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Games Slip 
To 2015, But 2014 
Holds Strong 

E 3 was an interesting battleground this 
year, despite the fact that the press con­
ferences were average, the news was 

predictable, and the videos were (mostly) 
pre-rendered. Surprisingly, for how safe it all 
felt, I'm excited about the holiday ahead. 

Our annual E3 Hot 50 (pg. 36) sheds light 
on what we loved from the show. The list 
of games we had to choose from was long, 
and that's a good thing. A lot of high-quality 
games are on the horizon, and that news 
should put a smile on any gamer's face. 

While there is always a moment of dis­
appointment for all the games that slipped 
out of 2014 and into 2015, this holiday should 
still have a great selection of releases. 
October alone is just insane (assuming there 
are no addit ional delays), with Dragon Age: 
Inquisition, Alien: Isolation, Evolve, Assassin's 
Creed Unity, Middle-earth: Shadow of 
Mordor, Battlefield: Hardline, Super Smash 
Bros. (3DS), Sunset Overdrive, The Evil 
Within, DriveClub, Bayonetta 2, Skylanders: 
Trap Team ... and that doesn't include any 
"fall" releases that might hit or digital-only 
games that tend to get release dates at the 
last second. It also doesn't take into account 
games like Destiny that hit in September, or 
Far Cry 4 or Call of Duty: Advanced Warfare 
that release in November. Make sure you clear 
your calendars and stock up the fridge. 

When you look at the games that slipped 
into 2015 combined with all the announce­
ments from E3, it looks like next year could 
see more groundbreaking t itles than we've 
seen in over a decade (though I suspect a 
few will slip into 2016). 

While E3 may have lacked some flash, 
there are an amazing number of games on 
the horizon, including Battleