think that a game 
needs a spokesperson. The game is the game. 

The Rock.star brand means something to 
fans and represents the way that you guys 
make games. What does Rockstar Games 
mean to you? 
'Mlat does Rockstar Games mea,, 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. 
creatMty, ar>d blowing down the doors of the 
medium. n·s pusting the enverope. It's doing the 
next thng. tt's the vanguard or our industry. 

What's your role in developing 1M games at 
Rockstar? I get the sense you bounce to a 
project towards the end of development 
No. I work on a IOI of different things at ooce. 
It's best SUMl8d up as lteralty hOurs and hOUrs 
of playing the game .-y day. rm basically a 
fancy 0A 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? 
Yep. We literally wO<I< on our 0A database and 
Ill ~ uP wtth bugs and <XlfOOl8nlS ar>d to-dos. 
We work on oomettlng until 1118 feel that tt ·s just 
~ t. That means a lot 01 playing games. Guess 
what I did today? I played L.A. Noire. 

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 "' breal< a game. It's pretty obvious 
with the titles that I thn< need m0<8 time. 

It seems that every Rockstar game is said 
to be a disaster In development, until they 
come out and they get 9.5 ratings. 
That's the thing. Nobody knows what the games 
rdf are until you·re ~ on them. The 
only time anybOdy·s (!N8r said that (a game is in 
troolJlef is based on speruations and lUTIOIS, 

What's it like working with Sam and Dan 
Houser on a daily basis? 
They·re amazing <;pJS. They're also my friends. 
This is going to sound rdy sappy. but 1118 1YOl1< 
rdy hard together. and the kind of camaraderie 
that we've built. not just with them but a lot of 
our key members, is rdy special. Uk8 me, 
they0re tOU<:lw1g the games 8118,y day, whicll r 
think is 118,y rare lor people in their positions at 
of her corrpanies. 

Rockstar has its own aesthetic. If I'm rac­
ing a buggy in Red Dead Redemption, 
there are the litUe plumes of smoke from 
Midnight Club to guide me atong. Your 
games seem to influence each other as 
they evolve. How much do you look at 
games outside of Roekstar? 
Obviously we're big garners. so we play a lot of 
games and we're inlluenced by what 1118 play. 
We do play <XX games as well. When I was 
younger I thought it was COOi when you played 

,..,...,,11y.,,11~ 

capoom games and they used similat items and 
iConic things to help you through the games. I 
always ll<ed that. 

Rockstar seems to know how to make 
open wor1ds compelling. Whatts the secret? 
Neyer break the lusion is number one. If there's 
something in the game that screams at you 10 
wa,,t to do a. you ha\/8 to be able to do tt. If you 
cflSSeci our games. a·s not one thing: Ws the 
thousand little details. People go. •Qh. Rockstar 
haS such attention to detai." That's the secret. 
tt's out there for ~ 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, ifs d8fintely a rot of resea,Ch. It's what 
f'lfluences us: jfs \vhere we are in ox raves at 
that moment. I thn< it's also ~t that we 
surrOUld ou..-with people who aren't just 
frO<n the games industry, Our music <;pJS and 
8ll8fl Sam (HouSE<) CO<ne from the rrusic indus· 
try originally. tt's about finding people who really 
want to make games and can bring something 
to the tallle. A IOI of game CO<npanies are like. 
"You ha\/8 to ha\/8 experience making games to 
WO(k for us.· Ifs SOrt of a C&teh-22. You m'glt 
ha\/8 the coolest DJ or graffiti artist out there. 
but because he's neye, made a game you're 
not going to hire him. F<x us. It's like, •you·\/8 
got real talent. let's try to figu-e 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 
bring them ideas? 
rm su-e that's got to be a concern tor some~ 
body. but the strength of our corwiction is we 
want to make nothing but the best stuff out 
there. We feel that about all of our projects, If 
you make sometnng that's COOi and something 
that's quality, people are going to want to play it. 
That's the guide. People really freak out when I 
tel them that we don·t do focus 9'0<4'.> testing. 

Who are some of the game creators over 
the years that have really influenced what 
you do? 
Obviously 1118 ICwe Nintendo, and Miyarnoto·s 
amazing. we definitely highly respect Kojjna. I 
ICwe the Grasshopper guy. I WOlAd """""' the 
same way that any fanboy 1v<l<Jd answer. Tim 
Schafer. Sid Meier. Ken LeWle. ~ who 
makes a game I admire. because It's so (exple· 
live) hard. (Laugh$j. 

ll1kMhi◄ 
1987 A UPELONG 
PASSION 

O.t1re1a bogtns hLc: km 
affa11 , . .,.th. gaming Mth 
h1s Commod0<e 64 home 
OOUlJXller 

1992 CALL FOR HELP 

Banera SOOl'es: hi$ Cirst Job 
in the 1ndusoy. as a 9arr.e 
CO(lnse!Or' to, Sega's calHn 
ho!J)lfno fie plays game$ 
by <he do-I.en>. he~ 
fnr.mated game1s O\'ef the 
phone with bP, • .., bulls 

1993 PUBUSHING 
SECRETS 

'r.)k1n9 hJ3 ~peJ180C8- at 
Sag3.llone,ageo;•J(li) 
at Pruna. helpmg aeaIe 
a series QI code and bm1 
booioJ caUed Secte<s ol the 
Sageo 

1994 CRYSTAL DAYS 

flarrera gets hIB ln<t lxool< 
u'\to game <1ei;eloJJOM,n1 at 
C1ytta! l)ynaJ'l\lC$ His fiJSl 
f)i0j8Ct IS th,e 300 I tU8 Off .. 
'A'otkl fnterooptor 

1996 STARTING UP 

Oancra leaves 1-0 SJM hls 
ovm game studio, Blam, 
Dltertairunent 

1997 FATEFUL 
MEETING 

Baue,a moolS e,•entual 
RoeMta, I01J1\()CJS $am 
Md Oa,n HoUSCI, WhO 
a1e ¥,'01klng lor 8MG 
lntetactivo BMG signs 
a deal 10 pubhsb Blam's 
Mookey He,o BMC JS 
•~nIoauy acqu,te<I by 
'n!ko-'l\,o 

1998 STARS AIJGN 

8'\Jrera ,o,n, ~ new\y 
roi mod Rock.Stai Gaines: He 
\\'Ol'ks on a numbrJr of tho 
-company's Olllty lttlos 

2001 A BLOC!!BUSTt:R 

Roe:>csw roloares Grand 
Theft Auto Ill. The gamo 
eventuaUy seus. over M 
m)l!ion Ull!IS WOl)d'.'Vld(t. 

2004 GOLDEN STATE 

G1and nHlft Auto San 
/\lldr03,.:; IS taiea,..~ h's tho 
most ambllJOUs open wotkl 
gamo Jcloased lO dale 

2010 OUT WEST 

Altt)f ,,'01klng on many 
othef Rocicst&T hJtS.. 
mclu</Jng GTA rv. The 
War1101$. and Bully, l'Jarrera 
he)JlO 110,sh RO<I 000d 
Re()empuon. WhtCh Q\)icl<ly 
beCOmCS yet anoche.1 --.... 

connect 43 



44 

This hand.held 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 IO 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 

HTC moves Jrom 
smartphone to 

pocket computer 

than your typical smart phone, w hich 
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. 

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 UI. 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 UI design 
is possible thanks to the powerful I-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 PM 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 
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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. 

Harmony 300 
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Harmony 100 
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Hannony 1100 

We took three of 
its newer offer­
ings for a spin, 

ranging from the 
simple and basic 
controller to the 

feature-heavy 
touchscreen 

navigator. 

The Hannony 300 iS the 
gold Slalldard for high­
quallty. low-oost uni­
versal remotes. Instead 
of guessing your way 
th.rough inputting manu­
facturer codes to get the 
remote to work, the 300 
plugs In to a PC just W<e 
high-end remotes to 

The rechargeable 
Harmony 700 is 
LOgitech's mid-range 
universal remote. 
Featuring a customizable 
color LCD and suppon 

With its touchscreen 
controls. the 1100 looks 
more lil<e a Scar Trek 
gadget and iS the ulti· 
mate remote control. It 
learures an RF system. 
which allows for multi• 
room control and hidden 
components. While the 
Hannony 1100 iS a sexy 
piece ol hardware. it's 
harder to hover your fin­
ger over the touchscreen 
while fast-forwarding 

give its users an easy­
to-use system with a 
database of nearly every 
product on the market. 
While the remote lacks 
the fancy LCD screen. 
people looking to com­
bine their basic equip­
ment ,nto one package 
without breaking the 
ballk should start here. 

$49:99 • 
logitech.com 

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. 

$149.99 
logitech.com 

, I Traxxas Slash IOOIOng in_betWeen_olf·load races, e,111«. 
Oocl<ilg in a wet :JOnijl out <;j me txl>I. lll6 remo1e-oon­
lllJle<l racing ttucl< iSa ~ -'lllelclrlg·raJV!~olle< OO(I 
fO(J•wheEf indeperoo,-l SUSl)80Sb1 ,µ iacers f)'ecise 
Sleerirg and oon~ol lf(X11 we, a city block"'~-Becaure 
{;jlheV"'flra>o<asllildsils~lhe9ashisalsov,JV 
<l,'a(je, ~ sto:!<S, $lll8< Slf<rg lllr()er~,..., 
~ C001f)()l'ErllS allON )<lU IO 1'lOm lt>'Olgl p,.<nes 
Md rol lhe Yellicle Wlthoul wcrr)i1g allO<.C lleOOil'Q t> lhe 
OOdv st()p. O.•,ie,s IOol<irg l<r ,w, extra$ c,w, also 
(Wade the \dido's SlleE<f OO(I tonge,,;1y l)J addrq ,re,, 
pa,ts like ligl,er~t,,tte,ies. llmkst>llleblQ· 
1a&rQ bane,y and Qttt cllrger, )<lU wal°I haYe lO ml 

$249.95 
traxus..com 

, I Razer Onza 
For came !)OOle(S. good llird•party pe(itellls seem 
10 ba ra-e and~ - bad ooes ,.. dle3I> and 
in~ Raler olfersa glinml< ol llCl)8 in a sea ol 
Cheap, glnn"icl<y Shar1<s. The 0nza. lhe 001Wl\''S fl/St 
soot at an lCl>ox 360 oa,:roltet, errbXies Ralllf's obses· 
SMl quality and service lO the Imme. Spcxting longer 
ll'iggels and a d·pad that uses ilde!lefldent buUoos 

or 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. 
{ ... ~, ·••: 
$399.99 
logtte~h.com 

f(f the d<ections, lllis tti'Q Is bolt for serious gamii'Q 
sessions. The l1'0Sl inter~ feallJre. -. Is lhe 
oo,,stal1e tension on lhe llunb sti:l<s. Combined ,.,.h ;n. 
g;rne sensiflVily settings, acldirg or reducirg lension vii 
~ the l1'0Sl seasoned sniper an added i....i <;j oon~a. 
Microsott o,es rot let lliro·party conw,ies mal<evire­
lesscontrollets. oot lhe 12-100«:alile ensu-eseven tile 
blggesl 11.tlg room won1 pose a fJoblem. 
$49.99 
razert0ne.com 

--••g,meilil--to--
-/J/lt/ .... ~IJ/Cgon-""1/ec/lrdCIJ'f 

••• 
IMdlJ611:f d!M 

LOOK AROUND YOU 

The Sunpsons. creator Mau 
Groemng describes this 
famasic rnockumenuy 
senes about math and 
saence as ·one ol the 
funn~ shOWs: I've ever 
seen: Commg to us from 
the BBC acioss the pond. 
Look Around YO<ls 70s 
style cIass10om expenments 
are wrong. Ullpoos,ble. an<! 
oompl01ely hilanoos 
$19.98 
bbca.mericasbop.com 

MYTHBUSTERS 
COLLECTION 6 

To continue ow saence 
Oletne. we're bunging ln the 
1V klll(J• of expe11mems 
My1h8usters· Adam and 
Jamio bnng moI0 o, lheu 
u,sanc explosions and htgh­
speed ca.meta work to a 
DVD collection thal lS luel 
fOJ you, mner nerd fne 
$49.99 
store.discovery.com 

THE PWTO FILES 

Ep«; nerd ancl awesome 'IV 
personaluy Neil 08Grnsse 
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~ The Champion ~ 
WhO is the Champion of Kirkwall? Some citizens of the 
Free Marches will tell you that he survived the destruction 
of Lothering. They say he foond something in the deep­
est partS of the abandoned dwa,veo kingdoms. Some 
claim he is a powerful mage. while others swear he is an 
unstoppable warrior. As Dragon Age II opens, all players 
will know fo, certain is that they are Hawke, the Champion 
of Kirkwall, and his story is theirs to define. 

Hawke is a legend in his own time, and like all legends, 
his hlSlory is shrouded In speculation, mystery, and exag­
geration. He escaped Lothering as rt was being razed by 
darkspawn. then fled to Ki1<wall, a major city in the Free 
Marches north of f e,elden. But What happened between 
his escape and his rise to prominence? The answe, 
to that question is the driving narrative force behind 
Dragon Age II. 

"We're not necessarily setting up an ancient ev~ 
you ha11e to defeat," says lead designer Mike Laidlaw . 
.. Instead, we're posing something for you to answer. Sy 
playing the game, you're not just finding out the answer -
in a lot of ways, you're telling us what that answer is.'" 

As the new main character, Hawke is a more defined 
Individual than the Warden from Origins. While players 
can still customize Hawke's appearance and class, cer­
tain featixes of the character are set in stone. You won't 
chOose your race, and every ptaye, will experience the 
same origin story. Hawke is a human, and he starts in 
Lothering as rt is being destroyed - an event that occurred 
off~screen in Origins. 

When compa,ed to Origins' selection of races and origin 
stones, Dragon Age II may appear mo,e limrted, Howe-, 
wrth the ~nni119 of Hawke's tale pn,dete,mined, players 
aren't making fewe, chOices: mo,e choices are just being 
made as the story progresses, rath8f than on a characte, 
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 Origins; 
voice acting for the player character. In this case, Bioware 
tool< a cue from rts own Mass Effect series, which has 
been lauded fo, rts cinematic feel and believable oon~­
sations between characters. These goals are drtficutt to 
achieve if the main character is mute. "Especially when 
compa,ed to Mass Effect, this is something that prevents 
it from telling a really immersive Slory, so we're going to 
add playe,VO," Darrah says. 

Not only will Hawke speak, but you will also have a 
or,w way to select his responses. Dragon Ag, II uses a 
conversation system similar to Mass Effect's, whete play• 
e,s select parapllrased versions of the dialogue from a 
wheel. An icon in the middle of the wheel even Mlustrates 
the line's basic intent (like aggressive or sarcastic), so you 
can focus more on the lnte,action rath8f than reading and 
analy?ing you, dialogue ChOices 

"We do know that, in Mass Effect, most people do not 
skip the dialogue. They actually sit through tt and experi­
ence it es a whOle," Laidlaw says. ·n tells us that people 
are experiencing it in a more cinematic Wlf'I, in that case. 
When!as the Origins Slyle is a little more choppy, where 
you read and listen and read and listen.• 

You'll st~I direct Hawke's chOices and shape his person­
ality, but he won't be a blallk slate where the playe, needs 
to fill in all the gaps. He can speak when not spoken to, 
and offer contextual onsight. Even better, the charactec-s 
around Hawke will have something to react to, eliminat• 
ing the Slilted, stop-and.go dynamic of Origins. JUSI as 
Commandet Shepa,d provides a compelling anchor for 
the Mass Effect series, the Champion of Klrkwall will be a 
mylhical and charismatic figure. 



~ A Story In Pieces !¾-
All of the events in Dragon Age II ere tied to 
the story ol Hawke, but the goal for the Iran· 
cNse Is to ensure that each addition to the 
canon expands the ~ understMding of 
the universe as a whole. "A lot of RPGs are 
abou1 a characler. In the case of Mass Effect, 
It's Sheperd'$ story,• Darrah says. "In Dragon 
Age, It's n,aily the story of Thedas. • 

When lool<ing at ways to help players get a 
mo,e complete view of the Dragon Age un~ 
verse. the team saw an oPl)Ortunity to make 
the story ol Dragon Age II span a decade. 
However, taking adVantage of thiS opportunity 
fMMt messing around with the classic nar­
rative structure that has served as the basis 
tor most of BioWare's games: Go ttvough 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. "tt'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 II has a 
framed narrative struct\l'e, which means that 
the exploits of Hawke occlKed in the past, but 
are being retOld in the present Af the current 
point in the timeline, Hawke is already the 
Champion of Kirl<wall. Narrators with unique 
insights into the events in question tell the tale 
of his past adventures. 

•There's a story being tOld within a story,• 
Darrah e)(plalns. "A popular example that 
most people have heard of is The Usual 
Suspects. The Usual Suspects is really abou1 
IMtbaJ Kint telling the story of this heist that's 
gone terribly wrong. That's the wt,:,f the story­
telling is going to happen in Dragon Age 11.• 

As our demo begins, we witness an 

exchange between a male dWarf named 
V8rric and a female Chantry Seeker - a posi­
tion that is essentially Templar Internal Affairs. 
In the cutscene, we learn that the world 
stands on the bfink of war, and the Seeker 
belleves that understanding Hawke's actions 
can help e)(pialn and resolve the vo4atile situa­
tion. She wants to know how Hawke escaped 
from Lothering, and Varric reluctantly tells the 
tale. Af least, he tells the version he wants 
the Seeker to hear, and the scene lades to 
Lothering and shifts to Hawke's perspective. 

"By having a narTator - having a focus on 
storytelling that moves me around with a 
d~ection and a purpose - I can hear the best 
parts," Laidlaw says. · Asa result, we can 
cover a bigger scope than we have in lhe 
past. .. In other words, the narrative progres~ 
sion Is less restricted than In Origins. Events 
don't necessarily need to unfold chronolOgi­
cally. and the structure allows the team to 
skip over uneventful periods of time, keeping 
players in the action and cutting down on the 
excess travel time. 

"What that actually allows us to do is really 
focus on the key moments that are occur­
ring in Dragon Age II," says Darrah. "We can 
skip the inte<stitial between the key action 
moments, the key decision moments, the key 
unive<se-shaping moments." 

By the end of Dragon Age II, players will 
have guided Hawke through multiple quests, 
victories, and defeats. The frMl<ld narrative 
conveys 10 years' worth of adventures. hero· 
ism, and ooosequences - a tapestry of stories 
sewn together and unified by the threat of war 
currently looming over the Free Marches. 
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~ Make Your Choice~ 
Disposing of the rigid morality system 
that tends to accompany Your decisions 
in most --playing games, Origins 
distingo,shed itself by providing a mora 
nuanced pe,spec1ive on choice and 
consequence. That tradition continues 
with Dragon Age II, and the framed nana­
tive makes It even eas;e, for the team to 
convey the gravity of )'OU' decisions. 

Because of the large, span of time the 
game encompasses, players w\11 see the 
result of their decisions sooner. If you 
sa"" a city under siege, It (and Its grateful 
citizens) will be there for Mure sections 
of the natrative. On th<! other hand, ff that 
city gets destroyed, y0u w\11 see how It 
affects the region in the years that follow. 

"This ls. I 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 w~ing 80 hoors for an epilogue that 
tells me who got married and Who did 
what, I get to see those interactions 
within hours." 

Your decisions in these situations define 
Hawke's history as the Champion of 
Ks!<wall. Like Origins, players can expect 
a range of minor and major choices. 
BioWare isn't getting into the details of 
the specific situations yet, bot Laidlaw 
offers an interesting tidbit regarding the 
nature of the choices and their repercus­
sions: ·1 think Dragon Age, ff It's about 
anything, is allout human weakness - the 
inability to see the larger threat. Honestly. 
that's where y001 consequences 
come from." 

Not all of Hawke's choices tip the 
scales of power in the Free Marches -
some of them are aimed at eslablishing 
a rapport with his fo!lowe<s and allies. 
Your party members still respond to 
)'OU' actions and words, gaining or 
losing respect based on their personal 
views. However. e""" ff they disaPl)<OV8, 
you don't need to worry about them 
ditching you. 

In Origins, party members -e ineorn• 
pahble with certain moral stances. For 
example, Leliana and Wynne wouldn't 
to!erate cruelty, and would abandon 
th<! w~ ff the~ approval rating fell 
low enough. This led many evil-inclined 
players to avoid using Leliana °' Wynne 
even ff they-e optimal characters in 
terms of ba!Mcing the party, This kind 
of meta-game is no longer necessary in 
Dragon Age II. 

If a character Cfisagrees with y0ur 
choices. they may still complain, but it 
isn't necessarily bad. In fact, you can 
even be openly hOstile to your party 
members and still unlock combat 
llonuses - a benefit previously reserveef 
for thOse who establisheef 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 lo try 
to show you up, and that may influence 
battle in a Cfifferent way,· Darrah 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.• 



'nliS dragon 1$ n,o<e man ii til)l)(Mlrs. Moc 
swoopinQ down and grabbiog a darllsp,1,wn in 
lu 1alon.s, ii transforms in.to a tamillar figure: 
f'IOmetb, Still hOk1ing thO 00.,,0 daltc$1)3WR fn 
ho:r h.lnd. nelOOCh walks through tbo flames 
and approech08 Hawke, saying: ~u. we■. 
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ABetter ~ 
Battlefield 

The story and characters tend to take center 
stage when discussing any RPG, but they are 
only part of what made Dragon 11/;}e: Origins such 
an enjoyable experience. The game's tactical 
combat system allowed players to ut~ize their 
party members' individual strengths to turn the 
tide of battle. 

Oragon "'ii" II is as much about keeping what 
won<ed well from Origins as addressing what 
didn't which is why players can expect a simi-
lar emphasis on abilities. spe{ls, 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 
to create more distinct play styles. 

'Warrior, mage, and rogue are atchetypes f0< a 
reason. but I don't know that Origins delineated 
them erough. It didn't create enough space 
between them. A rogue dual-wielding was just a 
warrior with less armor in some cases," Laidlaw 
admits. "What I want to do is make sure that 
you feet like this unstoppable juggernaut, a lithe 
super-ninja, or field artile,y: 

A large part of creatr,g a unique sensation 
for each class is enS\King that the ability trees 
acc0<nmodate a wide range of tactical options. 
Origins had a lot of abilities, but some of the trees 
(particularly for mages) _,, of extremely limlted 
usef\Jlness. In Dragon Age II, the team is focusing 
on adding depth rathef 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
t0<nize and enhan¢e freball 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 tetm:S of sheet' num­
bers, It also allows you to make more meaningful 
decisions and craft Hawke accon::Jing to your 
preferred tactics. 

Enhancing the strategic pc)SSlbolrties on the 
battlefield is the othef major way Dragon ff,18 II is 
adding depth to the combat. Similar to the spell 
combinations from Origins, all of the classes can 
combine abilrties for specific advan'-9. Before, 
players could only combine magic - loke casting 
fireball on a greased area. Now, a wa-rior may 
SUl1der an opponent's armor, and when a rogue 
comes up to perform backslab, the combina· 
lion of the two abilfties wil create an addltlonal 
effect that is more than the sum of the two 
individual attacks. 

Hopefully, this approach wlll result In players 
exploring more options on oombal instead of 
relying on a handful of standby abilities {crushing 
prison is returnr,g, by the way). By emphaslzlng 
teamwork and depth, the battles in Dragon "'ii" 
II should feel even more varied and satisfying, •1 
want you to be up in enemies' faces," Laidlaw 
says. ·1 want you to be taking heeds off, and I 
want 81/ef}'thong to feel faster - but more impor­
tantly, responsive. If I tell someone to go kill, I 
want them up there and fighting Immediately.· 





~ Two Dragon Ages ~ 
wi.Ie the basics of the battle system 
were the same for the console and 
PC games, BioWare acknowledges a 
disparity in the gameplay on tile plat­
foons. Where tho PC entry emphasized 
a pause-and-play app,oach heavy on 
strategy, the PS3 and Xbo• 360 ve,­
sions couldn't deliver tactics on the 
same level. "'What we have in Origins is 
a controf experience on lhe PC that is a 
lot closer to where we want It to be. On 
consoles, it just had farther to come,"' 
Darrah actmlts. 

The oonsole ve<sions of Dragon Age II 
already feature huge improvements aver 
Origins - a feat tho team accompliShed 
by pulling lhe PC and consofe e,,tries 
further apart rathe< than closer together. 
The PC ve<sion implements the same 
strategic approach afforded by a mouse­
and•keyboard control scheme. You can 
examine tho battlefield closely, make 
deciSiOns from a top-down view, and 
direct your party like a general. 

Rathe< than try to mimic the PC experi­
ence on consoles. Dragon Age II has 
a battle system m0<e tailo<ed to the 
strengths of the PS3 and 360. You can 
still issue oroers and switch between 
your party members, but the team aims 
to make the action feel faster and more 
res~ive - no more shuffling into 
l)OSition as )'OU wait for your maneuver 
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
sion, and can confirm that it is faster. 
more responsive, and more fluid than 
before. As soon as you p,ess a button. 
something happens. As a warrior, Hawke 
threw down special strikes and used a 
new dash move 10 slash through datk­
spawn with ease. It isn't on the Dynasty 
warriors side of the spectrum, but with 
obvious improvements 10 the target-
ing system and animations, ptayillg 
Dragon Age II with a controlief finally 
feels natural. 

No matte< which platform play..-s 
choose, they'll sti l get the same con­
tent. The major elements that have 
distinguished BioWa,e's catalogue of 
titles - the narrative, quests, characters, 
and choices - a,e still Intact across all 
versions. "We're still BioWa,e," Darrah 
says ... We still know how to make a 
g-eat story.• 

For now, lhe team is guarding the 
specifc details of Hawke's adventures, A 
huge fantasy universe allows players to 
uncover the lore for them~es. experi­
encing the thrill of discovery as the story 
twists and turns. 'We're content with not 
knowing lhe whofe story until Dragon 
Age II reteeses next year. Bioware has 
already proven Its capacity for telling a 
gipping tale In thiS world, and we can1 
wait to get more pieces of the puzzle. "In 
t..-ms of how big the Dragon Age uni­
verse is, I think we've just scratched the 
surface." Laidlaw teases. ♦ 













The Legend of Zelda: 
Skyward Sword 
Nintendo impresses with its first Wii-specific Zelda adventure 

G amers have known that a new Zelda was 
t>..-.g developed tor 1he Wii ever ..-.ce a 
piece of concept art was shown last yea,. 

but little was revealed about the project prior to 
E3. We all expected tts presence as we wal<ed 
into the Nintendo press conference. but we 
-e su-prised 10 soo the oompeny lead with a 
full-on reveal. No time was waSted, as thOSe in 
attendance were treated to a sharp trailer and a 
visit from series creator Shigeru Miyamoto. 

Ps the legendary designer Clemorlsttated the 
newty named Skyward Sw<l<d. many viewers 
were concemed about what appeared 10 be 
tecmical issues. Miyamoto t(,ed to aim lsol<'s 
bow, but the controls behaved erralicaly, caus• 
ing him lo shoot arrows into the ground. After 
playing through a section of the game, howe1,<ll·, 
I can oonfrm mat this tn.ty must have been a 
flLl<e technical erro, during the oonfe<ence - the 
oontrOls are fantastic. 

MotionPlus integration is immediatety apparent, 
as ~ swi ,gs lls swocd in a much mofe precise 
and accu-ate manner than 1he canned arlma· 
tions from Twilght PM::ess. Ps the game·s title 
would indcate. your sword gains special abiities 
wh8l pointed towards the heal'8f'IS. We ooo't yet 
kr,o\v how crvcia1 this wl be to gameplay. but it 
grants link a suonger sword swipe in 1he demo 
we played. 

New motions wll oontrOI varicul advanced 
attacks in Skyward S1110<d. Ps I swiped 1he Wi 
remote and ....-.ctu< together ~om left to right. 
Uni< performed his trademark Sl)in stash. Swipe 
them together in a downward motion, and he 
performs an irrc)ressiYo (and powerfuO ffipprg 
\1811ical Slice. 

Many foes feat..-e movement patterns mat 
recl,Jire lsol< to alter the drection ol his slash. 
New del<u•bobba plants open their mouths 
either vertically or hOl'izontaly. and you11 have 
to aim your sice in acco<dance wfth thiS afq>· 
ment. I encoontered what appeared to be a 
Stalfos Knight at one point. and his guard pet• 
tems fO<ced me 10 switch up my attack patterns 
on the lly. Aiming your swo,d sw;pe oorrectly 
is absootely GtUCial 10 gening pas, enemy 
defenses in Skyward Sword. 

One significant change to 1he series' histo,y 

is 1he item management system. Ever ..-.ce the 
original NES Zelda, switching weapons required 
the gamer to pause. Skyward Sword makes 
this process far mo,e convenient and inl\itive. 
as hOlding in the 8 button will bring up an ttem 
wheel ,vttt>out pausing the action. At one point. 
I encoontered a swarrn of bats ,"1118 my borrl)s 
were eq,ipped. Ps they flew at me. I ran away, 
held the 8 button to bring up the wheel (while 
stil n.ming), rotated the ,\ileel ,•irth Motion""8 
oontrot. and let go to SEiect my whip. The action 
c1oesn·1 stop at any point. but ft's still easy to 
move around and select your new aem ,'ltile 
avoiding danger. 

Another interesting .,...,iementation ol motion 
involves bomb oontrol. You'll pul the expiosi\/11 
ou, w\1h the B button. and can either throw a o, 
rotl tt across the ground depending on 1he motion 
you use wah the remote. Instead of slashing at 
one pa,tic\Aar deku•bobba. I baited him into IO<v• 
ering his mouth to 1he ground and finished h!m 
off by bowling a bomb dteclly into ii. 

Skyward Sword's E3 demo also included a 
llyi'g beetle. bow, and SlingShOt. The beetle is 
thrown and then maneuvered by mow,g 1he 
remo1e around. lW1d the contrals are 6f)Ol-on. 
You can use a 10 cOllecl aerns. amoy er>eonies, 
explore areas. and mo,e. Slingshol use is f8il1y 
basic (point and shoot). but lhe bow mo,e closely 
resembles Wi Sports Resort's <>'cher\' minigame. 
You·• aim in fl'Sl•l)erll()n mode. hOld the C button 
to steady your aim. pull the nunctuJ< back, and 

release to fteyour anow. - feels na1 ... a1. and a-s 
certainly m0<8 interesting then sinply hitti(lg 8 
button while pointing at 1he saeen. 

Few gamers would call Twilight Prlnc<l&S a 
disappointment. but ii left Wi owners wani.,g 
mo,e OU1 of their console. Con~t It was 
essentialy a GameCube port, thegamewasn·t 
specifically designed 8f0ll1d the Wii's capal)I· 
ties. Wrth Skyward Sw0<d. we finally have a bul t­
from•the-ground•UP 2elda experience that takes 
ful aovantage of the system and its unde<\JSed 
Motio<A.Js accessory. • Dan Ryckert 
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Infamous 2 
Hands-on impressions and the 
moral conundrum 

S ucker Punch PIOOJctionS was reluctant 10 reveal 
any new inloonalion about Infamous 2 al this year's 
Electronic Enlertainmenl ExPO, bul ii ,jd lease lhal 

lhe biggeSI Changes to lhis sequel have not yet beer\ 
,..,...led. How Cole's mo,atity is iud9ed coud be one of 
niese big changes. 

fnlamous 2's produeer, Brian Flemng. was quick 10 
sideSlep any qvestionS relatilg to Cole's stance in the 
11/011d. but cld J)Oint out that Sucker Punch wants players 
to feel Ike "Ille ullinate super hero or super villao.- This 
statemeot certainly lalls i'I line wtth the moral arc ~= the 
r,~ ~ . bvt Fk,ming <iid llOQ that Cole 1v'.I beg:n this 
sequel 1vrth many of the J)Oivers he wielde<l before. SUCh 
as the J)OWer line~-This. of course. brings into ques­
tion what path lhe player chose and whether or nol lhe 
game wl read a sa,e file ll<e Mass Effect 2 does. Flemng 
1.W(l'l't even oiler a hint; insisting ·we·re not talking 
about mo,atily al this pool." 

In a move similat 10 gMng a cry>1g baby a pacifier, 
Flemi'lg ~ ""I rapid-fire questionng by han(fng 
me the cootrole(. The game is still early in CIEMllopmenl. 
but Ille gameplay already feels as POiished as any major 
retal release. Cole's ability 10 SC8rl'()El< ..., bui cf,ngs is as 
fluid as before. but as t foond, why ascend bu'ldil1gS 10 
reach your foes when you can level the struelu'e lhey are 
stand'.-ng on? A se,',es Of 9'enade tobs will do Ille Irick, 
but his newest move. an efeetricat tornado. wl do Ille 
trick i'lstantly ... and tt wil also suck up 8\'8fY car. trash 
can. and <:Mian as tt spins chaotically across heavily 
P01)<Aated streets. 

Cole's ne-,,,,tou,d affeclion for close•~<lfS melee (and 
latge whacking sticks) showcases stytish Spide<-Man•tl<e 
anmations. cinema6c camera POSttioni'lg, and snail­
peced st:,., motion for players 10 o,r,o, the moment. Nol 
to ti) ""I hat as to hOw I wil play Infamous 2. but one ol 
the most rewarelng moments in my hands-on time was 
to knock civilians into cars with a swing that 1.wd make 
Ryan Howard pmud. 

My line 1vrth Infamous 2 concluded with a tease of 
how large lhe enemies can be. My view of a gorgeously 
detailed cathedral was blanketed by a gigantic g,een 
creal<Ke lhal must have been be~YOOO seven- 10 ten­
stories tall. The aeature screamed and th'ashed vio­
lently, and before Cole coud engage it the screen faded 
to black. 

tt the additions and Changes I've outlined are deemed 
·sma1I· by Sucker Punch termnotogy. fans of Ille series 
have much to took forwa,d to when Infamous 2 hits Ille 
streets in 2011. • Andrew Reiner 

To~lfllafrou:s 211«.tiorl. vfsil IWfN.9'~.~ 



Assassin,s Creed· Brotherhood 
Far more than an expansion 

W hen BrolherhOod was first aMOlJlCed. 
a lot of game,s assomed that the 
conti~ adventtKes of Ezio wood 

amount to little more than an add•on to the 
existing game. That might have been fne. but 
Ubisoft has fa, bigger ambitions in mind for 
this latest Installment. The oompany 1004< the 
oppo<1un;ty at E3 to SllO\v off the many ways 
that the new Assassin"s title wi0 stand out from 
its P<ec!ecessors. 

The biggeSI change is the ad<ilion of multi• 
player. ~ -Vocfic is using the dozens of Anorus 
machnes seen at Abste,go in the seooncl game 
to train his Templar 10 f,ght Desmond and the 
other Assassins. In Brolherhood. players adopt 
the roles of these trainees as they learn the arts 
of subterfuge and deceit. 

We played a thnning new game mode caJlect 
Wanted. in which eve,y player slips nto a unique 
Renaissance persona, frcm enticing OOU1esan 
to sneaking P<0\'1er. Eve,y player is assigned 
a target - another player h'.ddeo in the crowd. 
Simultaneously. each play8f is being ru,tec! 
as ,veil. Amid the many Similar-lool<ing figures 
walkng the streets of the city. •·s a gen.oine chat· 
Ieng& to pick out your tar!)81. On c!efense. you 
can p(Otect )'(l<lrself by keeping a IOw p(Ofile and 
blending wel w<h the crowd. Inevitably, some­
one makes a wrong move, and the chase is on. 
The franchise's rooftop chases cany a much 
greater threat ,'1len a real player is on your heelS. 
Special abil<ies .no,.v players to morph and hicle 
in the environment. or gain Sl)8Cial oftenslve 
strikes like a long-range gunShOI. The ulttnate 
effect is a brand-new dynamic lot multiplayer al 
about c!eception and agility - a perfect paring to 
the Single-player experience. 

That Single-player CM1)aign is r~ some 
equaly exc<ing adcl<ions and developments. 

As Ille SIOf\l begils. Ezio has SIOU:k do\,\'11 
the corrupt pope and returned to his vila in 
Monteriggjoni, orly to have it beseged by mere 
of the CleYiish Borgia family. All the hard work 
bo'ldng the v,lla is lost as cannons and siege 
towers assautt the watts. 

When the clay is done, Elio has lost everything, 
and is foroed to oog·n anew in Rome. No-v 
fuly trained as a master assasSin, he begns to 
gather flec!gfng recruits to his cause. e,..., as he 
wanders the streets ol Rome lighting the Borgia. 
he conlinualy gows and trains his troops. send· 
ing them off on assassination missions across 
Eu-ope to l)(epare lhern for the fights that lie 
ahead. E""Y member of your brother1'lo0d gains 
levels and abil<ies, and can then be calec! upon 
in exciting Brotherhood Assistance Moments 
(BAMs) to strike out at enemies. C8JI dO\vn an 

assassin from Ille rooftops to stal> a ri!leman 
IOOkout. Send a lb,y of crOSSbow bolts into a 
phalanx of guards. Have yo,x men lu1 a bevy of 
smoke bombs into a wetl•P<otectec! Ch.Jreh. The 
game does an amazr,g jOb of COfMllricatr,g 
that Ezio is rcw a leader of a small army, and the 
playe, gets 10 reap the reward of that sensation. 

AssasSin's Creed: BrotherhOO<I had a surpris­
ing and exciting showi,g this year, s111eep;ng 
aSic!e many doubts about the viability of a S8Q.Jel 
so soon afte, the last instalment. While we·re 
eager to see 111here the next generation of the 
franchise is headed w.h the inevital:lle Assassin's 
Creec! 3, this year's E3 mac!e ft ctea, that another 
ll.xn with Ezio should be more than worth our 
time and attention. • Matt Miller 

» Platform 
PlayStatlon 3 
Xbox 360 • PC 

» Stylt 
I-Player Action 
t8-P1ayer Online) 

» Publisher 
Ubisoft 

» De•eloper 
Ubisoft Montreal 

» Release 
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» Platform 
XbOx:300 
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1 or 2-Player ShOOler 
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» Pw,lia.he,r 

Microsofl Game Smdios 

• D"eloper 
Epic Games 
» Releue 
April 2011 

Gears of War 3 
Walking a mile in their shoes 

1

1 should come as little surprise Iha) Epic Games is 
lackling some new~ wllh Ge.vs ol War 3. 
The new 1our-ptayer cooperative campaign IOOl<s 

amazing. the visuals and action scenes display a notable 
step up from the last installment, and the battles we wit• 
nessed IOOk positively insane. Ho\_,, the COOleSI new 
feature on <f,sptay at the show was the newly announced 
Beast mode. 

Beast mode Shares m.,ct, in convnon ,v.1/'1 lhe familia­
Ho<de oooperative mode. Li<e that popular game type, 
players woo< logethe< llYoug, w""8S to deteal the enemy. 
l,\'lll<e Ho<de. you·• now be on the other end ol lhe equa­
tion. beOoming one of lhe Locust hOrde as they attempt to 
sweep aside the pathe4ic roonants of t•rnarfly. 

The new game type starts out with a Choice - which 
member of the teeming IOCuSt 8JmJ wl you beCOme? 
In aconvnonmatchof 10· 15w""8S. playerswl have 
a desiglated selection ol mons,ers to Choooo between. 
This set wll be CuSlomitable by players to ro.rn juSI the 
game they want to play. 

CNnng our tine with the game. Choices in the eatty 
waves inctuded a number of low-power IOCost. The 
ticker ooud ch!Yge into battle. assault a fortified pooilion, 
and lllow uP- The wretch ooud clamber betwoon w,e, 
points. tryi-.g to get clOOe ~ to ~tea devas­
tating melee assault. 

As the wavesconlinued. moce substanlial enemy 
types became available. We were able to chOose among 
My number ol different bOOmer v!Wiations. The savage 
boomer co<.ld shool out undergound eXl)loSive pro­
jectiles caled diggers to burrow past w,e,. The ,na<Aer 
llOOmer Cha!Qe<l 1110 battle with an eoo<moos llall Mel 
chain swinging ,,idly aboYe lls head. 

By the end. we were playing as a giant serapede, a mas• 
sive multi-legge(l •= that owes sneak into battle and 
wreak havoC on the enemy, When he linally went down, 
we joined in as a Berserker. She has terrible vision. so 
the screen became extremely llwy. But her devastating 
ChiYge l)JlveriZ8S My human that gets in her ,vr,y. 

As the game prog,essed. we began to see just 
how llexible and strategic this new Beast mode coukf 
beCOme. By cooperating with alies. ~-• possible to field 
an impressive array of Locust attackers to assaUlt the 
ensconcoo human POSitions. Combined with the stellar 
presentation or the campaign in action. the latest Gears 
instar,-it revealed itself to be no less than we had 
expected: one or the defritive games 10 watch as we 
move into 201 1. • Matt Miller 
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116-Pl•Y"' Online) 

» Publlaher 
Mi<:rosoft Game StucUos 
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Halo: Reach 
Still a contender 

H aJo has been a sales juggernaut and a 
critical success lor nearly a decade. Some 
have wonde<ed whether Bungie has the 

wherewithal to bring another IJlocl<buster entry 
to gamers this fal. For those who saw the game 
on d',sptay at this yea,·s show. those conoems 
have been largely clispelled. 

Roach's carr.,aign is the story ol one g;gantic 
battle that stretches across a planet. The soope 
of that conflict was on d',splay ttis yea, in a level 
set about halfway throug, the game. The new 
heroes ol the Spartan Noble team assaulted 
a ia<r,ch facility in a da/ing gambit to turn !he 
tide of the ~ement. BlaslTIQ through orbital 
drop pods populated by dangerous Elites. 
we saw the way armor abilities can change 
the battlefield ...., during single player. One 
Spartan threw dawn a protective shield just as 
an en<l<l1Y Ghost vehicle charged. We also saw 
how execution moves ooulCI be used to ClroP an 
enemy from behilCI in a dose-up melee flourish. 
However. it was the seconct half of the clemo 
that changed the game. 

Notlle 6 breached the buildng anCI leapt into 
a Saber - a high-powered space fighter that 
went Mlrg into oroit. From there, the g,ounCI 
ccrnbat we·ve beOome familiar with over the 
years transformed into a thriPing outer space 
shootout. 1vl1h Covenant Banshees and Seraphs 
swooping about streaming ptasma trails. Debris 
tilts and spins tt,oug, the voicf. The defeneling 
station rna11y comes <:rine to lau1ch a hal of 
gunfire into the attackers. It's a great example of 
how Bungie stl has some tricks up its sieeYes to 
keep Halo players on 111e< toes. 

E3 also offered B<,ngie the ohanoe to reveal 
lhei' newly redesigned Firef,ght mode. The 
cooperative f,ght aga,,st waves of enemies 
f8tums, now with full costOC'TlizaOOO OPlions. 
Players can set oomber of waves, what enemies 
show up. weapon selection, and active sl<ul 
effects - incluelng the addtion ol custom SkuHs. 
Yw personal game settTigs can be saveo and 
sha'ed over Xbox Live. so the best oombina· 
tions wil rise in poptjarity OY8f' time and pet'• 
petuate across the <Xlmmunity. 

New game types li<e Generator Defense 
change up the action. In tis game type players 
worlc 1ogether to hOld off the Covenant attack­
ers from Clestroying a wnerable power genera­
tor. Players can focus their efforts on a single 
generator or t,y to keep them al alive. They can 
alSO lock (l(),vn the generator fo, a shOrt pe(KXf 
of invincibility during dire situations. We also 
played rhtough a hilarious game of Rockerf,ght, 
a firef,ght witn infinite rocket ammo anCI ~uge 
waves of enemies. 

New weapons premiered, like the super• 
heated plasma rounds 01 the Covenant con­
cussion rifle. There was even a new armor 
ability called the drop shiel(I, Which heals an(I 
protects alies. allowing for some players to 
adopt a me<fJc role on the fielcf. Taken together 
with the excellent campaign presentation. 
Reach is looking as goo(! as we hOpe(I. we·re 
only a few months away from seeing how it all 
comes together. • Matt Miller 



LittleBigPlanet 2 
Sackboy returns with a slew of genre-bending creation tools 

W hen Media Molecue's channing gem 
first hit me scene two yea,s ago. me 
adofable platfonner spawned a cre­

ation revolUlioo.Talenled users from across Iha 
globe created levels that livaJed the best Media 
Molerue had 10 offer wrth rts robust loolset. 
and over two million levels have been shared 10 
elate. LiUleSigl'la,lel 2 wil give !his =munily 
of budding developers the chance 10 create not 
only levels, but entire games across multiple 
gerYes with its vast se1 of creation tOOs. 

Media Moleeule ShOwed off a series ol levelS 
that wete part of its Community Game Jam. 
an event designed tor IOP creators in the 
Utlle8igl'lanel community. !Ming a Sludio visit. 
lhe usetS were shown developer-created levels 
kom the S8Q\J8I and were then tasked to create 
their own using the toolset from liltleBigPtanet 
2 in a mere 24 hcus. The resul1s were i'npres­
SMl. We saw a real-time S1ralegy game, a retro 
SPa08 shooter. a 20 brawler, a suno wrestfng 
game, and more. When playi,g these levels. we 
were amazed not only by the range of genres 
users explored, llv! hOw each levers clesign 
was d'fferent dOwn to every piece of geometry. 
It was also apparent that users can tinker wrth 
physics, ,-Al\ch can make a zero-gravity ad\len• 
lure in space or a game of bumper cars feel that 
much more realislic. 

W$ we,e shown seve,aJ of the t't11N c,eaoon 
tools c).J..-,g the demo. llv! one of the standovls 
was lhe abiity 10 create Sad<bols. These Al 
bots can be any size you wish, plus you can 
C\lstomize their P<OPOrtions and COSI\Jmes. Al 
logic can be applied to these bots, which can be 
JX011amned to folow you around. attack you. 
or sinµy folo<v a path of your chOosing, aio-v­
ing you to create tons of mini-Sad<bolS for your 
own version of Pll<min or lo develop the next 
IOo. If you simply want to create your own rrusic 
video and rnaJ<e the bOIS groove, you can rOOO«J 
motions pertormed m,n,aly usr,g the analog 
sticks and !riggers. Once you SIOP recording, 
the motieros a,e IOope(l lcr an adorable ClanCe 
sequence. 1houg, seemirg!y ~ocated, the 
interface's labeling is straighl1ocward and easy 
to navigate. 

Needless to say, Mlid lhe gtllSholS, e,q)lo­
sions, and bloodspatter on the E3 shOw floor. 
rt"s refreshing 10 see this famly-lriendly innova­
tor ge1 al the attention it dese<Ves. we camo1 
wait to see what lhe C<lfTVTllrity wil come 
uP with When UtlJeSig~ 2 releases in 
November. • Annette Gonzalez 

» Platform 
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A fter an these years. oodles of game,s still 
have a soft SPOt in their hearts to, Kirby. 
From hiWdOOre FPS Players to griWed 

MMO addcts. Nintendo ·s little pink cream pu1f 
has successfulty clo99e<f our arterioo. That's 
Ykry Nintendo's announcement of Kirl)y's Epic 
Yam for the Wi haS droves of gamers sm61Q 
wah chldlike anticipation. Two,piayer co-op, 
lighthearted gamepiay, and a texturized aes­
thetic are ;.,st a few reasons this game haS Woi 
owne<s excited to revisit their old friefld. 

K,l)y's Epic Yarn features a hand-crafted 
veneer not trike litlle8igPlanet, Everything in 
the colorful ""'1<1 is COOl)OSed of ctolh, zippers, 
buttons. yam, and other items you'd fncl in 'fO'Jl 
gr-ther's knitting baSket. The -
presentation doesn't merely S8Ml as a visual 
ginmicl<, hol,'8111!<', as many items react like they 
,,o,Ja in real life, U\zipping two piec<)s of CIOth 
causes one pieee of labric to reaistically flutter 
downward, revealing secret passages behind. 
Buttons are even used as anchor P<)ints for 
Kirby's yarn whip, The beSl·IOOking Wi games 
often accept the Woi's g~ical limitations. 
resu1ing in creati\ie maiveis suet, as this. 

Epic Ya,n·s slrikirXJ ,.;sua,ts are sure to motivate 
nearby friends to seize the Wi Remote, but with 
2-player drop-in/drop-out co-op you won't have 

to worry about passing the oootrotler. With the 
press of a button of Kirby's pal, Prince "'111. can 
pop into the game to help wtjp enem'es into 
shape and make platforming easier. Both char· 
acters have access to the same moves. While 
laSSOing bad(lies, swinging from the yarn whip, 
and Uvowir'lg one another onto lrid<y platforms 
tal<es oenter stage, other classic Kirby transtor• 
mations return. Each character can transform 
into a CleStructi\ie b<icl<. sollmersible Stbmarine, 
speeding car, or floating parachute. In one 
section the duo combine ll<e cuddly Power 
Raogers. morphing into a screen,111,ng tar.k 
armed with swarming missiles and a rocl<et• 
POWered boxing glOve. 

If you're fretting a motion•oootrolled mess, 
stop right there. Kirby's Epic Yarn is oootrolled 
NES-styte, wah the Wi Remote tumed sideways. 
Old platforming Sk'lls SPark to life instantly, as 
the game's inhitive oootrots are easily mastered. 
Wah this simple oootrol scheme in piace, devel· 
opers Good-Feel (Wano l.arl<l: Shal<e It) and 
HAL Lllboratory (&,.:,er Smash Bros.), are free to 
n::orporate motion gameplay in interesting ways 
such as steering the list of the gianl K',rt,y mech. 

Unlike other OldSChOOI platto<mers, the Kirby 
series has ooer> known less lor ~s bliStering 
diff'IC\Aty and more for ~s approachable !\rl. 

Epic Yarn is 00 different. K,1)y and Prince Flulf 
collect loads of cotorl\Jl gems throughout the 
game. Each time they take e1amage the shiny 
collectllfes shake loose, IO<vering their end of 
level scores. This more f0<giving penalty replaces 
cleath, so less-experieooed gamers can keep on 
trud<ing even if they take a walop. 

While the padded diff<:olty is guaranteed to 
polarize K,1)y tans. Epic Yam's gonzo boss 
fights are sore to entrance e,eryone. A giant 
yarn-crafted cragon is the first massive ll'teat 
K'rby and Prince Fluff must clefeat. The fire. 
breather spe,vs out llaming bottons, which 
must be lassoed and rei..-n-fred by the player, 
Hetty damage causes the beast's button-~ 
tongue to IOI from its mouth, begging to be 
,,,t;ppect. After wrangi'(J the cragon·s t""<JIJ8. 
players pell back and let ·er rip. Wat~ a htJI<. 
ing, mythological beast gel taken down by twO 
adorable puffs is ever-satisfying. and moments 
Ike this are sore to have co-op buddies cheering 
al tandem. 

Kirby's Epic Yarn is shaping up to be the 
Wii game you cf Kin 't know you wanted. The 
winning combination of roel<•solid gamepiay, 
enchanting visualS. and slick co-op make this 
one title to keep 'fO'Jl eyes on leading up to its 
release this fal. • Tim Turi 



Rage 
id crawls out of the hallways 

A g0<aph0bes might be upset abOut 
the direction id's taking with rts latest 
shooter. Rage. but the rest of us 

COUlcln't be happ;e,. Rather than developing 
yet another corridor shooter, the company is 
tearing down the walls and delivering its first 
wide•OPeO experienoe. 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 mele0< COlfision and over­
taken with a fascist regime and rampaging 
mutants. Good thing you've got your guns. 

Players carry an aisena1 or ,_pons in Rage. 
and they·re a bit more specialized than the 
"pistol, Shotgun. rocket launchei' template 
,ve·ve beoome accustO<ned to. The wingstiol< 
is a raz0<-eclged boomerang lhal removes 
limbs (and heads) with aplomb. Handguns can 
fire a var,ety of ammo typeS. including eleclrie 
rounds lhal [)fOVide a fatal jolt to enemies 
oof0<1t.ll8le enough to be sharing the same 
pUddle. Eng,,_-items can also be deplOyed. 
such as a bOmb-eQuipped RC car or spider-like 
lurrets. Players cobble these things together 
with scavenged ,;pare parts. and id says blue• 
prints f0< new items are scattered th'oughOUt 
lhewond. 

The game's engine. id Tech 5. makes explo, 
ration a visual treat. The eng;,e·s biggest 
bulet point is also the easiest one 10 spot The 

Civilization V 
The genius is in the details 

B ig Changes are ooming to the godfather of 
strategy games. New feacl designer Jon 
Shafer and the team at Fraxis are shaking 

up the CMliz.alion formula in a IOt of ways, but 
Civ V's E3 showing replaced ou- tear of change 
with excitement for the future. 

You already know about the big new features: 
a hex gnd instead of SQUares. the removal ol 
army slacki)g, and 1he addition of min0< nations. 
Whal stuck out at 1he show were smaler details. 
Money is reoeMng a needed bOost to make• 
attractive lo pursue wealth rather than go all·oul 
on research. Gold can buy additional ties for 
'PJ' cilres to WO<k and is a major oomponent of 

game's world haS been crafted using megatex­
tLreS. which allows the studio's artists to create 
areas by hand without resorting 10 smalle<. 
repeating tex1ures. The demo's opening 
expanse. set in a wK1e canyon, demonstrates 
the tech lo great effect The area is fil ed with 
roo,.y outcrOPpings. boulders. and steep walis. 
and it utiizes a stuMing amount of variety. 
Areas really do look trique, without the suange 
Quilted quality that other games with large 
worlds often resort to. 

That was perhaps demonstrated best in a 
level Shown at E3 f0< the first time. The Dead 
City is an area ordlnarily off-fimits to surviv0<s. 
It's essentialty a 11.Jined downtown center 

the expanded dipk)matie OPtions - particuar1y 
w.1h rMO< city-Stales. F'waxis says that imp<'ov8(I 
automation options allow playetS to let the Al 
handle m0<e tasl<s like the detais of city gover• 
nance and research paths, lea\/ing players free 
to focus on big-picture strategy without g"l)ing 
their empires. Most important!y, Civ V's oommu· 
nityswport IOol<s amaz,,g. 

Rather than dol-.noading a file from a third· 
party ,vebsi1e and unzipping it into a specific 
fOlder in 'PJ' Program Files directO<Y (and 
hoping that you got the latest version of it and 
thal il"s compatible with your game ve<Sion). Civ 
V players can use the in-game mod browser 

that's been reclaimed by mutants. and as we 
saw. worse, The palette is afmost overvlhelm· 
ingly gray, but structu:ally it's stunning. As 1ve 
walked down the cracked asphalt street we 
spied crumbled parking garages and m0<e 
than a few build',ngs that seemed as though 
they ,night fal at the slightest [)fovocation. After 
tearing ttwough a grenade·launching creature 
the size of a Falout 3 supermutant. we thought 
the wO<St was over. Far fr0<n it. The demo 
ended with a glimpse of a mutant large enough 
to straddle the two·lane street wlth ease. 

H thats what we'r&W against, •sdefllitelygood 
that we've got some room tonn. • Jeff Cork 

to easily eo0<dlna1e an of the delailS. Clv rv has 
one of the most active and engaged moddng 
communities in the wot1d. and that's without 
much post-launch SUPflOl1 from Flraxis. Wih 
this acldition. av v has the Chance to be some­
thing truly special. 

CMlzation V releases on September 2 t. so we 
don't have IOng to wait befoce judging whether 
d's a worthy suocesso, lo arguably the best 
strategy game to date. • Adam Biessener 

Vi.sit gameiflltJfn>ercom 10 teadatt klteMOWwfth #tad ~f'Mt" 

Jon$hafetaaJ/1'10f8 

» Platform 
PlayStalion 3 
Xbox 360 • PC 
» Style 
I -Player ShooteJ 
IMultiplayer TBA! 

» Pul)Jlther 
Belhes<la 

» Developer 
kl SOrtware 

» Re.INN 
201t 

• Platform 
PC 
» Style 
I-Player Suategy 
IMultiplayer TBAI 

» Pu.blllhor 
2KGames 

» Deftloper 
Flra.xisGames 
» Release 
Sep<ember 2l 
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» Platform 
PlayStatiof'l. 3 

Xbox360 • PC 
» Styte 

l·Player Ac:don/Shoottu 

» Pul>llahu 
Squate Enix 

• Developer 
Eidos Montreal 

A fter years of no infomiation following 
its annooncemen1. Deus Ex: Human 
Aeliootion came out of nowhere and 

surp,ised a lot of gamers at this year's E3. The 
biggesl Shock? Rather than watemg down a 
beloved francl-.se, the teem at Eidos Montreal 
is focused on stick'ng to what macle the earlier 
Deus Ex games great: a cx:wnplex conSl)iracy 
plot, beautiful w0<1d cleSign, and lhe abifrty 10 
choose between nutiple solutions fo, every 
goal and enemy encou,ter. 

MM)'Of tl"IOOe choio&sOO<fletourtesyof 
protagonist Adam Jensen and his cybemelic 
enhancements. Jensen's 1Yh0ie body can be 
augmented baSed on y<}AJl playstyle. Some aug­
mentations~ hin acoomplish inctedble take· 
downs - instant-kl mcms perfo,med at close 
range - SUCh 8S one where he i:u1Ches ll>'ough 
a wall to snap the neck ol lhe guard standrg 
on the other side. Others wt ifll)r0','8 his stealth 
abil:ty o, 11,o.v him to leap greater length$. 
There's 8ISO a 1vt1o1e set of yet-unrevealed aug-

mentations to help Jensen's social and hacki1g 
paths. IWJ Adam's not the only augmented inci­
llidual in Human Revolution; the E3 clemo eoded 
in a CO"lfrontation with a Southern•aooented 
musclehead wt,ooe arm traosfOITllS into a Chain 
Qt>l, hinting al some of the powerful (and insane) 
opponents Jensen wt face. 

Al of the Character bolding would be inter­
estin9 enough even if Human Revolution were 
just anolhe< shooter. but Deus Ex has a fasci· 
nating world 10 back it up. Of the two levels I 
saw at E3. the sociaVexplOratiM-focused bar 
selling was especially inlJigu'ng. teeming with 
NPCs that convincingly went about their every­
day activities. Jensen 1v'II be allle 10 WI!< with 
every non-enemy NPC in the game, sometimes 
gathering ,_ information o, amusing anec• 
dotes. sometimes even picking up a sideQuest 
lhal oould help further one ol his main goals. 

The game's art style and oolor palette call 
back to the Renaissance (as does Jensen's 
intense dream/nightmare in the awesome E3 

traler that Square Enix released). Eidos Montreal 
creative d<eeto, JeM-Franoois Dugas says that 
lhs clesign wl help set them apart from a sea 
of shooters lhal al look very similar. and he's 
correct. The amost sepia tone golden hue that 
Human Revolution is bathed in is stril«lg. rm 
curious how the Renaissance style might tie into 
the game thematicaly. but the plot as a whOle 
remains a mystery right now. The dialogl,, I 
saw was engaging, wel written. and paired with 
excellent voice acting, but it's stl too early 10 tetl 
a 11'>8 $16,'y wl l be g66d. 

Deus Ex: Human RevolJtion fdls a niche that 
I di<tl"t even fuly realize l"d been looking for. It's 
Still more shooter than RPG, SEl)arating ~ from 
the Bioware and 8elhesda breed. but it has 
more compelting dloices and a more unique 
v,()<1(1 than most first-person shooters. Whethe< 
lhe game's scope wl 5PM out as perfectly as I 
hope remains to be seen, but the E3 clemo was 
an enticing Slice of how 8W8SOffi8 the full game 
COUid be .• Phil Kollar 



Donkey Kong 
Country Returns 
Metroid Prime developer steps in for Rare 

H e predates Mario, but It's been a wflile 
since we last saw Nintendo's brutish 90011a 
in a game an his own. U.K, clevetoper 

Rare brought the character back to relevance 
in the mid • ·90s with Dcn<ey Kong Country, 
but 1t·s been nearly 15 years since Donkey 
Kong Country 3 landed on the SNES. Recently 
It seems 1;1<e Donkey Kong has been li~ed to 
appearing in ensemble titles Ike SWe, Smash 
Bros. and Mano Kart Or relegated 10 SlarTing in 
offbeat titles like Donkey Konga. we·ve missed 
the big 81)8, so we were happy to hear Nintendo 
arroon<:e Dcn<ey Kong Country Returns f0< the 
Woi at this year's E3. We put the game's new 
CO•op mode 1hrough RS paoes at the show and 
walked aw11y wondering why It's taken Donkey 
Kong this long to return to the jungle. 

In Donkey Kong Country Returns. a 9'"'-" of 
8llil T'l<i creatures have taken controt of all the 
animals on Dcrl<ey Kong Island. Of course. their 
first 0<der of business is to sneak into Donkey 
Kong's secret banana hOard and steal the big 
guy's precious S\Jl)ply of banana$. When Donkey 
Kong disoovers that his Slash has been raided. 
he loses his calm and enlists his nephew. Diddy 
Kong, to help lu'lt down the missing frui1 and 
torch some Tlkis. 

Retro Studios. the del/elope( behind Metroid 
Prune, has been tapped for this rebirth. and 
the stucf)() has focused on building a Wii plat­
former that will appeal to fans of the dassic 
SNES series. Elamll cannons and mine carts 
are strung together tt-.oughout the levels. 
creating tricky ptattorming sequences that 
are rewarding 10 navigate. Just like p,evious 
games. the letters K-0-N-G can be cotlected 

to lrilck a bonus at the end of each 18""'. 
While Returns may be buitt on a 30 engine, a 
fixed camera (~ la New Super Mario Wi~ gives 
this game a classic 20 feel. 

lnco•op, Diddy Kongjo'.ns histn:le's<µ!St. 
Both Characters ara able J)OOr1d the gl'Wld. 
which stuns nearoy enemies for a Short time. 
but orly Diddy comes equipped wlth a jet pack 
that allOWS b<ief ho"8f;ng and a peanut pop 
g,.n. Diddy wi l also be able to i<r'nP on Donkey 
Kong's back at any point in the game. Whie 
riding pigg/back. Diddy won't have ,roch controt 
<,,er where the duo goes, but he , ..ti be able 10 
shoot peaoots at 1heir enemies. He won't have 
to WO<fY about navigating some of the trickier 
platt0<ming sec,vences, making Diddy a good 
chcice for less-experienced gamers. 

Donkey Kong Counlly Returns won't hold 
y<»: hand°' coddle y<:,J to SieeP with soothing 
rusery rhymes; the game is an unapologeoc 
~-When we faced off aga'nst one ol the 
bosses - a giant rhino-laced toad - It tOOk us a 
few tries to get a hang of the mechanics needed 
to suocesstully jl.lnp r:,;er ~s spi<ed nose and 
slap the weak SPOI on ~s back. Retro Studios' 
take on Metroid ineluded some c:kastic 
changes. but with Donkey Kong It seems 
Iha studio has taken a m0<0 conse,valil,e 
approach. Slicklng to a design f0<mula that 
made the earlier Donkey Kong Cot.ntry 
tltles so popuar. Donkey Kong Country 
Returns Should make a great hoiday gft 
f0< N!ntendO fans when it comes out 
near the end of the year. • Ben Reeves 

» Platform 
WU 

» Styl• 
I or 2·Playcr -n/ 
Platlonning 

» Publlahtr 
Nintendo 

» D..etoper 
Retro Studios 
» ReJ.e,­
Holi<lay 
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» Platform 
PlayStatLon 3 

» Styt• 
110 4-Player Action 

(Online TBA) 
• Publlohe, 

Sony C.Omputer 
&ntertainment 

>t Developer 
&at Sleep Pl•y 

» Release 
20ll 

Twisted Metal 
Sony's ultimate car combat series gets a much-needed multiplayer makeover 

I nthemid·'90s. David Jaffe gave gamers one 
of the r,st mUSl•have titles for the original 
PlayStation. Twisted Metal had pe,ronal-

ity oomg out of every pore. and backed up 
its wicked sense of humo< with fanlastic car 
combat gameplay. Its sequel improved upon 
everything that was beloved about the Ofiginal, 
but a switch in develope!s caused the rest of 
the PSone titles to be mere shadows of theif 
fo,mer selves. Jaffe brought the series back 
10 Iha quality it had once seen with the PS2's 
Twisted Metal: Black, but the series has beerl 
dOmlant since its 2001 release (outside of a 
PSP title and subsec,.,ent PS2 port). At E3 this 
year, Sony sent the message IOud and Clear: 
Twisted Metal is back. 

Jaffe's Eat Sleep Play studio presented its new 
take on the series at the end ol Sony's press 
conference. and it iS wilder than """' befo,e, 
Whie still focused on insane cha'acters driving 
ridla.lous armed vehicles, it appears that nuti• 
player will be mo,e ol a co,e element to the title 
than weve seen il the past. 

White local multiplayer has i-i a series 
slal)le since the begnning, or'ine play has 08\'8< 
really taken off. Twisted Metal: Black Orline 
was released duing a time when most ganws 
didn't have their PS2 connected to the 1n1erne,. 
Twisted Metal: Hea<1 On for the PSP all0>"8d 

<rine play, but lhe handheld nature ol the game 
didn1 offer the seope of a oonsote me. Wdh the 
series heading to the PS3, this wJ be the first 
true chance fo, Jaffe lo show off car combat with 
an online toous. 

The team st,o,-,eci off Nuke mode in-depth. It 
plays like the most deranged version of caplu'e 
the flag lhal you've ever seen. with bodies being 
d,agged behind cars in place ol llags. We saw 
h'IO factions - Clowns, led by Sweet Tooth, 
and Dolls, led by Dallface (oo,e, of Darkside 
in Twisted Metal: Blacl<J. The endgame is to 
clestroy )'()Ur rival faction's massi\/8 effigy that's 
looming <:Her tho city. How you aooomplish this 
is a bit invo!ved. 

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 
Dollface were mannilg lu'Tels dee!) in their own 
territory. You- IYst objective is to secure the rival 
leader and drag 1hem near your teams missie 
launcher. Driving <Ner lhem automatiealy ropes 
them to the back of )'()Ur car. and their body 
comcally flails behind lhe vehicle as you speed 
back to your pa,1 of town. 

Once you get them wi1hn your missle 
launcher's peimeler. it starts belchilg flames and 
lransfo,ming. Keep lhe leader within lhe circle 
long enough and you can sacrifioe them to lhiS 

demonic oontraplion. This launches a missie. 
which you then steer towards lhe other team's 
elfQy. As it's in the ai', the Other team roost 
scrarrble to shoot lhe projectile OUI ol lhe sky CJ< 

destroy lhe pik)l near the launcher ilself. 
Its a wid and ricf>C>Aous nut~ mode. but 

we'd expect no less from a franchiiSe featuring 
a homicidal down as its mascot. This new title 
may have mo,e of a tocus on faclions and team 
play, but that doesn't mean we won't be seei1g 
the series' trademarl< story 5<Vfl80ts. According 
to Jaffe, "We're going tor edgy Twilight Z"1e 
stones rather than the dar1<. depressirQ stuff we 
did in Black .• He also said lhat the team i$ push­
ing for a Teen ra1ing lhal would be mo,e in line 
with Twisted Metal 2's style rather than the gisly 
violenoe of Twisted Metal: Black. 

Wlicles 1'10<1'1 be lied 10 Sl)8Cilic characlers 
this time around. as they need to be mo,e flexl:lle 
fo, onine play. So far, we've seen a handful of 
lhe 1210 t6101a1carsexpected to be in the final 
version. Roadboal is a ta,ge vehicle lhal can f)<lll 
il enemies wilh a magne,. Once attached, tt can 
fl:ng them across the environmenl o, ram them 
into waJs. Vermin is an exterminatOI' ~ that 
launohes remote--Oontrolled rat missiles. tt you 
selecl the tow truck, you'll be - to spawn taxi 
cabs behind you 10 use as makeshift projeclies. 
An ambulMCe lamcheS a he/pleSs patienl on a 



stretcher that you can steer and remote deto­
nate. tt you·re not wocried about armor. you can 
pop ,vt1ee11es witll tile motoo:yde and toss llam· 
ilg chansawsat yoor foes. 

A brand•new acfd1ion to tile series is tile 
hefioopter. w.111 i~ you can easily transport your 
teammates across the map to health pickups 
°' rrultiplayer objectives or drop enemies from 
great heights. However. the increased mob'lily 
comes at the cost of limsy armor. 

Longtime fans are no doubt famjliar with the 
me1llod traditionally used to fre ~•a,y 
weapons Ike freeze blasts and m'nes. lns1ead or 
having to remember fighting game-sfyte button 
inputs this time around. alt ol tllese functions are 
assigned to the d-pao. As your energy meter fillS 
~- you'I be able to deploy mines. freeze ene· 
mies, Shield yourself, 0< rear•fre wltll the ptess of 
one d-pad button. In addition. the jul1"g) ability iS 
as easy as pressing L 1 and A 1 at the same time. 

This new inslallment seems to hit every 
checklist point that a fan cO<Ad have - m0<e 
accessible moves. a wkler selection of vehi­
cles, and {most importantly) fuly fleshed-out 
multi player. Odds are good that 2011 wi l P<OP· 
eny introduoe a new generation ol game,s to 
the carnage of Twisted Metal. " Dan Ryckert 
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,. P1atfomt 
PSP 

n Style 
I •Player Action 

n hbllaher 
Sony Compu1et 
entettainme.111 

» Developer 
Ready Al Dawn Studlos 

» Release 
Holiday 

n Platform 
PlayStalion 3 

Xbox 360 

n Style 
t or 2-Ployer Fighting 

(OnlineTBAJ 

•• Publisher 
Capcom 

» Developer 
Capcom 

» Release 
Spring 20ll 
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God of War: Ghost of Sparta 
More monsters and mythology for Kratos to wreck on PSP 

I f you thOught that God of war Ill put a cap 
on the stOl'J of Kratos. think again. Sony 
win oontirole building the franchise this 

year with God of war: Ghost or Sparta. Like 
Kratos·s previous handhek:t adventure. Chains 
of Olympus, this PSP outing wil fill in some 
gaps in the series' fore. SPeCifieally explOring 
what happened between the first and second 
game in the main trilogy. As a game. thoogh. 
Ghost of Sparta IOOks to be a bette< effort than 
Ready at Oawn·s already-awesome P<evious 
Goo of War release. 

The l)igge$1 reason for I/ls irrc)r""8lllellt is 
the insPiration that Ghost of Sparta l8l<es from 
God of war 111. 1J-is ranges from lttte tt>ngs. Ike 
the button prompts for QUick line events rcw 

appeiving on the si<les of the screen rathe< than 
i1 the mddle. to more WT'!)(ll1ant dlanges like 
a g-eater focus on cinematic moments and set 
pieces that break up the game's lllOOdy action. 

Ghost of Sparta wm e,cpand Ktatos'S impact 
on Greek mythology even further. pUlling i1 many 
r.st-tme appearances for the franchise. hctud· 
i1g the monstrous Scyla. the cursed king Midas, 
and more. Most importantly f()( fans. this side 
story was plotted out alongside God of war Ill's 
development. so there are certain references 
i1 God of war 111 - such as Poseidon'sayptic 
exclamation that "AUantis will be avenged" eany 
i1 the game - that will finally be e)(l)lained in 
Ghost of Sparta. 

As far as,..,,, l110\l8S for Kratos's atsenal, the 

biggest ad(ition comes in the form of Hyperion ·s 
Charge, a special grab that lets you folow ~ 
wah ml,ltiple eptions: beating your epponent 
wah your fists. Slarrmng tl1em into the ground 
repeatedy, or tossing them away. Ktatos wl also 
gain a new chai'I lightning spell and a SP80J' and 
Shield~ that ShOUld aJlo,,v for a more <lefen· 
silleplaySl'jte. 

God of War Ill may have offered up a satisfy• 
i1g ooncmion 10 the saga, but that doo&l'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 fajth in. • Phil Kollar 

Marvel vs. Capcom 3: Fate of Two Worlds 
Capcom's fighting gem plays as good as it looks 

A I it takes Is one IOOk at Marvel vs. Capcom 
3 to recognize not only the iconic char• 
acters. but also the legendary franchise's 

unique flair. Entries in Gapoom's dassic 
crossover games are unmistakable. and each 
is anticipated more ravenously than the last. 
Gapcom f_nally let eager pUg'lists get their hands 
on the arcade stick and join this epic claSh. 
The verdict? This is shaping up to be a fightr,g 
game for the ages. 

Ma<vel's influence is obvious, with thick Shad· 
ing dancing across eve<y ctia-acter. creating 
a lOOk somewhere- 2D hand-drawn 
SP<ites and Street Fighter IV'$ 30 character 

models. 8'iian1 strol<es of cofor accent each 
claw swipe and gun blast, painting a vib<ant POI· 
trait ol the devastating attacl<s. Each character 
is fa'thfuly recreated - The Hulk's head obscures 
health bars and Dante mo-,es with a flashy grace 
that only he possesses, 

Like any true fighting game, MvC 3 is besl 
played ,v'~h an a-cade stick. As wrth SF N. con­
trolling 30 characters on a 20 plane feels tighl 
and snappy. You can use Dante's upward SW()(d 
swipe to ta,n;t, foes n10 the air. then tag in 
Captain America for some l1igll-a1taude Slapping. 
Once you'vo got the tini'lg down. you can swap 
n your thirrj f,ghter to eaher juggle your epponen1 

higher i1 the air°' slam them to the growd. ~ 
you·ve got Dante. Oeadpool. and Chis Redfield 
i1 your party, wt>/ not fl1ish them off with a team 
hyperoombo, 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 to admire the pugmstic poetry 
Capcom has brewing, No new characters have 
been revealed since OlX last feature, but we 
can't wait until theta's m0<e to Share about this 
high-octane fighter. • Tim Turi 



I 
t 1akes a big man to adm~ his mistakes. and 
when it oomes to his problems with Fable II, 
deS'gler Peter Molyneaux is as gigantic as 

his reputation. Dunng our E3 demo of Fable 
Ill, Molyneaux laid out all of his criticisms of 
the series, and del8iled exactly how Uonhead 
Studios is going to fo< them. 

Motyneaux stalled the demo with a Sla.1< 
admisoon: He didn't hke Fallle ti's sto,y, and 
considers it generic and forget1able. With Fable 
111, the team at Lionhead set out 10 craft a sto,y 
that is instantly undefstandable and appeafng: 
Your miss.on iS to amass enough 
power and fame to overthrOW the 
tyramical dictator of Albion. 11,en 
step in10 hiS ShOeS and rule the 
land yourself. Your coronation will 
oome fOUli!:IY hallway lh'ough 
the sto,y, and introdueeS a 
variety ol re.v gameplay ele­
ments. as you allocate Y'Y,Jf 
"'1gd0m's weal1h, settle 
ctsputes b<Ought before 
you in COU1. and decic:le 
whether to honor or forget 
al the promises you 
madetOY'Y,JfS<,p• 
perte,s on your rise to 
power. You'll st!I have 
the abity to travel 
the countryside 
Slaying hobbeS and 
searching 1or ln!a· 
sure with your tt\Jsty 
pooch - but you'I 
probably have to 
don a disguise in 
order to be teft 

alone. Molyneaux stated~ will learn ce,tan 
truths about l)()Wer, which may result in you 
aci,,g rrore Ike Y'Y,Jf deSpiC8ble predeceSsor 
than you ,,ocjcj ll<e. 

Molyneaox's cri1i::ism of Fable II cf<t>'t end with 
the sto,y: the worst part of the game, he totd us. 
was the start button - the player was oonstantly 
(t()lvning il statistics and lists and never really 
felt ll<e they were le\/eling uP or amassing a 
tortune. For Fable Ill, all of the items that were 
previously hidden in meoos rv:;,,v reside n the 
SMctua,y, a series ol rooms tllat house Y'Y,Jf 
various COiiections. Your faithful Wier Jasper 
(l,oiced by the hlarious John Cleese) ass'$1s 
you in each ol the Sanctuary's areas. These 
include a (tessi',g room with the l'U1<tedS 
ol clothing items you have aoquted (Jasper 
will lay out select costumes for you on ,name­

ci,ins); an armo,y that displays all of the ,veap. 
ons you've ootlected"' crafted: and 

a treasure room. which wlU SiowlY 
r.11 with mountains of gotd as you 
accumulate wealth (lhere was 

also a OO--OP room. but Molyneaux 
wasn't talkw>g at:>o<A tt yet). As 

MOiyneaux shOwed olf 8 IOng 
lne of CUS10tnized swotds -
the visual style ol your ,veap. 
ens rv:;,,v 0\ldve based on 

how you use them - it was 
ilstant!y clear hOw much 
more reward,ng ootlecling 
ttems w!I be il Fable Ill. 

A variety Of Other 
improvements we saw 
re,,vigOrated our '°"8 
ol the series. M<l9(: is 
rv:;,,v bound to enchanted 

gl<Wes. which can be rrixed and matched to 
crea1e ctff€rent eff&e1s based on each g1o1,e·s 
level and ability, Co-op haS alSO been rev81'1'1)ed, 
now providing a complete e,q,erience: Your 
visiling friend can bring all of the< weapons and 
powers n10 your game, and 1he twO ol you can 
travel inclependently to wherever you want in 
the ,Y0<1d. ThankS to the new Voctorian•era time 
period, the game haS rrore of a dis!ilct styie 
than most fantasy games, too. 

Motyneaux is ilfamous 1or making impossibte 
clams about what his games w;u deliver to play­
ers. but from what we saw at E3, we are once 
agan hopef<,1 tha1 Microooft's semnal RPG won't 
cfisaopolnt fans. • Jett Marchiafava 

» Platform 
Xbox 360 • PC 

• Style 
I or 2-Player AUJOl't/ 
RPG (2•P1ayo, Onl!neJ 

» Publisher 
M1erosoft Game Stud.ioo 

• Developer 
Llonhe8d Srudios 

• Releue 
Octooor 26 
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» Style 
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• Publbher 
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n Reteue 
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Killzone 3 
We tour Helghan in 3D 

W e had a sold half hour w~h Killzone 3. a Sony 
Bravla 30 lV. and some active Sl>Jtter glasses 
Md saw how the game's mud'Houted 30 

effects held up. While there was some sligil ghOsting on 
the images from time 10 time. wen<MJr felt the nausea 
that sometimes oomes with 30 gaming. There is a very 
sigll dowr~ade on the visuals since the image has to 
be do<bled and offset tor the 30 effect 10 work. but the 
cf'p isn't that perc,iplibla. 

The first segment of the demo begins in a shi> !lying 
through wintry canions whie you blow away incom• 
ing enemies with a tcrret. It's not Ieng belo,e you crash 
and ha\/8 10 hOol ii through 8 snowy base. One ol lhe 
first nice 30 touches is Mtemg snowflakes that dance 
around onscreen at all t.nes. Using the !roe> sight on the 
rifle COUid easily make you croos-eyed. but n's han<led in 
a way that isn't jarmg and manages to make the gun feel 
more like a real physical object. As tar as enemy a11ac1<s 
go. the rocket shoes have the most .-np,essive 30 effect 
so far &nee you ca, see them blasting toward you as 
opposed 10 mostly invisble t>utets. The most amusing 
weapon to use was the new Wl>SP. The standard shoe 
blasts a series ol wild, spi'ak)g mis&les toward your 
target whie the alt-fire works ll<e an air Slrike that can 
.,;pa out a lal)k in a single Shot. 

The jet pack introduces a new plat~ element to 
the series. &.rprisingly, ~ controls ll<e a cteam. You hit Lt 
10 get a generous 118<11:ai boosl and p,ess the x button 10 
ShOOI f0<watd. Nol once cf'>d ,w heve 10 wooy abOul fal• 
ing off an icy platform. The pack also provides some nice 
alternative tactics 10 the standard Nn and 9<" strategy. 
tn one erea there was a smatl Wlding ft.I of enemas al 
ShOO~ al us through the windows. Normally. this lorti· 
fied l)Osition would be tough 10 inflitrate. but the jetpack 
opens up a new option. We fte\v over. landed on the rool, 
and tossed a few genades down tlYclugh a hole and that 
was lhat. • Bryan Vore 

n Platform 
PlayS1a1ion 3 

Xbox 360 • Wu 
» Style 

I 10 ?•Player Rhy1hm 
(Online 113AJ 

» Pu.bllilier 
MTV Games/ 

Electronic Arts 

» O.voloptr 
Harmoni.x 

» RtltAM 
rau 

Rock Band 3 
Welcome back to easy 
difficulty, suckers 

J ust when \'J$'re getting over guitar games. Hatmonix 
~ us bad< in with a keyboard penpheral, a p,o 
mode that simulates real instrumentation, tlYee·part 

vocal harmonies, 83 new songs. and backwards com• 
patibilty with all previous Rock Band on-disc and OLC 
(except The Beatles and a handfu ot RB 1 ~ ). 

We got our hands on all of the re.van<! modified instru• 
ments, and •118t'e shamed frO<n the heights ol exi,ert and 
hard difficuly down to pro mode's easy and medicm 
settings. The 25·key keyboard ($80) takes about half a 
song to figure 001 where your hands are in relation to 
notes onscreen, but ~'s l\n finding ChO<ds and tapping 
in tine to a Huey l ewis synlh [Orly Bryan lhirl<s playing 
Huey Lewis songs Is l\n. Don't judge the reS1 of us. l;dJ. ff 
you already own a real MIDI keyboard, a $40 adaptO< can 
make tt vio<k ,-.ith Rock Band 3. 

The pro dr\Jms are the easiest instrvment 10 adapt to, 
since Harmorlx simply added U><ee cymbals ($40) 10 the 
standerd Rock Band~- Scroling onscreen notes are 
oo.v shaped Ike ton,s or cymbals to <frfferentiate where 
you Sho<ld lit. This adds a new cf'mension 10 dn.mming 
without sfi~ on a bunch ol oonfusing new colO<s to 
the note charts. 

The most draslic and exciting actvancement, t>o>vever. 
comes in the guitar depertment. We played wtth a real 
Fender Stratocasfer specialy outtilted w~ garring elec· 
Ironies. and tt aclualY \vor1<$. Using sfar>dard goitar tabla• 
ture layered on top ol scrolling gems, ptay,lrS are playing 
the real pals ol the song dJ~ pre diffictJty. 1he price 
l0t this setup has yet to be determined, but~ you'd rather 
not mess w;1h changing s,mgs and spe,,c1 presumably 
less money, theres also a new plastic Fender Mustang 
controller \$150) that slllllJates all ot the frets and strings 
ot a real g<itar. 

~ you'd rather slick wl1h traditional five-button 
gameplay. the game plays like classic Rock Band. But 
we·w 9<)l a teefing plenty wl be t8fl'l)ted into dabbling 
with the l)rO guiter perts. • Bryan Vore 



Epic Mickey 
Hands-on with Mickey's grand adventure 

W ah an in-.,ressive ShOwing at the 
N;ntendo press conference and on the 
E3 show floor. Epic Mckey contirws 

10 posi1ion ijseif as one of the moot oompeting 
third-party titles on the Wi. 

As delaled il 00' w,er SIO<Y last Oecembe<. 
Epic Mickey is dMcled into thiee typeS of play. 
The meat ot the game ◊enters 8f◊ll1d Mickey's 
painterly interaction with the WO<ld; his behavior 
in these "action zones" g,eatly in~ the 
experience. Hlb worl<IS offer M.ckey a brief 
respite from his adventlM8S. al owing him to 
Shop, gather information. and interact ,viltl other 
inhabitants of the Wasteland. 1\,'0-<limensional 
side-scrolling segments are transijions between 
the two. paying hOmage 10 classic Mickey car• 
loons Ike Steamboat Wilie. 

Our demo begns in a tu> called Venture 
Land, where notorious Captain Hook yes-man 
Smee goveis fO< help. His prate posse has been 
carted off to Skt.t fsland and is being converted 
to sot.tess Beetleworx creations. To aid him. 
M'<:key must r.rst secure boat parts. One P8rticv· 
IN pirate is wi ling to part w~h a piece ~ you help 

him woo a lady friend. To do that. you need Row­
ers. TI<i Sam- devoid of <Xlio< to represent his 
aninated origins - has some in his ShOp, bu1 he 
requires you do yet another task 10 receive lhem. 

Here you are presented with a moral choice: 
Sam asks you to ferret oot three masl<s hidden 
lhroughout Vent..-e Land. The player can scour 
the island and find al of them or stop aner secur­
ing a~ one. You could then give the f,st 
maSI< to Sam, erase an entrance into the back 
room of his Shop, and steal ij back. Repeat this 
deoe<t another lime and the flowers are yours. 

Onoe an the parts are in your possession, SkUI 
ISiand awaijs. Several massive d>ains have ren­
dered Smee's sl>P mnovable. and the anchors 
must be erased IO $81 lhe ship free. Localed il 
a vast ooean of thMer, Mid<ey must carefully 
plal1orm beh._, a series of smaller islands 
in order to avoid being "puddled.· Puddling 
is Disney's answer to tradaional death. with 
Mickey respawning w~hout penalty after a few 
moments' ti'ne. 

On Skull ISiand we~ the r.n1s and Turps 
(shOrt for turpentine). When Epic Mckey first 

debu1ed. J<.nction Point head wa.ren Spector 
sl1owcased his ·p1aysty1e matters· mantra visu· 
aly through Mickey's appearance. Frequently 
using thinner would result in a rat-Ike Jl(otago­
nist Restore the world w~h paint and Mckey 
would stand 1a11 and Jl(oud. After months of 
care!ul oonsideration, Spector benched the idea 
in favor of a single. uriform aesthetic. Now. lints 
act as a guardian and llisoal indicator for hero• 
ism. Conversely, Turps wl circle Mlckey if the 
p1aye,, prefers a more deSlructive ptayslyle. 

After erasing all four anchors and --.g the 
ship from ijs sizable burden. Smee is tree 10 sail 
the seas again. With his ObjeC1ive met. Micl<ey 
can return to lhe hub or rescue the remaining 
p'rate crew from their automated fate. 

The standoot feature of the demo was the 
iml)(essive llisuals. Lighting models. 1ex1ure. and 
an:mations have been polished across the board. 
While controls feel more ll<e a ,vor1< in PW8SS, 
Epic Mickey IOOks to be on track for ijs end-of. 
year release. • Meagan VanBwkleo 

» Platform 
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W hat's left to say aboo1 the Black Ops 
single-player campaign? we·ve gone 
over the Treyarch-tnfnty WIJIO angle. 

The Cold War setting is olO news. Everyone 
knOws about the new vehicle leV\lls. Rather than 
spend our 1..-ne ~ ing over the main Charac• 
tor's (admitte<ly glorious) rrulet, let's talk aboo1 
1vhat Black Ops means to the blggest franchise 
in first-person Shooting. 

The Cail of Duty: Btack Ops E3 presentation 
focosed on ~"° things: blowing the hell out 
ol eve<ything IY~h a hel",copter, ano Treyaroh's 
take on cleliverilg the kilcl ol tense ooematic 
moments fo( 1-.nch the series is known. Ploting 
a stolen So,iet-lJu'tt HinO attack chopper on 
what appears to be a mission to born oown 
half of SOU1heast Asia lool<s like a blast. The fury 
unleaShecl by the gunship is impressive. w!lh 
chaJnguns ,wing enemies to shreos ano rock· 
ets blowilg up everything lrom briclg8s to tanks. 

Don't get your hopes up fo( Battlefleld levels 
ol velicle integration. though. The HinO in Btack 
Ops operates li<e the AC- t 30 cliO il Modern 
Warfare. It's lllC)(8 of a rew..-Oing change of pace 
than a majO( gameplay fealure. Yes. you can 
pilot tt - in = cfmensions. The copter's alitucle 
is automatic. en the plus siOe, you IVOO't get 
newbs <:tMng the Chopper into hillsides 1vl1h no 
z-axis control. ano TreylJICh can put in levels Ike 
this for easy-bnlezy rm. 

The Vietcong t...-.el sequence shown off 
at the Mic<oooft press conference illustrates 
the toosion that Treyarch is gt.ming fo( in the 
Black Ops single-player can'4)aign. Lit only by 
l'lard"oel<f flashlights, these ~t tui.-.els 8\"0ke 
a claustrophobic reaction ~ short of the real 
thing. When an ooexpectoo assalant leaps out 
ol the <lan<ness anO stabs the guy in front of you 
1Yi1h enough violenoe to spread gore all o,er the 
walls, tt's harO not to jump. 

Multiptayer is SIi a big unknown. but It what 
we've seen so far of Black Ops is incf¢ative of 
tts qualtty start to fn ish, Treyarch may be able 
bo\lsh that IW•sizoo cl1ip off tts shouloor at 
last. • Adam Biessener 



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

W tth Cal of Duty: Black Ops. the 
Battlef,eld: Bad~ 2 V,etnam 
expansion pack. and Medal of Hono, 

all slated to re4ease Iris year. fans of mlta,y 
shoote<s wl have no shortage of options f()( 
fragg;ng their friends this hOli<lay. We got oor 
first taste of Medal of Ho=·s multiplayer on the 
E3 showfloof. 

After a few rough games 11 tile ~ that 
hardly registered a blp on the <rine Char1S. 
EA stopped mess;ng around and handed the 
n>Jltiplayer mode o,,e,: to DICE, the stvdio best 
known lor hs critiealty acclaimed Battlefield 
franchise. Rather than create a straq,t up 
Bantefietd clone, DICE is shooting for a Call 
of (Myi8attlefield hyt)rid. Like Cal of 001y. 
the fast-paced action takes place on smaller 
scale maps, bulets do more damage so death 
oomes quicl<ly, and players can eam kill streak 
attacks. Like Battlefield. Medal of Hero-uses the 
Frostbite engine, features a soldier class system, 
and rewards your tactieal prowess with medals, 
ri>bons, and awardS, 

The first part of my hands-on demo featured 
a 24•ptaye< team deathmateh that tOOk ptace 
on the streets of the deeimated Afghani capital. 
Kabul. Like Battlelield, you select one of the 
three sokf"" ctasses before joining the map. The 
rilleman class looks to be the jaek-ol·al•trades. 
wtth assault rifles like the AK·47 and M· 16. plJs 
a grenade lalllCher attachment. The Special Ops 
class uses a s'miar assault rifle, the M-4, but 
can also use combat shotguns, The sriper class 
uses - wait for it - sniper rifles. You can also 
tweak your fOadout by altemg the rai attach· 
ment, barrel,"' ammo dip. Choices inctJde a 
lase< sight. red-dot sight. iron sights, and hOllow 
l)()int bl.lets that increase your deadliness in 
Close•QUarters but iooe elfectiveness wnen 
shoot;ng from long range. 

The KaW City Ruins map reminded me 
a IOt of Call of Clu1y maps in that the level is 
designed so you're never safe fr"'" gett;ng 
snpad. With multi·St()(y build;ngs, bombed out 
swefronts, and tight ba<:k alleys, you always 
need to be aware of a potential bullet to the 
back of yoor head. If you string together an 

impressive score chain. you can unlock a tacti· 
cal support option. Like the kl streaks in COD, 
these give you access to devasta1;ng attacks 
like mortar strikes and cruise rnissles, If you·d 
rather giw your side a boost on the battlefield. 
you COUid deplOy health or atm()( bonuses 10 
your teammates instead. 

Medal of Hono,s ranking system has a unique 
~ in that )'(:\I st.wt as an AArry Range( with 
the goal of beoOmir,g a ner t Specia F()(C8$ 
exper1. Your reward for proving your worth on 
the battlef,eld? A swee,, bushy beard just ll<e the 
badasS gracing Medal of Hono,"s box. 

The seccnd portion of oor hands-on demo 

shifted ""'" the Team Assa<.11 mode to an ol)jec• 
tive-based mode. Like Battlef'81d"s Rush mode. 
the teams are divided into attackers Md defend· 
ers. with the aooressors movilg to capture 
objeetlves in a timely fashion. If they succeed, 
the map area enlarges and a new objectil,e is 
created. The map we played, the Helmand Valley 
mountainside, re<pre<J the at~ team to 
capture five total objeetives up a mountain pass 
to win the skirmish. 

Gair,r,g 8'l80 grOUld ,v'lth oor insurgent 
enemies was paramount, as they had the verti· 
cal vantage point to thwlWI our advances. As we 
pUshed lhe frondine IOWard oor tllimate objec­
tive - a weapons cache that needed cleStrOyi,g -
we gained access to 8<adley fighting "'3ticles 
that made cµck woo< of our enemies. Though 
you can controt the tarlk, the operating area is 
very narrow and restrictive so the advantage only 
lasts until the opposing 1aam swttches to their 
rocket l&Jnchers and blOws your m!loo·dolar 
vei.cie to smithereens. 

As a big fan of the Battlefield and Call of 
Clu1y franchises, my handS•on time lalt me ve,y 
excited lor Medal of Honor's potential. Though 
the m.ltiplayer IOoks to be in good shape. 
we'fe only a fe,.t, months aw"'J from the game's 
release Md have barely seen a gFmpse of the 
single-player campaign. Could this be a sign 
of problems for the high-profile series? It's too 
early to ten. Hopefully we·u get a 1001< in the 
OOOVlQ weeks. • Matt Berti: 
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• Plllilll:her 
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CA LA. DICE 

previews e3 hOt 50 83 



Star Wars: The Old Republic 
Together: the best of BioWare's past and MMO's present 
» Platfonn PC » Style MMORPG >t Publisher LucasArts ,. Developer Bio\Vare 
n Release Spring 2011 

T hings I like about World of waraaft: 
Strategic. measured garneplay that's 
flexible and fast enough for solo play• 

e<s but deep enough to make group play 
interesti'g: M addictive quest structure 
that keeps playe,s moving from one loca· 
tion 10 the ne><1 in a huge w<>rld; leads of 
IOOI and fr8(lllenl upgrade$. 
Th~ I like about Mass Effect: A oom· 

plex, inle<gafactic plot weaving together 
the politics Md connicls of various alien 
races: well-written cialogue: ~ingfuf 
p1aye< Choices that help steer your char· 

acte,·s morality and dete<mine how othe<S 
il the world wil react to you: high-quality 
voice acting. 

Things 1 , ke about Star wars: The 
Oki Aeptbiic: All ol the above. BioWare 
wasn't show:ng many new features on 
their IOng-awa~ed MMO at this year's E3 
outside of the atVlO<.nC8fllent that every 
player wil have his or her own starsh:p. 
but I was impressed with its masterful 
blend ol what keeps me corr;r,g baek 
to other MMOs and what makes single· 
player RPGs exciting. • Phil Kollar 

Fallout: New Vegas 
Guns, gambling, and Geiger counters 

Dance Central 
Harmonix will make a dancer out of you 
» Platform Xbox 360 n Style I or 2-Pla,yer Rhythm/Music n Publlsher MTV Games 
» Dneloper Harmonix ,. Releue November 4 

H a,monix is ditChing plastic instru· 
ments k>r its Kinect-exdusive title, 
Dance Central. Whether you're a 

professional dancer or have two left feet. 
OMce Central has sornelhi1g to offe<. 

The Kinec1 camera sc..-.s yo,.,: body to 
aeate a p1aye< signature that reoogrizes 
yo,.,: motions. Navigate the menu with a 
few hand swipes and jur1l) right into one 
of the game's modes. Break ~ Down mode 
teaches you moves step by step and 
slov,s down the pace to help you learn the 
choreography. Perlorm mode takes off the 
tranng ,vheels and has you dance throogh 

an entire traCk in real time \vith onscreen 
prompts that dsplay yoor 8lX:JJl8Cf. Other 
modes have yet 10 be revealed. but WII do 
kilo>•, there will be more than 90 rou1ines 
M<l 600 mo,,es to master. 

No one at GI is a trained dancer. 
yet we found the songs 10 be fun and 
accessible thanks to great onscreen 
feedback and a steady c:fifficufty cu,ve. 
We can't wa~ 10 l1il the dance loor with 
a ftesh set of moves when Dance Central 
releases this fal. • Annette Gonzalez 

• Platform 
PlayS!alion 3 

Xbox360 • PC 

• Styte 
l•Pla}'<lr Role-Playing 

A few months back we delivered an exdu­
sive slx•P898 spread on Faloul: New 
Vegas lilied with details on the game's 

storyline, a look at some of the new characte<s. 
and a peek al the weafXl<>Y. At E3, we had 

a pe,sonal tharl<·you from the floor manager, 
Free drinks and sleal<s are nice, but lhe real hgl 
rOllers can get oomped rooms - not too shabby. 
That level of hospitality is fleeting, though. H~ 

yo,.,: feet, run. The C4 packs we played wi1h in 
our fr st hands-on experience are stl a lot of 
furl. particuliwly ~ your sneak Skiff is high enough. 
Mega-jerks should kno>v that you can plant 
these devices i'lto NPC inventories and wait for 
just the right time to detonate them. ff yoor mind 
is spilning as you imagine the possit,;ities this 
opens up, you're not alone. 

• Publisher 
Beth""1a Softw0rkS 

» DeYeloper 
ObSidian &nter1aitunent 

• Releue 
0aooor 19 

a chance 10 revisit the same llu'td in another 
hands-on session. We didn't see anything 
significantly new. but it's atways nice to hit the 
tables (and a few Coosat's Legion stave drive<s). 

New vegas ShareS more than a surname with 
its familiar real-worid oounterpart. incu:fng a 
variety ol playable caooo games. If you mas• 
sage your I\JOk Skin enough, you can make a 
kil ng on the tables. After playing a few hands 
of blackjack o, spins at roulette, you can expect 

the jackpot on the slots and you're likely to get 
a pe,sonal esoort out of the casino. The hOUse 
has to make some money, too, so you're ody 
welcome up to a point. 

Out in the Mojave Wastel.¥lc:fs, far from 
'CM!zation, • we tested a few of the game's new 
weapons. The throwing spear is a handy and 
powertUI new toel for mpaling foels. Incendiary 
gr1l08des pack a dea(ty r:><n:h, w~h a !laming 
blast that occasionally sends enernes skyward. 
If you see one ot those 1l,ngs dancing around 

Fallout: New Vegas is stacking i.c 10 be a 
wefCOme new dose of FalOUt. We're still eager 
to d:g deeper into the story and develop our own 
Character (unlucky c!ummy, he<e w11 oorne). U>tl 
then, at least "'" can say the superflCiaJ aspectS 
of the game are oaning along nioely. • Jeff Cork 



N 
eed lor Speed !ans have been clamomg 
for the old days, when the series was 
bvlt oo a basic premise ol evading the 

cops. This addictive game mode has been 
noticeably absent from the EA racer recently, 
bvt now Bornout deveioPe< Criterion is behind 
the wheel of Need tor Speed. This stuefo 
knows how to deliver a core experience that'IJ 
blow your hair back. 

The p,emise of Hot Pursuit may be simple, 
but that doesn't mean the game is shallow. 
The game offe<s two sepa,ate career paths 
for the cops and the getaway Or'OWf, !hough 
Criterion didn·t go into much detail about 
these modes. lt'I be interesting to see how 
these ca,ee, campaigns try to l<eep the game·s 
chase essence fresh, and we hope that the 
two paths are different enough for both to war• 
rant their own playthrough. 

One diffe<entiating factor between the two is 
the various 'A'OOpOOS eadl skle has at its ds· 
PQSal. In the demo we saw the COPS could coo• 

jure up roadblocks, spike str"s. aerial SUIJPO(t, 
and an EMP blast that scre1-oo up the other 
o-iver'S cootrots mornentanly. Racers, meanwh1e, 
have 1heir own aids fike radar-jamrlr,g equip­
ment, a powerfu ni1ro boost, a vlsibiity cloak. 
and the POWer to throw out a deooy signal to 
tool the police. These woopons are iri1iated by 
pressng 1he d·pad, become available as you 
race, and each has Its own COOl•dcwn time. 

We played a ShOl1 demO as a cop, and 
although tt didn't seem to have the insane sense 
of speed of Bumoot Paradise (at least not with 
our cn,iser). there was some strategy to using 
the weapons. As a cop. my job was to damage 
the other guy into oblMon by 00'/ means neces• 
sary- Whether that's through ranmng him ,..,th 
my own r>tro boost, ~ him to make a 
mistake and hit something in the envronment, 
or via I#:'/ assistance like a ,oa(t)lo(;k. I liked to 
lhro\v up a roa(tt)ck or spi<e strip as the pe,p 
was about to head aromd an upoomi'lg curve to 
surprise them on the other side. ff you·re being 

chased, you must use the game's open wood 
and your own ooving skill to !)<JI away. 

8<Knout Patad,se erased the roe between 
online and offlne play, and Hot Pursutt cootin· 
ues this through a persistent XP syste<n caled 
Boonty Points. As you rank up, you ..-lock 
upgrades, cars, and new levelS. The experienoe 
system also keeps track ol yo.x every move and 
lets you share yo.x achievements wi th friends. 
Hot Pursu1 en<:o<.-ages comn>.neation among 
friends ttvough various messag:ng leatures 
and the AutOlog, ,'lh'dl b<oedcasls challenges 
to 8V8l)'Ol'l8 based on what you and they have 
accorll)l'<Shed. 

Criterion isn 1 a~ that dces things n 
haff measures - just check out all the great OLC 
it p,ovided for Burnout Para<ise - and ,_.,,,t liltle 
,ve've seen up to this pont is ll<ely just the tip 
of the iceberg. We'I chase down new detals as 
soon as they becOrne avaiable. • Matthew Kato 

» Platfonn 
PlayStalion 3 
Xbox 360 • Wii 
» style 
I to 4-Player Racing 
(8-P1ayer Online via 
PS3/Xbox 3601, (Wli 
Onlli\QTBAI 
» Publlaher 
ElearoniCMS 

• Developer 
Criterion Games/ 
Rxiem (Will 
» Release 
November 16 
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n Platfoma 
Nintendo OS 

n Style 
l-Player Adventure 

n Pu.bUalun 
Capcom 

• Developu 
Capcom 

• Release 
Winter 

u Platform 
PlaySlatiOn3 

Xtx>x360 
n Style 

l •Player Aaion 
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Lu<asArts 
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Lu<asArts 

• Releue 
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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 

W i1h the l>Jge glut of games coming out 
of E3. it's easy to ove<IOOk tilles laeki',g 
mlion dollar budgets. One such lesser· 

known game is capeorn·s GhOst Trick. The cre­
ator of 1he M,> Altomey series. Shu Takumi. has 
had another burst of genius. Now he's bringing 
his brand of crime•SOlv'"9 drama into 1he SP8C· 
tral dimension. 

Flayers SIM off Ghost T..:k dead as a door· 
nal. but that's where the fun starts. Sissel. 
the deceased i:,Olagonist. l)()SSeSSeS objects 
scattered around IWO·dimemonal level$. Using 
the OS Slylus. players can use Sissel'$ soul to 
take over and animate environmental Items Ike 

Star Wars: 
The Force 
Unleashed II 
Burying a ridiculous plot 
twist with gameplay variety 

M y r,st look al Star Wars: The Force 
Unleashed II di<h'I kick off with a blast 
of Foroe lightning or a stormtroope, 

geWng his face Foroe rammed into the side of 
an AT-AT. Instead. the demo began with pro­
tagonist Slarkiler ~ee-falling down the side of a 
l<Mlino skyscraper. 

I Should note this Skyscraper mus, be lhe tall· 
est in the gaJaxy. Starl<ille< p!Jr'nnlelS - ij for 

!)lenders and wrecking bals. The caleh? His SOUi 
has a lmted range. so he can Oftf enter neart)y 
objects. This creates a Rtbe Goidberg,.like series 
of events. transporting Sissel from one peint 
to another. 

One level rakes place in 1he ap,ytment com­
plex of a snooty writer. t,,; the dr\Jnken bourgeois 
peck$ at her typewrller. Sissel l)()SSeSSeS an 
attic door and opens It. A rat falls from 1he open­
ing onto a ledge. and then agan onto a lower 
Shelf atter Sissel l</lex:ks It down using a Ckink­
ir,g bird toy. The frightened lady then swings at 
the rodent with a wine bottle. Players interact 
with the game wO<ld in small ,vays such as this. 

a good minute. The gameplay lied 10 this visu• 
ally Sh.ming segment is surprisingly varied. As 
Starl<ille< weaves Jett and right 10 dodge energy 
blasts. he must use the abiity lo destroy baloo· 
nies full of stormtroopers and the TIE figlters 
dO$ing in for 1he kil. 

Tlis sequence is one ~ of the wgy 
LucasArts llOP8S to add variety to The Force 
Unteashe<f II. Another is through the Force. 
Slart<ille< haS grown more powerlul and learned 
how to use a Jedi mind trick. IU'nng enemies 
agains, their own rank$. He's also learned FO<oe 
luy. a rage-induOed action that overpowers all 
his Other FO<oe moves. Wdh FO<oe luy acli­
valed, FO<oe p0$h will knock Slormt,oopers in10 
another gaJaxy. 

LucasArts is addressing enemy variety as well. 
In addition 10 new s,ormtrooper types, Slar1<ille< 

bulcJ:ng .., to more Clinactic moments fl<e ca 
i-.g a Chandelier to crash down on the inebri· 
atedfyl)ist. 

If Ghost T..:1<'$ uni<,Je'iiremise and ~ 
dOn't reel you in. the \/Md~ s and htp'O' wil. 
Eaeh chatacter and object is8nimale<I exhaus· 
tively. resutting in fud. reaJislic n,o,.,ements. 
Chansmalic cast members also come equipped 
with qurl<y personalties that embody a sirriar 
tuno< to the k,e Attorney series. 

Ghost T..:k SUprise(j and imi:,essed many 
E3 attendees. and for good reason. YOU'd ""'18 
to be a fool or dead to let Cap(x,m's fresh OS 
a<mtllU'e pass under yQU' radat. • Tim Turi 

must laCe differenl variations of the AT ,ST. as 
well as a new boss-like Gart:>onite Heavy d<oid 
thal spits monen metal at ils foes. The l',naJ Slli<e 
Slart<ille< delivered to this droid hafl<ed back to 
the cinematic f.nishers rrorn the first game. orty 
this time withOUt the button pro<r4)ts obscuring 
the action. 

Starkiller's double-saber S1y!e lookS more 
inviting Ulan the iepetiti,,e single-saber play 
from the first game, but I'm stil havng a hald 
time wrapping my b<ain around this game's 
story. If Jedi can be Cloned. l'ke S1arkiler has 
been, why is lhe Empi-e SIi USing Clones of 
Jango Fett? • Andrew Reiner 

ro,.. ,,., Beu,raiCG SIIOn It!< go tog_,..,""""'11 
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Crysis 2 
Make New York your own urban 
warfare sandbox 

I n such an oveMepresented genre. making SU'e your 
first•pe,ooo shooter stands out from the competition 
is not an easy task. That's exactly what Cry1ek did at 

lhis year·s E3. with a demo that highlights G,ysis 2·s 
strengths: Nomad's wide range of weapons and abii• 
ties. the engine's signattJ<e bleeding-edge gral)lliCS, and. 
what may be the ultimate FPS sandbox, New York City. 

The demo takes place in Grand Central Station, as the 
Marines lWe anempling hOld back alien invaders 1or1g 
en0<9l re, the remaining citizens to evacuate lf1e lWea. 
As gunr.e breaks out. the sequel's improvements begin 
10 emerge. The aliens you'I face lW8 mote agile than 
be'°'8. and there's a geater variety in species, which 
Crytek says wl aocorrrnodale {or complicate) differ· 
ent gameplay styles. Lucl<ly, Grand <Antral Station has 
been IIJfnecl into an imp,omptu a,mo,y, and eve,y.vhere 
Nomad turns there's a new weapon at I-is a,sp068i. As 
he shoots up a few hulking bipeclal aliens. we see how 
imptOSSil,e the cleSlr\Jctible envirc«nents are: Nomad's 
heavy arsenal drops ohander.ers an<I eleClroric els· 
plays from the ceiling. while luminescent blasts from his 
enemies rt> apart the iconic bu1cling's marble raings 
and p;Ii,ws. 

After the small aliens are out of the way. a gigantic aien 
mech calecl lhe Pinger smashes through the rrul1Jslory 
window at the front ol the lJ<il(fng. The Pinger releaSeS 
powerful electrical attacks, knocl<ing out the station's 
lights and reducing 11-..ch of the environment's oo,er 
10 nbble. Nomad uses a succession ol high•powere(I 
_,. to take the enemy clown, inckldng rockets, a 
rruhitucle of grenades. and a few blocks of C4 re, good 
measure. \Mien the mechanical beast finally collapses in 
a swirl ol reef flames. Nomad only has a few seconds to 
make his escape. ~ above. a series of gowing projec­
tiles hit the a~t bul<ling, causing debris to shOwer 
<!own on the station's glass oeiing be'°'8 the towering 
~ crashes clown on the station. tt Crysis 2 
can deliver gameptay as satisfying as its grapNcs. there 
may be a new Champion in oonso1e shooters this hOli· 
day season, • Jeff Marchiafava 
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NHL 11 

W hen I first saw NHL 1 1 ·s new physics•basecl 
animation system in action dumg a brief demo, I 
came away impressoo. Every hit loOkecl different. 

and the lhOughl of laking out 8 1vtiny star like Sidney 
Crosby with several <ffferent kinds of hits along the 
boar<IS, beneheS, ancf in open ice is a proposition too 
goo<! to pass up. But will the prooeclural animations still 
wow me aher playing the game a few 1;mes? 

0> the E3 ShOw lloc<, I got the Chanee to Incl out, Fring 
'-" a game with my star•crosse<I Minnesota Wild fran• 
ohise, I tool< lo the ice againsi lhe Starley Cup champion 
OliCagO Blaokhawks. The Wl<J <Ion'! have the Sl<in 10 
match the ll<es of JonathM Toews ancf Patric!< Kane. but 
once lwO•time NHL hit lea<ler Cal ClUUerbucl< look to the 
ice I had my chano8 10 even the ocore with physical play. 

NHL 1 1 did not cf,sappoint. Whether I <lefiverecl the 
brunt ol Clitterbucl<'s loroe into an unsuspecting skater 
or merely ctiPl)e(1 l>m 1'1l\h a glancing b/olv. every check 
IOOked Clfferent. IM1en my hea<llul1'1g ways were 
noticed by a ref I got buste<I, and to my surp,;se, press• 
ing the Y bullon in the area of the ref oause<I Cal 10 
{unsuccessfully) !llead hiS case to the Slripes. 

The new quick dekes we<e equally impressive at <:n!al· 
ing SP808 in crow<:18<1 -S. and once I finally II the lamp 
I revele<f in the moment by sel8Cting a custom celebra• 
lion. For hockey fans like myself, NHL 11 's September 
release date can't come soon encJ<Jg>. • Matt Ber12 



GoldenEye 007 
The granddaddy of console shooters gets a facelift 

F ewvi<leo games coo;.,re up as many 
fond memories as GoldenEye 007 fOf the 
Nintendo 64. The game not or/;/ put ooo• 

SOie shooters on the map, but <rited coontless 
dorm rooms in heated m<ltiplaye, matches. 
Though GoklenEye's impact on the indust,y is 
profO<JOd, the garneplay ttself has not w~hslood 
the test of time. No\-v it's time for ActMS1CX'I 
to polish up the nostalgia·rich property with a 
remake of sorts. 

AelMsion is quick 10 assert that GoldenEye 
007 isn·t a remake of Rare's 1997 title, but rather 
a new game based off the fdm. Despite this 
assertion, many elements of the single• and mul· 
lf)iayer are ripped from the N64 game. 

Ple<te Brosnan is gone. In his p1aca is the 
rr,,ch grittier, - Bond portray<ld by Daniel 
Craig. In the demo. he and 006 li\leC Trevelyan} 
infiltrate a sro,,y Russian dam to silence = 
comn.inists. As the camera pans <,,er the 
settilg, h's clear that this is a reconstruciion 
of the classic first level from the original game. 
Eve,ything fr(l(n an army lf\JOI< rolling across a 
rarri:, to the snpe, rifle lucked away in a guard 
tower saeams tan SEMCe. Even the C<llo<ing of 
certain textures and enemy design hark bacl< to 
the NintendO 64's (jC(y dayS. 

Homage aside. the gameplay ol lhe single­
player experience is ctastically dfferent. You are 
free to engage sttuations hOwe\ler you please. 
Bond and Trevelyan can tal<e e<,,er behind 
objects to l>de from the RuskieS' sig)t. If th&( 
catch a sent,y Urla\Yanl, th&( can execute a 
time<l button press 10 take O<Jt the enemes 
oo;ertty, either via~ weapons°' brute 
force. The single-player portion of the demo ooo· 
eludes w'4h the two int'ltrating the infamous facl­
tty level via a van in an on-railS shOOting segment. 

While GoklenE)'e's single·player set standards 
back in 1997, h was the multiplaye, that had 
over-caffeinated gamers CIJtChing awl<ward N64 
controllers Lrltil dawn. That trademark four-player 
SPltt•soreen returns, aiOng with eight•playe, 
online matches. Ptayers fond of the Old speciaty 
game types such as paintball and ·s1appers 
ont, ,'Iii be pleased to learn that match presets 
are customizable. 

Mutliplayer resembles the adored N64 title, 
but tt plays much better. I used the new Classic 
ContrOlec' cuing my hands-on 1V:'th the stan• 
dard deallimatCh mode. so no motion control 
was irNoMld. This roolti•buttoned, rual·analog 
Slick device made the game feet mne(l',atety 
reccgnizable. tt plays ll<e many other modern 

shOOters, <Xlmplete with ironsigh!S a'mi>g and 
one-button melee attad<s. Using newly honed 
FPS Skis in such a beloved environment is a 
blast. Eurooom manages to P<estlf\le &,ery• 

thing good about the original's gameplay (radar, 
bloody death screens} 1.Wle ditohilg the bad 
(,ntf\Jsive auto-aim, weapon pic!<-ups). 

Oassic rruliplayer Characters retu-n to the 
fray as well. Ocldjob is stl tenibly 0\/erl)Owered. 
ltis tine sporting a one-hil kl OONle(s hat 
toss in addition to his dminutive prolile. Jaws 
returns wtth cust°'" grenades and a lethal melee 
anad<. The Man with the Gc/cfet> Gvn's \/lain, 
Scararnanga, makes his debut as wel. After 
al these years it's stl entertainilg to see these 
iconic Characters faoe off against one another. 

From 1vhat'S been $h0\vn thus far. GoldenEye 
007 is~ up to be a game that shoolcl not 
be cfismissed. lliehard fans of the original game 
can IOOI< fooward to replaying an Old favorite with­
O<Jt the aged gameplay. E\/9ry(lne else shoolcl 
braoe themsell/es fo< ,\ilat 00\Ad to be the best 
WiFPSsofar. • Tim Turi 

(),er;/(CU1g-""11magfc,do$#,looksa,slflgl,. 
,ndmu«IJIJye, 
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Gran Turismo 5 
Start your engines: GT 5 is almost here 
» Platform PlayStation 3 » Style I to 4-Player Racing (16-Player Online) » Puhlbber Sony 
Computer Entertainment ,. Developer Polyphony Digital » Jleleue Hovember 2 

P olyphony Digital revealed a lot of 
new details on Gran Turismo 5 at 
this yea,·s E3. but 1he most imp,es­

sive ~ncement was that the game 
finaly has a sofld release date: pla)efs 
can get bellind the wheet of Sony's tOP• 
tier racer on Nc,,,,erooer 2. E-better. 
Polyphony Oigilal has used 1he extra long 
oovelopment cycle to pack in a s,aggering 
amount of oontent, including over a tl10u· 
sand cars to lnOCk. NASCAR ~ that 
fealu'es lioensed drM!<S like Jeff Gordon 

and Dale Earnhardt Jr .. and an i~essive 
3D mode. The 3D mode wil even support 
head tracking via the PlayStation Eye. 
which pans the camera around 1he cock· 
pit as you move yout head. Polyphony 
also shOwed off an <-l)graded photo 
mode, rol)uSt onine OPtions. and in-game 
content 1rom the poptAar television show 
Top Gear. all of which have us believing 
that Gran T urismo 5 will be •v<l<th 1he wait. 
• Jeff Marchiafava 

Enslaved: Odyssey to the West 
Ninja Theory's new action game takes to the clouds 
» Platform PlayStalion 3 • Xbox 360 » Style I -Player Action n Publiaher Namco Bandai 
» Denloper thnja Theory • Releaae October 

Back to 1he Futvre II made hOver 
bOards a tangible ctearn f0< an 
entire generation of scHi geeks. 

and since 1hen dozens of video game 
hecoes have hopped on s'mnar vehicles. 
Narnco's Enslaved: Odyssey to the 
West is 1he latest game to controe the 
tradition of riding ai', and based on our 
time with 1he game, it has a few tricks 
that would make Marty Mcfly jealous. 
Nicknamed Cloud. 1he hover boa'd in 
Enslaved win prove useful whenever play­
ers need to cross large bodies of water 
0< launch off of ramps to reach othetwise 
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inaccessible areas. The device moves at 
stealth fighter speeds over any enwon­
ment. but Monkey can hop on and off the 
board with the quick p,ess of a button. 
Thank~. the rest of 1he game also 
seems to be coming along nicay. The 
action sequences we played were fast 
and slyliSh, and 1he ptatf0<ming sections 
have a rhytl1rric pacing similar to recent 
Prince of Persia @es. Namco hasn't 
announced an exact release date yet, but 
the l)<bl$her has promised that the title 
should be ready f0< retail this October. 
• Ben Reeves 

Pirates of the Caribbean: 
Armada of the Damned 
Propaganda Games introduces moral choice to 
Pirates franchise 

» Platform 
PlayStatiOn 3 

Xbox360 · PC 

» Style 
l •Player 

Action/RPG 

• P\ablishor 
Disney lntcracd,.·c -» 0.V♦lop,tr 

Pro~anda Games 
» Rtltu.t 

Spring 2011 

T he latest t~le in the Pirates ~anchise does not base 
its story on scripts from 8fff of the recent block· 
buSler r.1ms. but ins,ead introduces RPG elements 

and m0<al dloices that wll give players greater llexibility 
in the outcome of their swashbuckfng adventure. 

In Amlada of 1he Damned you'll play as St81ing. a 
pi-ate who anived to the Garitlbean at the wo,~t pos­
s'ble tm, as he becomes cursed and is foroed to Slay. 
To keep w!1h 1he RPG trend of m0<al Choice. his actions 
determine whether he beoomes a daSl1ing Legendary 
pi-ate 0< a menacing Dreaded prate. Legendary pirates 
are friendlier il appearance, agle, and use w~ and trid<· 
ery to get by. Dreaded pirates have a dark demean0<. 
access to magic, and rely more on brute force in COO"bat. 
Regardless of yout pirate type, there wi l be ample oppO<· 

tunlti<ls 10 Shape Sterting"S appearance us,,g varied ctoth• 
ing options. To CUSlonize ability progression, ~VO cistinc1 
sl<ill trees wi l be ava- for sea and land·based actions. 
Sea-based ablties w,1 oome in handy when navigating 
Sterfng's $Np, Nemesis. 

Ship·to-~ COO"bat as wetl as the abiily to board 
enemy vessels f0< melee attacks feels 1resh and fas,. 
u.;,,t and heavy attacl<s are iltercharlgeable for quick 
corroos in melee, 0< you can switch to your pistol f0< 
more r""98. C\.rses can be passed on to enemies to 
change 1he tide of battles and can lead to great finish. 
ing animations. 'Mlen not in COO"bat. you can interact 
w;th NPCs in a cialogue tree SfflJar to that of Bioware 
titles. Tl'is is also hOw you gain missions to keep the 
action moving, 

Amlada of the Damned was a pleasant E3 surprise 
overall oonsiderlng the l>SIO<y ol the rr.w-.chise and its 
previous lack ol critical suooess. The game eteady looks 
incredibly poished and stil has plenty of development 
tine before It hits Xbox 360, PlayStation 3. and PC 
next spring. • Annette Gonzalez 
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The crea1ive mindS belmd Flow and Rower 
quietly amoU'lCed Jheir third downloadable 
game al E3, and the new project is prcwlng 

10 be as enigma1ie and intriguing as th<);r previ­
ous efforts. 

The inspo-ation for Journey arose from sev• 
era! sources. Crealille <frecJor Jenova Chen 
desCtibed 8 llllCh meelI1Q many monthS ago 
he had wilh a real•life NASA shuttle plot The 
pilOI explained that he had never se1 fool on 
the moon (he was ploting), bot he had traveled 
w~h others who had. Wilhout exception, he 
said, lhese people came back changed. wilh a 
new spiritual and emotional perspective on lie 
brought on by 1he sense of isolation and vast• 
ness 1hey felt Slanding t.1)011 1he war sortaoe. 

Chen was fascinated by this phenOmenon. and 
decided to explore 1he concept in his upcoming 
game. Chen also SP()l<e about how 1he naiure of 
~ modern video games was about 1he fan. 
tasy ot power. ~ he was interested in creating 
a game lhat 8YOked lhe opposite sensibility - a 
sense of J)()IV€r1essness broughl on by being 
atone and isolated. &.lch a game char8cler 
would aave contact with others. in the same 
wlr-f people in real He seek wt connecllons and 
meaning thrOuQh relationsNl)S. In add~ion. Chen 
noted a personal fasooation wilh the <XlfTl'81•• 
live mythOlogy writings of Joseph Compbell, 1he 
same auu,o, Geo<ge Lucas often Cites as an 
nspiralion for Star Wars. 

From this s,ew ol ideas, Journey began to 

take Shape. The game begins as the player 
wal<es on a vasl cpen deser1 filled w~h sweep­
ing sand dules and bk)1Ylng wind. A beautjful, 
lonely cellO melO<ly picks l-1) in lhe SO<lldtracl<. 
The main character is M unusual figure in a IOng 
ted cloak. He can wal< with the left stick. PM the 
camecawilh lhe Sixaxis tit, µrp, andlel OUI a 
keening song ~ anolher bullon. Oimbing 10 
the peak of a nearby dcne. the player can see a 
dis1an1 mountain thal exudes a pHlar of lght into 
the Sky. With nowhere else 10 go, the strange 
ITlOlf\lain becomes the delin~ive destinalion for 
the game that follows. 

As the red-Cloaked hero runs alOng the ""18S, 
lhe gound responds like real S111ld. tunbl~ 
down around his foolfans. and letting hin slide 
down s,eep surfaces. The Sl1lld has an alrllOSI 
magical quality: ~ rolls and rises like sea waves 
that break aga;ns, the dunes. The hero can 
ca10h these wi,,es, and !Uf alOng them as ~ 
they were water. 

Mysteries abound in the deser1. Strange Slone 
monol~hS oome to He and beslow IUl8S t.1)011 

the hero's dOak. Pieces Of c10lh loal free in the 
air. and can be gathered to ab.v fa bursts of 
Hight. Bui no mys1e,y is g,eater lhM lhe sight of 
a lone ligl,e on a distant dune - another player 
fosl in lhe wasteland. 

Journey creates a ooique muhiplaye, exper;. 
enoe. At any time, a single other player can 
lJllPQ8r in yo<x game. The two players cannot 
speak or identify each other. They can ignore 
each other. Ol work together. Chen hOpes the 
e,perience helps players 10 exp10re a""" 
emotional palette r~ around how lonei· 
ness fo,ces us to reach out for~­
Ship. The game SOUndS Ike a fascinating social 
e,periment, and the combination of visuals. 
auc:fQ. and unique gameplay are tnJy entranc­
ing. Ott, tine win tell ~ thatgamecompar,y's 
tn.tSUal poetic vision wl draw in a curious 
auience. • Matt Miller 



Child of Eden 
Mizuguchi's latest multi-sensory shooter will 
tickle your senses 

U t,;soll kicked Off ~s E3 press C<lnference 
l'ffl!l kaleidoscopic visuals and synclYO· 
nized techno beats intrOOJCing Child cl 

Eelen, a "synesUleSia Shoole<" trom Tetsuya 
MiZuguchi, the master­
mind behind Rez. Space 
Channel 5, and l.<imsles. 
O Entertah'nent's current 
project tells the StO<y of 
Eelen. the futuristic version of 
the internet. Eden has been 
plagued by viruses that you 
must pUrily, not destroy • a 
zen-l ke approach 10 ShOOter 
gameplay. Y(XJ( Ultimate goal 
is to save Project Luml from 
the virus attack so that ii can 

Homefront 
Future war comes 
home to roost 

N everm'1dlhalNorthK0<ea isarnser­
able wasteland of subsistence agriculture 
and hOrrific POVerty. What ~ it rose to 

glObaf po,ver and COOQUered the U.S. in 2027? 
H0<nerront sho\vad off impressive technical 
ch<lPS and a fir,,t-person stOIYlelling aesthetic 
reminiscent ot Half-Lite at E3 tl1is yea,. 

Kaos' obsession w~h near-Mu-a milita,y toys 
continues rrom Frontline$: Fuel of Wat. The 
Goiath. a drone ta,,1< that could be the Ovistian 
Bale Balmollile's older brother. wrecks whatever 
la'gets you designate with m0<e f,repower than a 
platoon ot today's in~try. We know that directly 
C<lntrOled vehicles are arso in - ,'1lat other COOi 
gadgets rrig,l players stumble across in tomO<· 
row's occupied Amenca? 

The hOrrO<s of wer and oppress_'OO are your 
constant companions n Homefront. We saw 
allies and enemies alike eng,Jled in lames. 

reach completion and rep,Oduce a i-..nan per­
sonally in Eden. 

Mlzuguchi demoed the n>Jlti•senSO<Y ral 
ShOOter onstage at U>isofrs press conference 

screaming in their death throes as their l:l<l@S 

proved no match lor the full.re's weaponry. 
Desolate shantytowns in tormerty idyllic suburt>an 
neighb0<t100dS hOUSe the American insurgeney. 
The setting isn't quite Haff-Lile 0< Te,rm,ator. but 
it's a step Clos8c" to thooe than Cafl of [My. 

using Microsoft's Kinecl. M~hi's h&'(I$ 
controlled the reticule on screen as~ trav· 
eled through abstract, neon locales. Pulsating 
beats follOwed in time w'rth the ShOls on screen, 
and intensilied in speed and VOkKne as he 
progmssed. Ctild of Eden is made up of f111e 
stages caled "Archives" that wl change after 
each playthrough, 

Though Iha demonstration used Kinect. 
standard controlei'S can be used as,~. we·re 
tdd the oe-,etoper is currently IOol<ing into 
Move support. 

Wrth seamless W,g of stt.rring visu-
als and impressive sound design, you 
can bet O Entertaimlenl ,~ ha1l8 y(XJf 

senses tingling When Chld of Eden releases 
next \fOOI. • Annette Gonzalez 

Kaos is a talented studio. and HO<nerront 
has been~ fo, a few year,, rc.v. 
The 9<W)le's release ea,ty next year will 
!NN1 whether Kaos ca,, put that 1alenl to 
good use. • Adam Biessener 
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T he first MotorStorm bu-st OUI of the gates 
with many of its racing fundamentals in 
place. The sense of speed was great 

the environment ano (llfferent ""'1ide Classes 
influence(! racing anO created some strategy, 
anO the graphics were stellar. Ulf0<1unatety, the 
S8QU8I (fidn' t ooil(l ~ the promise of the r.st 
title, leaving some fans wondering where the 
franchise was heaOing anO what ~ had left to 
offer. Thankfully, !his new MotorStorrn is going 
al -out to recapture the excitement and redefile 
the series. 

Bvrnin9 bul<lilgS craslling "°'"' on the track. 
nbble·Strewn streets, subway tunnels engulfed 
in llames, anO other fantastic situations will chal· 
lenge racers in ove, 40 tracks spar.-.ng urban 
envronments and other 10C818S. You play the 
main career mode from the perspective of llvee 
([fferent racers. seeng the world in various 
states of oecay baSed on who you·re piayi'g anO 
where they're at when the s--• hits the fan. 

We raoed a couple laps of Apocalypse, anO 
t1>e game·s anythin9-can-happen anttuoo Shined 
through. We sped our cars up stairs ano Uvoug, 
the insides of Sk\'Scrapers, narrowty avoiOed 
being SQU8Shed fl<e a oog as the enwonment 
crashed around us. ano encoontered enoui,, 
f181Y Oetritus for a lttetm>. As if hitting pedestrians 
wasn't fun enough. the game also SWPOrts 30 
(ass,, ,,ng you have tl>e ~ 'IV). Seeing h8pleSS 
toots Slleak over yrur hooo in 30 is a sick thti 
that we have no problem ac1mittin9 1ve 10Ye. 

The game·s oore prinoi)les of bOOSting. COCi 
00\,0S, an(! ""')'ing ""'1icfe classes is back. an(! 

there are fol.r new types of rkles inclucling motor­
cycleS anO minis. Depending on hOw sturdy yrur 
"'3hicle is. you'! be able to bu'st through parts of 
the emrom>ent, which $hc)\j(J adO a cfmension 
10 the series' emphasis on selecting the tight 
path on the track to suit yrur ""'1ide. That being 
said. the game's art Oirector. Simon O'Brien. tad 
us that unI1<e past MotorStorrn tilles, Apocalypse 
al ows ptayErs to enjOy the level$ no matter what 
they're ricing. 

While Apocalypses gonzo approach to racing 
is a big dffetentiator oompared 10 the rest of the 
MotorStorrn tilles. tts online po,1ion is a giant 
leap forward. You can create races - including 
the ability to set the win 
criteria. bOOSt parameters, 
etc. - anO Share them with 
others onlne. The game 
also creates a community 
atrnoophere with online 
gambling Uor XP) an(! clan 
liveries. Fflalty, there is a 
per1< system that rewaros 
you with upgrades ii 
hancfng, oombat abiities. 
an(! b00Stin9. 

Tilles [ke SpiVSecon<l 
an(! Blur have grabbed 
gamers 1"'11\ their explo6il,e 
exploils, ano the time is 
rg,t for the MotorStorrn 
series toSho\•,vh\at lt ~ 
bring to tl>e table in this 
escalating and It-riling 

video games arms race. So far. ~ souncls lll<e 
laying waste to the 1vortd is OefnrtelY the way to 
do it. • Matthew Kato 

» S,,,e 
t to 4-Pla)'er Racing 
Cl6•P1•ye, Online) 

• Pu.bliaher 
S01\y computer 
Entertainment 
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Dead Rising 2 
Fighting off the crowds 
» Platfonn PlayStation 3 • Xbox 360 » Style I or 2-Player Acoon 
14- PLayer Onlinel » Pu.bli&her capoom » Dneloper Blue casoe 
Games » Release 5eptember 28 

W e·ve p1aye0 Dead Rising 2 for 
S8'1<!fal ho<Ks ,:y;er the course of 
sevetal demos. l:l<ilds. and n>Jlti• 

player events. However, this E3 man<ed 
the f,st time we've had the chance to 
check ii out the f\AI intro, from title screen 
10 gamel)lay. 

AS <hK:k fights to clear l'is name from 
a zombie-outbreak frame job, he rms into 
a few SUMvO<S in the Ol/effUn Fortune City. 
Drecting tho5e SUMVO<S to the safe hOUSe 
is similar to the f,st game, though their 
pathfinding and general competence seem 
to 00 ifl\J)rOve(I. Chuek al$O 8c'l¢0Ul\t<lrS 

DJ Hero 2 

Leon Bel. a cocky Tem,r is Roolity contes­
tant wilh a penchant tor ri)ping zombies 
(and SUM\IOl'S) in half ,vrth his sf,cecyde. 
After a tense exehal'98. Bell t8\llts <hK:k 
into a molorcycle chase ttYough the 
zomoo-Nled plaza. As the undead splatter 
ar0Uld us. ,ve 00\Jdn't help llv1 notJce the 
frame-rate sputter t,ying to keep up with 
all the action. 

Tectncal hioo.,ps aside, the demo left 
a sold ifT'l)ressioo. Let's ;.,st hOpe thOse 
issues are adcl'essed before the game's 
fall release. • Jeff Cork 

More multiplayer enters the mix 
D Platform PlaySlation 3 • Xbox 360 • Wii >t Style I to 3-Player Rhythm (Online TBA) 
n Pu.bliaher Activision n Developer l'rOOStyle Games » Release fall 

T he OJ Hero franchise returns later 
lhis year wilh <r,er 70 mixes featur­
ing rrusic from artists ll<e Dr. Dre, 

the Oiemical Brothers. Kanye wesi.. 
Metalica, La(!y Gaga, and Rhanna. This 
time, however. yru can fnally play with 
lwo tc.mtables and a microphone, with 
cf.stinct trackS tor both DJs to play. In our 
ume wilh lhe game, ii seemed strange to 
sing parts from two songs back and forth. 
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but it beats the pants off having no struc­
ture to lhe vocals at al like the Ii-st game. 
Activision has wised up on pricing as well. 
launching the tumtable and game bun<le 
at S99 (acoording to online retailers). 
which makes ii $20 less than lhe original. 
A ·party buldle" inclvcf,ng two turntables. 
a rrnc. and the game will also be availallle 
for $149. • Bryan Vore 

Valkyria Chronicles 2 

» Platform 
PSP 

» Style 
J to 4-Player 

Strategy 

» Publish•r 
Sega 

n Dnolo}Mr 
Sega 

,. Release 
August 31 

V alkyrla Chronicles was a pleasant su-prise - a visu­
ally beautiful and mechanically deep strategy game 
tor the Play$tation 3. While the game wasn't a 

runaway sates success. a cult fotk>\v.,g and critical buZZ 
were app&"ently enough tor Sega to S1art work on the 
sequel, which we got hands-on time wilh at E3. 

The most important thing to note about Valkyria 
Chroni<:les 2 is that tt hasn't IOSt rooch in tts transition to 
the smaller screen. The graphics aren1 as sharp or inter­
esting - a>s now less like a Sketchbook and more like an 
anime - llvl the controls feet nat\J'al. 

The biggest Change tor the sequel is lhe SCale ol the 
w t~lielc;f. NQt Qrl>( ~ $iSnif,c;,,ntly ~~~on 
the f,eld at any one tine, llvl pta~ can orty de!lloY 
six oots - enough room for a tank and a small variety 
of classes. Maps are rc.v often spit into ~vo or three 
smaller, ~1-<:ontained areas inS1ead ot one large zone. 

MisSioo Otljeetives seem more 
focused on captlling bases. 
which epen UP the al)ll1y to 
transler troops between the 
different a,eas. 

That may sound patentially 
disapponting, llv1 the game also 
has some intereS1ing chl¥1ges to 
make up for tt. Y0<.r sotoers now 
have st<a trees lhat rik1w them 
to develop into m<Jtipte different 
Sl)8Cializatioos trom their base 
Classes. For example, the sn'ller 
is now a specializatilo ot lhe 
base scovt class. These spe­
cializations eventually allOw for a 
grand total ot <r,er 30 Classes. 
which should leave plenty ol 
room for devetoping interesting 
strategies. There's also a new 
armored solder base ctass 
thrown into the mix that mostly 
SlickS to metee altackS. 

11 yru own a PSP and missed 
Valkyria Chronicles two years 
~ . this sequel is shaping UP 
to be the perfect opportunity to 
see what the hype was about. 
Wateh for our f<AI r&l,ew in time 
torthegame'slates,mner 
falJnch. • Phil Kollar 



Ghost Recon Future Soldier 

I 
n !he Olden days (ll<e, say, 2009). U.S. SOldie<sand 
GhOSI Recon playet'S preferred 10 dO !heir ShOOting 
horn afar. Why get up c!ooe when you can take a 

lango dOwn from 400 yards and Keep his comrades 
in the dal1< as to your position? tn GhOSl Recon Future 
Soldier. thngs gel much more up ciooe end personal. 

Aimed with ass-kicking neat•fulure technology like=· 
Skeleton suits and optieal camoullage, lhe Ghosts in lhe 
latest Tom Clancy sequel aen·t afraid to """'8 n for the 
kin. IJ)isolt shoWed off the frSl live gameplay at E3. end 
lhe action was anything but imperronal. 

The Ghosls are tasked with securing a nonhem 
European beachfrool for M t.JPC()(Tling <::JY:'NW. They 
move righl in10 lhe hOt zone undetected thanks to their 
Preda.lO<·lke camo. One of the SOld'ers sneaks righl 
behoo an unsuspectilg enemy and plt.rges a !<rife nto 
his neck before he has a Chance IO scream. Wrth lhe fa'$! 
targel ~ 111ith. he !urns on the crosscorn interface 10 
scan the aea klf other hOSlies. The augmented reality 
eyepiece immedalely f.lls the HUD with ta,gets in Iha 
area. one of which t\J'ns out to be a wafited war crinnaJ. 

With a high value target in the area. the mission 
dynamic $\Wehes IO a snateh and grab. Moving lhrOugh 
the area Ike 21st century ninja assassins. the Ghosts 
melhocf1C811y el'rnnate threat after threat unli they reach 
the marl<. Three soldie<S we stancrng in close proximity 
lo him. which makes things more <iffict,lt. N. Uie primary 
GhOSI l'nOYeS CIOse n preparation klf gabbing the lllrget. 
we see three nrarecl lasers target the other three ene• 
mies. The GhOSls iritiate a countdOwn, and seoonds later 
lhree baddies OOl<ltaneousty bite the dust as the Ghost 
leader moves to secure lhe ta,ge1. 

This ambitious new gameptay dYnamic feels markedly 
different horn the P<evioos Ghost Recon titles. 'Ml8ther or 
not this new direciion 111ill appeal to longlin'le fans remain$ 
to be seen. bvl ~ certainly tool<s badass. • Matt Bertz 

n Platform 
PlllyS1atlon 3 
Xbox 360 • PC 

n Style 
I to4-Player 
Shooter tl6-Player 
Online) 
n Publlaber 
Ubisofl 

n Dewelope.r 
Ubi.soft Paris 

n Release 
Spring 2011 

Scott Pilgrim vs. the World 
Ramona and Stephen join the fray 
» Platfoma PlayStation 3 » Style I to 4-Player Ad:ion » Publ.lsher Ubisoft 
» Dew-eloper Ubisott Monueal/Ubisoft Chengdu » ReJeue August 10 

Scott Pilgrim's appearance at E3 
shOwed off the f,rsl world. Snowy 
Toronto. and 11110 new playable 

characters. Ramona Flowers specializes 
n open palm strikes and P<KSe swinging, 
while Stephen Stls prefers big SIU9S and 
elbow drops. Most of the level lakes place 
along Toronto's """'VV streets, where you 
fight an asso,,men1 of hipSlers, emos. and 

XCOM 

Doberman Plnschers. We also took our 
first steps through Ranona's subspace 
1ravel, deCOrated wi1h rawi>Ows, inten• 
lionally gl'rtchy graphics. and flying piggy 
banks. The stage ends. of course. with 
a ballle against Ramona's firSl Evil Ex. 
Matthew Patel, who summons plenty of 
Demon H:Pster Gi~s and surrenders $2.10 
Canadian uPon defeat. • Bryan Vore 

An early look at the classic strategy reboot 
• Platfoma XbOx360 · PC» Style l•Player Shoocer IMuldptayer TBD) » hbllaher 2K Garnes 
• Developer 2.K Marin• ReloaH 2011 

B ioShock 2 developer 2K Marin's re• 
imagining of claSSic strategy series 
X-COM is a f.rsl·person ShOOler set 

n t 950s America that aims to take lhe 
franchise in a new but familiar direc1ion. 

AA unknown alien threat looms CNer the 
U.S. and ii is up to the XOOM organization 
10 SlOP ij, In Iha hands-off demo, special 
agent WiHiam Carter and two Olher Officials 
embarl< on a mission in a neighborhood 
straight out ol Leave it to Beever. A tral 
of IJlack SkJdge leadS to an l.lll)8f-middle 
dass home under attack by what appear 
to be sentient oil Slicks. Researth photos 
are snapped on the wtJy. an ,nportant 
gamep1ay element lhal wl help XCOM 
scientists fin<I more efficient w&JS to defeat 
lhe threat. 

Weapons SPalvned from 6eld reseaeh 
include the blObalOV (8 MclOIOV OOCklail· 
like 1veapon) and a lg,lring gun lhal can 
stun groups of enemies. The agents use 
theSe weapons n the explosi"8 battle 
agansl Iha stidge, forcing lhei' IV/Jy 

lhroogh the home and rEISG\lng an endan­
gered hOusewife in lhe procoos. The f,ght 
for SU'Vival moves outside as a morptw,g 
alien obelisk reduces the rurber of agents 
1oooe. 

Though an ear1y buld, 2K Marr>'$ latest 
prasentation showing off their chatacter 
models. - aeSlhelics, and uni(p,Je 
,veapon design has made XCOM 04'l8 
to watch. • Annette Gonzalez 
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Transformers: War for Cybertron 
rA S.5 

PS3 • 360 
n Concept 

Transform and roll across 
Cybertron in the greatest 

Transformers game ever made 
» Grapblca 

'nle characcers look 
great, especially when 
they ttru1Sform. but the 

environments could use more 
texture and variety 

• Soun• 
It's hard to complain about 

Peter CuUen as Optimus 
Prime. and the music keeps 
a frantic J)M8 to mateh the 

Ot'l$0'00ft aulness 
» Playablllly 

Great comrolS. tight shooting. 
and excellent use of 

transforming oombine into an 

High Moon has the touch 

• polishoo pacl<age 
,, rntertabuMnt 

A good game for a,ction fans -
a must-have ror anyone who 

is Imo Transtotmcrs 
,, Replay Value 
Moderately High 

style l-Player Action 110-Player Online) hbU.Mr Activision Dn•lo)"r Hjgh Moon Studios lleJ"" June 22 rsaa T 

Second Opinion 8.15 

H igh Moon's lo118 lelie< lo Transformers 
fans starts oot t,;g and eo<IS even bigger, 
delivemg a game that fans have waited for 

since the 1980s. War for Cybertron succeeds 
by recogrliZing two things: what makes a good 
game, and what rnakes Transformers 0001. By 
naililg both l)Oints, High Moon has struck a 
,~SP<ing that coold easily rue, an ent~e series. 
It bueks the trend of licensed titles and emerges 
as one of the lew outslaoding examples of how 
to hOnor a l)(01)811y's history and rllOll8 it into 
the rutl.l'e at the same trne. 

w,,, for Cybertron's tale acts as a p,eque, to 
the many mythOlogies the franchise has built 
(1,18( the years th<O<Jgh oornics, cartoons, toys, 
and movies. Megatron lusts for power, and 
he's not afraid to P<JI the planet down around 
tim to get~- A new Autobol leader, ()plirros 
Pnme, rrost nse to the dlallerGe and face 

Transformers: War 10f Cybenron is this yea.ts Batman: Askham Asylum Compar-
1.llg 4().-fooMall robOts to a man promenadmg in a bat swt may seem IJke a 
stretch. but the excessiVe le'-'Cts of fan service. understanding ot what the bcenses 
have to offer. and the desue to <:reate exper'iences that attraa newcomers as 
much as they do the most devout fans show that both games arc born of the same 
blueprint. War for Cybertron iS as much a great game as it as a great Transform­
ers e.xpe:ncncc. Whfflher you•re playing alone or W\tb. omors in the co-op and 
compeUtive modes. ctevelOper High Moon StudJos' most notable acoomph.$hment 
iS making robO< warfare tun. dyn•nuc. and easy 10 pd( up. The gameplay as• 
soaated Wlth vehicle transfonnaoons is beauntuny devlsect aliowmg seamless 
transitions belween driving and nymg to runrung and gun.rung or dooe-quarters 
melee. Weapons pad< the punch you'd e,pea advanoed robocs 10 wield. and al­
most every playable character bnngs a <hffeient skill to the battlefield. The vanety 
ooesn·t go to waste. CLthor, as firefight sttatOQ)CS are rarely repeated. and m1SS1on 
ob)ecti\'eS lal<e on d1fferent complexibes. 'nle one gripe I have l.ies with the nana­
nve. While o!letiog a satkstytng bnaJo. the oonftict at hand dOe:Sn't resorve. it JUSt 
ends on an ood note. like a movie nusstng Its final reel,• Andrew Reiner 
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nsu-mouniable odds to thwart the villain. Amid 
that framewO<I<. High Moon has inserted more 
ran service than I've ever enoot.l'lt.ered in a 
game. F8\/0l'ite charact8'S mal<e cameos. like 
So,,ndwall8's tal)e collectlon. Classic charaoter 
relationsh,ps are higl'lg,ted, Ike Megatron and 
Starscream's 8fvY bant9'. Central elements of 
the mythOlogy. Ike lhe origin of the Malrix and 
lhe role of Omega Supreme, emerge as integral 
plot points. In fH8'Y case. these features are 
hancled .,;th the joy that orty real fans of the 
~Mehise OOOld aocor'nl)f<Sh. 

If all thOse names $Ol.lld ll<e nons,,nse to you, 
you'I be happy to know that Wat tor Cybertron 
is 8ISO an exoellent action/ShOOte<, with wel• 
desgled levels. strong gunptay. and a barrage 
of combat that never lets up or gets boring. The 
campaign is stru::lured to deliver variety through 
diffe<ent playable charaeters. rrs1 tlYough a 
Deceptioon campaign about their rise to power, 
and tllen through an Autobot story of persever­
ance and retaliation. Every level haS three unique 
charact8'S to ohOose behll8en. and the best way 
to elq)81'ience the story is tl1J'Oogl the exoellently 
irc)temented online trree-f)la)'lf co-op, 

Along the Wfr,/, the game off8'S many enterta:n• 
;,,g ,'IOOIX)nS to use. Most of •hem feel dstinct, 
even~ they fall into 1..-nliar ShOOte< archetypeS. 
The ability to transform brings a degree of mobil· 
ity to the baltlefield not found in most shool8'S, 
vdliCh is eSPOCially noliceable during the lliflt 
lellels. The game is lef'Gthy and often challef'G· 
ing. including several ,;pectacutar boss r91ts 1ha1 
take advantage of the SP8Q8I abilities and size 
diffe<ential that make ead'I Characler stand apart, 
That's no, to say it's perfect. As the campaign 
progressed. 1 foond myself wishing for smarte< 
Al to go•em both my aJties and enemies. 1 8ISO 
QU8$1ion the lack of a cover mechanic in a game 

1hai is ciear1y modeled after other lhitd-person 
ShOOters in which cover is a "'1dament81 feat\.1'8. 
Even with these oornplaints, the battles are fren• 
2le<f and fun, with a breakneck pace Iha! thnHs 
8\/80 alter hOurs of play. 

The muttif)la)'lf elements of War for Cybertron 
shine .,;1h the same bright metalc sheen as the 
single-player ~-A Character creation and 
leveling system allows players to customize their 
own U'1i"'8 Translormer to take inlo the fray. The 
m"1'payer modes rarely diYerge flOm tradilion. 
but the increased speed with wtoich the map can 
be navigated in 118hicie lorm ~ the nat..-e 
of lhe contests. Cri~ from a oc:..p1e of recent 
ligl\-P<O~ ShOOters. Wat tor Cybertron also 
includes a fantastic five-f)la)'lf cooperatM! mode 
called Escalation that pils you against increas• 
<v;Jy more hOstie waves of enemies. It's jUSl sad 
that there are orty h\/0 maps for the mode. 

Nomatle<what modevou're playing, the game 
looks and soonds excellent. 1n particular, the 
animation team deserves a nod for the remarl<· 
alJle WO<I< they'\18 done on IJm9i1g these robotic 
characl8'S to life. Constantly shifting gears and 
plates on characters and environments alke 
C()(M"Ulicate the energy and po1- that puses 
lhrough the game world. What 00\Ad have been 
a boring metalic playground takes on a lie of as 
own. The vocal track is also a treat. With lots of 
characle< dialogue and excellent IIOice acting, 
the script haS all the overwrought melodrama 
you'd expeci flOm giant talking robots. 

War tor Cybertron i$n't a perfec1 game, but 
a f\Jffils my youthltJ fantasies in a wfr,J that has 
me believing the dellelOperS had a window into 
my boyhood imaginatlon. If Transformers domi· 
nated your ea,1y years, you owe a to yourself to 
see them brought to lie in the wfr,J you tl>vays 
dreamed. • Matt Miller 
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Toy Story 3 
Out of the box approach pays off in Avalanche's inspired licensed game 

style lot 2-Player Action Pub.llsMr Oisooy fnteractivo Studios D•••lo,-r Avalanche Software B.i.aa. Jw1e IS ESU e10+ 

I f l<:ensed titles are in one of gaming's low,ar 
circles of hel. at least the conderrned can 
peer down and laugh at the majority of games 

deSigned to, Chidren. Kids' games are often 
poot1y designed, shoddily built. and rushed 
to market bef0<e they're reac,y. They're also 
cheap to develop and dependable sellers. 
so publishers don't have rruch incentive to 
reevakJate the status quo. Why mess with a 
successful formo&a? 

Fort\llately, Disney ln!erective and Avalanche 
Software have strayed away from the genre's 
QUick and d'rty incinations with Toy StO<Y 3 
afte< reab)9 that such an approach serves no 
one par1icuar1y wel. It's bad f°' the audence. 
and can only c:SrMish a license as Cherished as 
Plxar's Toy SIO<Y, 

The bulk al Toy StO<Y 3 is divided into two 
modes. The forst is standard rore to, licensed 
games. taking key scenes from the movie 
and transfonni'lg them into levels. A Toy StO<Y 
2•insp;red section starts with Buzz Ughtyeat 
showr,g off his ral-shooting PfOIV8SS and piat­
fofm•hopping capallilties before letti'lg t>m flex 
t>s bran v.ilh some rudimentary puzzles. One 
of the later sections in the game reQJires QUicl< 
swttct>ng behveen Buzz. Woody. and Jessie as 
lhey tap their unique abiities to advance through 
a gart)age dump and resoue their friends from a 
~ash compact°''s g,ashing metal teeth. 

Expior"9 the levels and playing ttvough the 
StO<Y is enjoyable enough, but the game realy 

The Wil Difference: 6 
Unforrunately for Wil O\YTlOl'S.. 1'by Story 3 
doesn't stune a;s brightly on Nintendo's system 
The expecced V'l$Ual d0wngrad8 iS:n't a btQ 
deal. but the neutered toy box lS a deal break­
er. Only one person can play in this mOde, and 
nearly all of the deeper town G\IStoouzadon has 
been st.npped away. What's left 1$ a linear slog 
through a sencs of samilar nussions. If ~'OU have 
a choioe. stay far away from I.he Wi1 vers10n. 

takes off with a second player on board. Reine< 
and I played ttvough the game cooperatively. 
thougl at times we stre1Ched the definition o f the 
term. The game is deSigned so that skill8d play· 
"'"can carry their pMners t!Yough the experi­
enoe. s!rrilar to how Traveller's Tales aPP<oaches 
co-op in Its LEGO games. Playe,s can also 
ltterally carry their partners. opering the (lo()( to 
some t>lanous moments of sabotage. It's nol 
unlike New &,per Mario Bros. Wi. ,vhere players 
can knock their lriends into hazards 0< pick up 
tt,e;r buddies and chuck them direcl!y into pits. 

Play'ng through the movie's stO<Y is f\Jl, but 
it's not nearly the most interesting thing il Toy 
StO<Y 3. The second mode. the toy box. lets you 
hop n to a Woody's ~ •themed zone and 
mess around in an open ,'l(Jfl(I. At first. there's 
not a whole lot to do but smash barrels and pick 
up ltem•filled ~ - Alter getting a few mis• 
sions from Hamm. Slinky. Stinky Pete. and a few 
others. the wood opens up. You can buy re,v 
bulcfngs and playsets from Al's Toy Barn, some 
of ,vhich allow access to new areas and unique 
missions. Alter pouring a few hours into the 

town, I had cleveloped a busting lt1le CO(Ornunity 

filled with custanizable people. bu'ldngs. and 
plenty of taSl<s on my 10-00 lis1. One moment 
I was C3PIUM9 escaped bandits and t~ 
them back into the ja'I. The next, I wast~ 
plastic paratroopers into the a, and~ them 
onto their targets. 

As with the StO<Y missions. the entirety of toy 
box can be experienced with a friend n tow. 
Better stm, players can act il<lependently. Eveiy 
once in a while I'd glance ove, at Railer's hall of 
the screen and see him painting a t>uadirg for 
a mission 0< t~ renegade cows in a pen. 
ActMties like raoes req<.ire the two players to join 
up, but you can play !trough the majority of the 
mode doing~ own thing Sho\Jd you desire. 

Toy SIO<Y 3 ultimately sucoeec:IS in the same 
way that Poow-S fims do- it's attractNe to youig 

people who get a great su1ace experience and 
f0< 0lde< &Jdienoes who aw,eciate extra layers 
of depth. It also poses a chal~ to tho6e 
who are satisfied with cl>.Jrning out half.l>al<ed 
r,censec:1 games: You can do better. and the 
resu1S of that effort are worth it. • Jeff Cork 

8 ~ 
PS3 • 360 • Wii 
• C•nttpt 
Tell the stOl')I ol the Pixar 
film while letting players 
explore the Toy Story wtiveroo: 
in a separa1e. ambitious 
sand.bOx mOde 

• Graphlca 
Du:a. WOOCly. and oompany 
look great and ate 
faithfully animated 

• Sound 
The score is peppy and fun. 
bot ij yoo aren't already 
tired of ~You've Goe a f'riend 
in Me."' you'll want to shove 
Tinkertoys: in Y®r ears before 
the end crcdils 
» Playol>Wty 
The platlonnlng segments 
oontrol nicely. and the 
toy box interface i:s simple 
and effective 
» Entertainment 
It won't oonven the hardest of 
the har<Jcoro. but players whO 
8Je looldng for a sol.id family 
game shoold look no further 

P 8-playValiM 
Modera1e 

Second Opinion 8 
Tuy ~ory 3 made me feel 
hke I was siwen yeam Old 
agrun. u.smg my 1ma:g,,n&­
t10n and aealtV1ty to bong 
an assomnent of 1oys to We 
Similar in CQnoepl to many 
ot Peter MO!yncu.x's games. 
the player assumes the role 
o1 a god rululg c,,er a wMd 
made of pl.Mbc. I d.tessed all 
ot my townsfolk i.n Rower 
pnnt dresses. painted au of 
the bwld.mgs 10 look llke 
cl0>vn fish. and removed the 
sun Just because I ooukl. The 
challenges u1 this sandbox 
expenence tre engagmg and 
vaned. One sooond you'll 
be asked to st"''e a herd of 
cows; the next you'll fmd 
yoorself parachuung anny 
men. Useful rewards tsuch 
as new bwldings. charaacrs. 
oosmetKS. and playable toysl 
are uuown out hbora.Lty. and 
gwe players plenty of reason 
to explore every mch of this 
world Des&grung yoor own 
toy lungdom tS a blasl. espe­
ctally Wlth the help of a 00,-

0!> fnend. Toy Story 3 deh"""' 
the same fun•fOf'-..fl\,'etyOOC 

charm of the LEGO StaJ War$ 
games. yet olfars a nch u­
pencnce you can't find any­
where else. • Andrew Reiner 
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~ 8.5 
PS3 • 360 
n Concept 

A Mavily in.lluenoed FPS that 
taps famillat components 

to create a wlique and 
oompelling odvenl\lle 

» Gr•phlca 
GreniKle explosions a1e 

noticeably absent but the 
remainder ol th.is world is 

gorgeously detailed and 
loaded with visual variety 

» Sowsd 
'lbe silent protagonist 

role tS J)IJlJ8d off lhanl<s to 
$Olid performances by the 

supporting cast 

• Play~ 
Time manipulation is as 

easy to Wi&Jd. as a pi:stOI and 
combat is execute<I whhOUt 

error. but more variety In the 
environmental puzzles i.vould 

have been nioe 
,. Entertainment 

This FPS values its story and 
world~ as much as its 

gunpl3y. 1118 seven 10 oighl 
hours: of play it offers ny by 

» R•playVahM 
Moderate 
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Singularity 
Falling down a rabbit hole with recognizable lining 

Style 1-Playcr Action 02-Player Online) hl>u.h01 Activision 11• .. loper Raven Software 11•1•-Jw,e 26 tSl\8 M 

S ingularity is a ttwilti~, provocative, yet 
oddly famillat journey throug, \he labtic 
or t.ne. In this alternate take on historical 

events. Joseph StaJin's role in the Cold War is 
helg,tened when Russian scientists cfseov<lt a 
new element on the island or Katorga-12. This 
element holds untold power, and even lhough 
ifs unstable. Stalin accelerates the experi• 
ments. Death. oontamination. and unexi,tain­
able phenomena are all Russia has to show for 
ijs efforts. Katorga- t2 is quarantined and for• 
gotten. History stays the course untl you arrive 
on the island in 20t0. 

Kat0<ga· t2 is a place of scientific wonder and 
S<.4)8<natural horror. Ral/1e< than lening ptayets 
free fall Clown 11',is raooit hole. Raven Software 
sen<ls them down in a bathysphere. Katcxga· t 2 
is bathed in f\lssiancotorsand propaganela_ but 
the an:Htectural CleSign feels like it was suweci 
from the notebook of BioShock's Arorl!NI Ryan. 
This Russian base has an amusement pail< feel 
to tt, and~ il<e Ryan's Rapture. tts history is 
deta'le<I in aucfo reco«ir9S, llideo reels, scientist 

notes, and hastily written wall messages. The 
guicf"9 voice aven beats a physical resemblance 
to Arorew Ryan, who (suprise. sorprise) tries to 
blmv your mind in a sinilar way to Ryan's "Wot.Ad 
yo, kindly" reveal. 

Raven dOeSn't hide the fact that Sing<Aa,ity 
is heavily influenced b'{ 13ioShock. Rather. the 
del/eloper uses this famiiar CleSign to paint a 
unQJe picture. &ire. I found myself thrl<ing 
about Ayn Rand·s objectMsm at certain points. 
but this story~ most intrgt.ing moments are 
tied to the greed of an empire and the oonftict• 
ing \/008S within tt. Raven does a phenomenal 
job def~ the fiction. The experiments, and 
people oonducting them. are fascinating and 
believable. This tale runs out ol magic rwt;l't{ 
halfway tt,oug, the game, but ii pid<s up in the 
later stages and oonctudes with three satisly• 
ing alternate end'rrgs. The good encSng. if h can 
be caled that. made me do something I never 
~ I would in a game - a powerful moment, 
to say the least. 

Singularit{s gameplay starts strong and 
r81Tl)s up as the adW!flture ages. Thanks to a 
tine manipulation delnce. yov: protagonist can 
degenerate°' revttaize the age ol an ollject. This 
device can revert wa--tom staircases and rusted 
etewlcal boxes to as•good-as-new states. A 
handftA of great ))UZZ)es are at11lChe<l to environ­
mental repar. but these opporturities are surpris­
ingly rare. When they pop up, Raven recyoos the 
same tectr'iQJeS used in previous )lUZ2les. 

Most ol the ti:ne powers are reserwd for 
combat. Singularity makes you feel like a badass 
with its excellently craJlecl gunplay. Th-owing 
tine manipulation into the arsenal makes you 
feel ll<e an unstoppable god. Pointing a ~ 
at a Russian SOidier can lead 10 his body ag'ng 
a thousand years in a seoond. Hiltl)t agile 

enemies that bomce off of the walls and cioak 
on the ground can be~ in a temPO<al 
distortion b\bbte. As they stt there in a help-
less state, yo, can fill theft bodes with as many 
bulets as yo, want. Slowing time tcms snping 
into one of the most retaxing actions I've oome 
across in a game. I rar,1,/ <fied in Singularity. but 
that dOeSn't mean a lacks chalenge ex excite• 
ment. Most (X)rnbat ~ unfold with a 
Ng,-octane. ·use everything yo, have in your 
arsenal" urgency. New enemy types. powers, 
and,~ are doled out all \he way UI) to the 
finaloonflict. 

I jol<ingly told my oo·workers that Singularity 
is more BioShock 2 than BioSl>ock 2. IMlile 
meant as a Stbtle jab at Sing<Aa,ity's 'tlorrOvleCl­
desigls. this statement relates to finding a 
garnng experience that transports players to a 
new ,11()r1(1 fled with discovery and the unex­
pected. Sing<Aa,ity's greatest share<! quality with 
BioShock is Raven's reaf,z.ation that gamers want 
new expenences. not another taste of the same 
trencfr,g flavor. 

Th's can ewn be said of Singularity's muti­
ptayer oomponent. Rather than making &re it 
has fN"'Y mode from """Yother FPS. th'ls expe­
rience focuses on something different: creatures 
versus~-S<lver'al beasts kom the~ 
p1ayer game. incloong the baSkelball-sized 
phase lick. are playable, and prove to be exhla­
rating weapons in their own ,git. The multiptayer 
experience is a good tine- and qu~e differer1t 
than single-player (most tine powers have been 
excised) - bot it doesn't have any depth °' a p,o­
gession for ptayets to follOw. At the moo1. ~'s a 
fun dstraction. The single-player game, however, 
shotJd not be missed. • Andrew Reiner 



NCAA Football 11 
EA builds a powerful dynasty 

r.GAME MONTH r.GOLD 

T hey say success on the Cootball field 
starts wah the rt.ming game. With all the 
etazy lr<Jlti-receiver and OPtion forma-

tions in college Cootball theSe days, this isn't 
necessarily as true, but it's a philosophy that 
NCAA Football 11 uses 10 great effect. The rv,w 
IOCOmOtion running engine gives the game a 
powerful fomdation. and it drives the franchise 
fo,ward by offering a fluid expe,-ience every time 
you touch the ball. It's one of lh8 key compo­
nents that take this series 10 the next level. 

The locomotion engine's fluidly and reaism 
transfer to the animations you see out oc the ball 
carrier and the defenders tacking him as wel. 
Instead of see,v a player pop in and out oC spe­
cifie right analog moves like in NCAA 10. suet> 
as a running back ;..,..,;ng hard left Of right on a 
iuke. movements in NCAA 11 are moo, p<ecise. 
A player will galhe< hls body, plant his feet, Shift 
tis weight. and then st«! accelerating again. 
It's not al just a pretty-looking sequence. either. 
You can combo rl10\l8S better than in NCAA 1 O. 
and you don't even have to use Iha right analog 
special moves to reap the benefits of the new 
engine. Using just the left analog Slick feels nice 
and smooth, and I feel l!<e I can make small CUI$ 
and adjustments to follow my blockers and fr1d 

~ 

~ 

PS3 • 360 
• Concept 
After sc,.,cral years o« being a 
good but not great f?anclllse. 
NCAA Foolboll 11 emerges 

» GraphJc:s 
The new lighting makes a big 
diflereoo,. 1.ast year's players 
almoet look like a bunch ol 
canoon character$ run.rung 
atound In COOlparison 

» SOllDd 
I'd like more situatio1t• 
specific audio. as some of the 
commentary SOWlds out of 
plac;e at times 

• Pl..,allllltJ 
The smoothness of the 
locomotion engine makes 
ruruung and fUldlng h018S 
effective .. .,, with just the 
left stick 

• Eaee.rtUIUDent 

Styl♦ I to 4•Player Sporrs C2•playor onUnc) hl>ll.lbor £A Spons 
Devotoptr EA Tiburon Jttle-. July 13 ESRB £ 

The impl'O\led presentation 
might leap out at you. but it's 
(he on-the-field actjon th.at 
puts on the real show 

daylight 1vilhou1 having to sacrifice control, jack 
the rq,t analog. Of have an obvious runnng lane. 

Offensive line tllocking receives a boost thanks 
to rew0tked dotble-teams and edge IJlockng on 
sweeps - which you can oo.v see diagrammed 
bef0te the snap. That being said, it's not perfect, 
and you'll still see some boneheaded blOd<· 
ers miss the< assigm,ents. The most glaling 
mistake happens 1vhen backs try to step up 
and block on pass plays. This is hard to do 
,_, they just stand n yrur quarterback's lap. 
These little annoyances (and some frOfO year's 
past - like magnet catches and canned inter­
ception anrnations) keep lhe game frOfO being 
perfect, but they aren't enough to spoil my er,joy­
men1 ol lhe game as a whole. 

NCAA's dynasty recrui1ing is anothe< 8<ea ol 
the game that makes a big leap fawatd while 
stl l retaining some of its old flaws. Being alll8 to 
do a all on your ll<owser is a huge plus, and Iha 
irfl)roved leedback recruas offer lets you know 
exactly where your program and pitches stand in 
relation 10 the con-.,elition. That said. 111efe's no 
getting away frOfO the fact that recniting is~ a 
gind, and a you want 10 get blue chippers you 
have to be \d'q;i to put the tine in (Of pay uP 
the recruaing microtransactions). Despite lhese 

improvements, it's confusing when you 
are awarded the same number of POints 
for topics in which Iha recruit had differing 
levels of interest. 

NCAA has its flaws, but with improved 
on-the-field acoon. recruiting, and pre­
set1tation (nclJding the option to gener­
ate custOfO stories on your Dynasty), for 
the first time in years I ~ I:11e rm getting 
the college experience. I know what a 
feels like to be a man among boys,_, 
dodgng tackles. shrugging off players, 

and breaking for the end zone. Saturday is no 
longer iust a cfversion before the pros take the 
field on Sunday. It's a t.-ne to b\ild dynasties, 
crush the oompetition. and bask in the tjt,,v 
of mllions. • Matthew Kato 

Second Opinion 8 .75 

» l!eplay Value 
ModO:rately Hjgl1 

Wlule college foolboll struggles With a temble BCS S)'Slem. no playoffs. and crum­
bling conJerences. its virtual gncbron oounterpan is JUSt starti.ng to l'ti1 its stride. 
NCAA 11 ·s 1lew looomonon cngme puts the skill of Barry Sanders at your (anger• 

tips. makmg rwuUng backs (eel like real threats e,.·ery ome they toudl the ball. 
Revamped b!OClung mecftamcs help mako fonnofly useless plays 11.ke draws and 
oounters legit options for the first time. The refined gameplay tS impressive, with 
Ihe only standoul $18:$ be:ing ranging Meback.ers pk:kmg off too many mid• 
range passes over the nuddle and the AJ i.neffecovely running the option. Off the 

held. &A w1Sety retooled the recrwuog mechante to g:ive you more feed.l>ack~to 
how your pitches stand m oompartson to other schools. and lhe new Facebook· 

=:~~~=:.~~ =~~ °:~!.~.~~:r:1':'~%':;' :rs 
details tha1 make college fOOlball great but the crowds still doo'l lool< the part 
and lh& oommentary is Slartmg 10 sound s.aie. Mmor annoyances aside. tht$1$ lb& 
best NCAA utle Ul years Matt Bortz 
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R 7.25 
PS3 • 360 • Wii 

,, Cortc:♦pt 
Paste the LEGO skin over 

another be.loved fTanchi$e 

» O.r-s,hlca 
Hinety-five percent of all the 
characters look abke except 

for their tie colors 
» Sound 

It's always tun 10 hear 
mumbled \'Crs:lons of the 

characters' voices 
» PlayabWty 

Spell targeting is iffy at times 

H Eztttrtalnmtnt 
Co-op fans will have to keep 

it k>ca1 until a tree patcti 
opens up onlin,e play shortly 

aftor releaso 
n lteplay Value 

MOderato 

360 
,. Concept 

Take• deaclly jouroey tllroogh 
an enigmatic world of shadow 

and light 

» Graphics 
The Sliglltly bluny black 

and while visuaJ.s petfectJy 
match and acoentuate the 

game's tone 
. ....... 

Ambient SOWld effects 
bring the world to file. and 

the lack of music adds 10 

Ule exp&rw.ncc 

• Playablllly 
ControlS are .1s: simple as 

could be - mov•. jump. 
and action 

,. i=ntertahlal,ttd 
A shon but engrossing play 

that will remain with you long 
after you finish 

n Replay Value 
Moderate 
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LEGO Harry Potter: Years 1 -4 
Traveller's Tales casts another charming spell over old mechanics 

Style I or 2-Player Action Pu.blishe.r Warner 8r0$. Interactive Dff'tloper TraY&IJe.ts Tak!s Re lean Jw1e 29 £SRI E 10+-

Traveller's Tales tried to break out of its 
LEGO formcla ,v'rth Indiana Jones 2. and 
the results weren't that great. The stud'IO 

has returned to the classic structure for LEGO 
Harry Potter. For the most part, it '"°'ks. 

Wizard poylO<S are qu~e srniar to the Force, 
so you'll float pieces into place without stretch· 
ing the fiction too far. The game leans on this 
mechanic frequently. so prepare yourself for 
plenty of exploration and "puzzle~-. The 
reason for tt,ooe sassy quotation marks? Outside 
of a few chal~ rooms. most f)UZ2les 
oonsist of breal<ing ellOrythirg, holding down 
a button. ,vatcl'ing a structure build itself, and 

Limbo 

then using said structure to jump to a higher 
l)fatlonn. I turned my brain on autOPilOI for most 
of the game. 

Harry doesn't spend a lot of lime battling min• 
ions in the books. It's more about ('5(:overing 
the wonder of Hogwarts and maybe ~ng on 
a school rival or evl wizard. To stay true to the 
material, combat is scaled back oonsiderably 
1rom p<evious LEGO tijfes. The oriy real battles 
in the entirely of the Year 1 section are against 
the bathrOOm trOII. Professor Ouirrell, and some 
wasps in the forest. Combat Picks w later on. 
but ~ your favorite part of LEGO games is cut1ing 
down an en<tess now of stormtroopers ,.,;th a 

Immerse yourself in a new world 

r:~ MONTH Style I-Player P1aUorm/Pw7Je 
hhU.Mr MiCrOSOft Game Studios r:m Denloper Playllelld Reio"" July 21 ESRB T 

I 
rs challenging to speak about Limbo without 
runirg what makes rt so amazing. As~ 
enter tts '"°'Id, tt has that Ur>JSUal quality 

of a cr,eam that is stowty transforming into a 
nighlmare. Stark black and white visuals make 
you question whe<e you are. There is no music. 
and the audio is oddly amplifled, inexorably 
poling you into the dark forest where Iris little 
boy awakens. You begin walking, and the hor· 
rl)fe danger and beauty of your surroundings 
begil to take shape. Through a brief but bri· 
liant aCM!nture, you feel yourself completely 
absorbed in the game·s shadowy netherWor1d. 

On the surface, this down­
loadable XBlA title is a side· 
scrolling ptatformer of jumping, 
Climbing, and puzzle S<:Mng. 
Pull switches, push boxes, acti· 
vate contraptions - many of the 
standard genre mechMics are 
in place, but channeled tlTotq> 
a filter of evocatilie visuals and 
orig'nal design concepts. n has 
almost no story to speak of 
beyond a vague description of 
a boy's search f0< his sisler. 1 

found myself applying 
mt own interp,etations 
to the unfolding quest and Its s1artlingly abrupt 
conclJSion. but those ideas are beSt left for ptay­
ers to sort ttvough on their own. 

Along the way, gamers encou,ter one puzzling 
situation alter another. each challengng them 10 
think in a new way. In every case, the physics of 
the world are at play - ftst in normal ways, Ike 
hO<v a bal moves on a Slol)ed wface, and later 
in increasingly abnormal ways, like how grav-
ity functions in a world without tradtianal I\Jles. 
The game ttiunl:>hS because every one of these 

lightsaber, this may not be the one for~-
Despite theoo setbacks, It's hard to not be 

cha-med by LEGO Harry Potter. Trawler's Tares 
maintains rts reputation for amusingly silly inter• 
pretatJons of cha<acters and sto,y POints. and 1 
found myself oonstMlly IOOl<ing folward to hO<v 
the team would hanclo the next ~ around the 
corner. The oonstant llolv of unloel<s in Gringotts 
Bank and Shepping alO<-g Oaigon Alley stirred 
up old feetirgs of addiction I had playing the Star 
Wars ti1/es. While Harry Potter doesn't offer much 
innovation for the LEGO francl'lise. it at least. pUts 
rt back on track. • Bryan Vore 

enoou,te,s stands alone. Each lime you think 
you have a gnp on ,>A'lere you are. ,m> is Chas· 
ing you. or even the nature of the world, eve<y· 
tHng changes. That's al the more impressil/e 
because each event flows seamlessly into the 
next, blJning the passing between enviomlents 
and pUZ,Ztes. The oriy constant is the extreme 
perl . The presence of the Ettie boy sho\Jd by no 
means commuracate tl'is as a game for chikten. 
The hero reguar1y d',es in gruesome. painf\A ways 
as you make inevitable mistakes. and his age 
makes those scenes all the more startling, 

Limbo has some cha!engr,g tidden ach..,,.,· 
ments that will rewarCf subsequent ptaythroughS. 
but the initial run is oriy f'M! or six hours long. 
I beg~ not to let that dissuade you from 
lrying It out. As I pfayed, lello\v e<ltors would 
occasionaJly tap my sl'<lolder and ctaw my 
attention 2t,vay, and I wookl catch myself jump· 
ing - not because I was seated, but because 
I was so~ in the experience that it 
felt jarring to be puled OUI SO~. Play It, 
Turn w the sound. I challenge you not to feel 
the same. • Man Miller 



Style I •Player Aaion/Shootor 1)6,,ptaye.r online) "-blisher Miaosolt Game Studios Dneloper Ruffian Games R•l•&H July 6 ESRB M 

I n the e<iginal Crackdown. Pacific City had 
character. Its three cotorful districts - ruled l>y 
three competi)g gangs - all presented their 

own unique landmarl<s and platforming chal· 
lenges. In Crackdown 2, 10 years have passed: 
the 98J19S are gone and the city is derelict, 
ovoooo l>y masses ol zombie-like mutants. 
Police barricades block off street comers, 
smashed stOfefront windows sit neglected. and 
a thick layer of dust oppresses the entire ci1y. A 
once-great metropolis lies tarnished - much tike 
my land rnerno(,es ol the first Crackdown. 

I went into tl1is game t,op;ng to be iwnazed. 
and I am. I'm amazed that Ruffian Games devel· 
oped a OLC-(PJality expenence. I'm amazed that 
Microsolt has u,'°'vn It Into a box and stan-.,ed 
the numeral ·2· on the oover. Mainy, I'm amazed 
tl1at tl1is game took u-.ee years to produce. 
Ctackdo\vn 2 doesn't merely follow the f()fm(Ja 
laid down l>y Its predecessor: It delive<S an 
experience tl1at is. in many ways, ildistinguish· 
able rrom the fitst Crackdown. You still play a 
cybernetic super-cop sent to clean up the streets 
by a mysterious booming vcice. You stil oolleci 
(lf1)s and - up your various abi1Jes by pUII· 
ing off crazy ctiving stunts. jumping across the 
city's sk)iine like Daredevil. and~ rockets 
to tum enemy nests Into volcanic eruptions. 
That part ol the game remains a blaSl. However, 
Crackdown 2 sticl<s so rigidly to the fitst game's 

Multlplayer Mayhem 
The hrst CrackdOwn offm8d tv-o,.pJayer co-op. 
Crackdown 2 knocks that number up to f001 
If you can get I.hat many fnends together. ,rs 
wholly wonhwhilo. Notlung from the Slllglt>­
player expenenoe is: lost and in some cases. 
you'll have an easie:r and qw.Cker tune comptet~ 
mg llllSSIOll OO)OCIIV8$, Co-op lSll't the only 
mulbplayer expanence m Crackdown 2, either. 
Craci<oown 2's dealhmatdl and rockeHag 
gametypes are worth a solid weekend of your 
rune. All the maps arc based on secnons of the 
oty from story mooe and the~•-action 
doostt't reqw.re a lot of skill. bU1 the hyperao-
11"' gunplay and lhe bwlcling-si:red exploolons 
are enough to make up for lha.t. 

fomua tl1at It just 
comes across as 
lazy: We're S1ll 
exploring the same 
city, S1ll ctMng many 
ol the same vehicles. 
and s1il fi~ the 
same weapons. 

A IOI has hail· 
pened in the 
video game world 
sncetheoriginal 
Crackdolvn's 
release. Games like 
Assassin's Creed 
and Infamous have 
c~ how players expect to navigate large 
cities and engage In open IIIOl1d combat. These 
ac:!vanc:>ls make many ol the first Crackdown's 
QUi1<S- such as the inaccu-ate melee combat. 
enemies who juggle you through the air with 
roel<ets, and fussy platforming secoons - seem 
like majO< flaws. 

I wish I OOtJd at least say, "If you loved the first 
game, you·• rove tl1is." but in many-this 
feelS ll<e an inferio< replica. Cracl«:k,.vn ·s oolClful 
gangs have been replaced by a single terronst 
e<garization called The Cell, a 1iaYo<1ess enemy 
who ~ to thwM your attempts to rid the cily of 
its mutant populatioo for reasons that are never 
entirely clear. In lacl, the mutants themse'- are 
aboul the only lrique twist to Crackdown 2. The 
game does a good job ol th'°'.,;ng hundreds ol 
enemies at yoo 'Nithout a hiccup, and the action 
can get i:,etty frantic onoe the ranks ol flesh. 
t>.ingry mutants start ctosing In. 

Crackdo\m 2's worst mistake is how it 
changes the senes· <Weral str\lCture. In the first 
game, the cfty was broken into d'ISlricts, each 
controled by a dfferent criminal e<garization. 
By laking out key f,gu-es. you woud gradually 
chip aw;,y at the gangs· in~~=es and taJ<e 
down their kingpins. This freeform approach to 
open-1v()(ld design was lrique. and it offered up 
some ffl\varcfr1g goals and delive,<l<I a sense of 
progress«>n - two things lac~ in this seq.,el. 

Crackdown 2 feels Ike ft tried to ~te 
the first game's lreelonn Str\lCture, but missed 
the point There are no crime bOsses in 

Crad«lown 2. Instead, every main story mission 
rrterally fals Into one ol two categories: ll>eratlng 
terrorist stronghelds, °' activating beacons so 
you can clear out mutant spawring g,:ounds. 
Orly side missions like raoog and orb colect· 
ing i:,ovide aT"f variety in the f0rll'Ua.. Then, just 
when you thrl< the game is aboul to c~ 
fts pace, the cred'rts slap you In the face. Even 
the twist at the end is a r8g<Jtgltation ol the f>st 
game·s ctosing revelation. 

To experience the handful of cool tweal<s to 
Crackdown 2's combat. you have to nearly max 
out your alllties. for exatnl)le. when you reach 
level five in yo,x agJrty skil, you are able to glide 
sho<1 distan::es. And'"'"" you reach 1eve1 r.., in 
the explosives Skill. you gain access 10 a weapon 
that lets you magnetize hvo large objects 
together, allowing you to send "8ticles colid· 
ing into large groups ol enemies. Unf0rtunately, 
you can easily beat the game before maxing out 
many cl your slats, so you spend moS1 ol the 
game withOUt these new taJenls, mal<ing them a 
wasted inl)rovement. 

What tu1s the most aboul Ctacikdown 2 is 
that I ,YO\Ad have been content wfth a simple, 
by·lhe·l>Jmbers sequel 1vi1h a few tOl<en 
inl)rovemeots. But this isn't even a Xeroxed 
"""'81: It's more like a photooopy of a pho· 
tooopy. The strucl\K8 is largely the san,e, but 
some of the oolots have laded. and parts ol 
the picture are missilg altogether. Let's just 
t,ope tl1at Microsoft uses some lresh i-1< fe< 
Crackdown 3. • Ben Reeves 

7.25 -
360 
• Concept 
Reproduce the Crac:IIDown 
experience wilhOtJt Changing me 
cliy or the game mod1anlcs, but 
remove the gangs and the bosses 

» Graph! .. 
Some of the texture W<l'k in this 
game may be unfinished; I swear 
there are sections of Pacific 
City that looked better i.n the 
fust Crad<down 

• Souad 
'nle game's score doMll't 
impress, but the booming voioe 
"your llamller is bacl< 
» PlayabllttJ 
Ploys like the first game to a 
tault. Your Character $ti.ll lails 10 
grOl> onto ledge$ orx:asionaJJy, 
and enemy AJ is: as mindless 
as before 
» EntertalN:Mnt 
This is a good trip down 
memory lane. but manage your 
expectations. Crac:IIDown 2 does 
little 10 earn lhal "2• 

» Replaf Value 
Modefately low 

Second Opinion 7 
Just ~e, the first Crad<down 
came out. I JOked that a then­
hY!)Othob¢al loUow "~ OOIJ!d 
be my favonte g&me e,..er. I 
lc),,'8d. beulg a superp()Wered 
agent ma gang-filled cny as 
mud> as I enJoyed goohng 
around m its sandbox wath 
a buddy. Swe. there were a 
tow rough spots. such as lhc 
ted,oos boso bottles and the 
lack ol any real stotyltne. but 
that's what sequels are for ... 
nght? ~.ll after playing 
through Crac!<down 2. rd like 
to go back m bme and push 
myself uno a puddle. I was 
expectmg to see a refinemenl 
ot the first game's concepts 
with some exciung new 
adcllbons. What I got was 
an \U\neces.sary distillation 
The new addltlOllS - a few 
gunm,cl<y weapons. gbdmg, 
ooUecttbles that run away 
from you ... don't mako up for 
the o:,mponents that were 
removed. Yes. the fights With 
gang leadetS got old ~er 
a while m the IU'SI game, 
but they insnllcd a sense 
of prog:rE!S.$. Without them. 
you're Just )u.tnPIJlQ atoW\d 
ruined ver~ns of the 5,3me 
okl places.. lracking dOwn 
neorly 1.000 .,,,._ and 
working truough lhe same 
pau of "kill 'em au· story 
nussaon.s untt.l the credlts roll. 
Crackdown tS suu npc for 
an amb1nous sequel. but this 
Crackdown 2 lhUlg cle.uly 
isn't tt. What e squandered 
oPportun1ty. • Jeff Cork 
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Making Space ili 
Tho m..:is.!live 3mount of oontcnt in Pe:tco W:illter comes nt 11 co:'11 - it takes up ~ ton 
ot sp.aco on your memory aticll: The uve tilo :&!one Is 33 118, with tv.-o lnst31.latlo'n 
opUoru. .tt 330 or 880 MB You definitely want to itistall the 93.me, 11 0;dds vo!ocd 
dfaJogue lhat vrou1d otherwise be missing trom. oertSUI. oonversationa. 3.nd 1t mllkes 
lbc lo.td times more bc:u'ilblc. IJ you h.ivon't bought a new memory sUdt m the Jut 

coup!c yeM11, you shOUld add that cost to Peace Walker's sticker prtce. 
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Dragon Quest IX: Sentinels 
of tne Starry Skies 
An epic RPG franchise limited by the scope 
of its changes 

Style l •PLay,er Role-Playing 14~Player Local) Publisher Nintendo 
Denloper Level-5 .Release July 11 ESB.B £10+-

Taken in the context of the~. 
D<agon O.,est IX is a strange game. 
It's the first in 1he franchise to debut 

on a harxt>eid. and it changes up 1he 
Classie f0<~ in some Signfficant ways. 
In many cases. theoo changes push the 
gen,e in interesting d'rections. but they 
never go fa, enough. The end result is an 
enjoyable Japanese RPG with mere tints 
of greatness. 

o,agon Quest IX is full of~ and 
Poteffllily grounCIJ<eaki,g features com­
promised by lacl<luster implementation. A 
Class system OPE<lS w around 10 ~ 
in, alOwing you to change iOl)S at any 
Im!. but you have to star1 over at -
one with each job. so there's not mueh 
incen!Ne to swrtCh. LUCl<ily. the battle 
system is as fast and enjoy-as it's 
<Nerbeen. 

Ranc:Jom enoo.,,ters have been 
stripped from the game - you now run 
into monsters on the map to ""9098 
1/>em in battle. This wise change heiPS rid 
most ol the Short bot ,veil-designed dun· 
geons ol lhe ginding that the series has 
become SO synonymous Wil/l. The game 
Clings 10 a few outdated conventions 

(my resun8CI SPeil CM fail? Rooly?), but 
ij's stm m0<e accessible than the series 
has fN8( been. 

D<agon Cl<,est IX'$ biggest thrils come 
tiom expiOring its COIOrful ,V()f1(1. Even 
when the C(lf8 plot breaks down into 
JRPG Cliche$. I always found myself 
eager 10 discover the next IOcale and see 
what vgnette WOUid play out. The higl 
point ol the game's world design comes 
with Swine<irr4)tes Academy, a take-off 
on Harry Potter that l)<Ollides a ciever 
change of pace and a self-oontained stOIY 
that had me smilng. 

'M>ere DO IX taflS particularly Short is 
in the laied promise of ijs multiplayef 
offerings In adcition to pUliolg in uP to 
three other players at any time during the 
main stOI)', you ca, wirelessly exchange 
treasu-emaps that S!)aWl)randomlygen• 
erated dungeons full of PoWerltJ bosses 
and loot. These !eat...,. wood have 
extended the game's fie f0< me greatly if 
1 00\Jd use them online. but they're only 
available via IOCaJ wireless. The 50-f)luS 
h<u stOIY and tons of sidequests a,,e 
good: it's just too bad about that icing on 
the cake. • Phil Kollar 

OS 
• Concepl 
The longest-running JRPG 
series that isn't nnat FantaSy 
mass up tho lormuJa in its 
fim handhcld-only entry 

» Grapbl" 
Noc as crisp or colorful as 
Dragon Quest VIIl but some of 
the best visuols on DS 

H Sound 
A fuUy orchestrated score 
would be beau11tut but DQ 
LX's music is still $\litably epic 
and catctiy 

• P1"yabWty 
Uscr•lrlendly MMO .. l)'le 
questS and no random battles 
make lhe otherwise old­
school oombat mechanics 
easy to ,ump into 
,. Entertainment 
Urnued multiplaye.r options 
diSappotnt but fans will 
be pleased wilh the 
solo experience 
H R•play Value 
High 

Campus Degrees 

Master's 
Entenainment Bus-iness 

► Game Oe$ign 

Bachelor's 
Computer Animation 
Oiglu,1 Ans & Design 
Entertainment Busfoess 
Film 

► Game An 

MuS.c Bus,nos.s 
Recording Arts 
Show Production 
Web Oe,s,gn & Ocvelopmenl 

A$Sociate's 
Graphic Design 
Reco,d,ng Engince<ing 

Online Degrees 

Master's 
Crea1iveWriting 
Education Media 
Oes19n & TedU'IOlogy 
Entertainment Business 
Entenainmeot Business: 

with a$,x,,t$MM~t 
El<tetivtt1Trlldt 

lntoroet Marketing 

Media Design 

Bachelor's 
Computor Animation 
Entertainment Business 

► Game An 
► G3me Oe:s,gn 

Gr3phie Design 
Internet Mtirkeling 
Music 8usine$$ 
Mu:s,e Pro<tuetion 
Web Design & Development 
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8.25 I Shin Megami Tensei: 
Platform 360 • OS lt•l•u• Juno 22 10$), June 30 IXbOx 360) ESRB £ 10+ Persona 3 Portable 

It's a shame that balancing issues hurt the overall Platfo,.. PSP Rel•ase July 6 £SI.I M 
experience so much. because almost everything else abauc 
Puzzle Quest 2 is exactly 1he way I'd like it co be Even after While the game suffers from simplified visuals. absent 

the challenge gives out, Puzzle Quest 2 is still charming cutscenes. and a dated formula. the additional storyline 
and a few important gamep/ay improvements make this and enjoyable. But more cweaking could have made the portable version of Persona 3 worth recuming co for fans difference becween good and great. - Marc Miller of the original. - Jeff Marchiafava 

Platform PSP fte-l•ue June 8 ESRB T 

The gameplay itself iS simple 10 the paint 
or absurdity, bur thars lTUe or many 

adventure games and does nothing ta 
dim the excellent writing. However, the 
random nature or progression through 

the branching p/otlines prevents Disgaea 
Infmite from being engaging as a game. 

As it is, thiS iS no more than a briefly 
amusing spectacle ror rans or the series. 

- Adam Biessener 

Platform XbOx Llve Arcade Roloue Jun& 23 ESltB Elo+ 

Snoopy Flying Ace is a fun and 
accessible aerial arcade shooter with a 
whole lat or poliSh and personality. II 

may not offer much depth, but for only 
800 MS Points you still gee quite a bit 

of game for your buck with more in the 
farm of DLC on the way. Snoopy flying 
Ace wins best in show for WWI flying 
beagle games. hands /pow:f?J down. 

- Annelle Gonzalez 

Plalfono PS3 • 360 ~••-June 29 ESRB T 

Like 1he cheap pieces or plastic round 
in novelty toy dispensers at grocery 
stores, Naughty Bear can be fun to 

fool around with for a few hours, but 
afterwards it will probably Just sit on 

your shelf with all the other long­
forgouen toys that represent a mare 
carefree and mischievous childhood. 

-Ben Reeves 



6.5 I Alpha Protocol 
Platform PS3 • 360 Re1ffH June I ESRB M luu• Ju) ·10 

The RPG systems under rhe hood are 
solid. I just wish that I could experience 

them in the context of o compelling 
espionage adventure, not a last-gen third­

person shooter. 
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116 game over 



Jump in. C, XBOX360. 
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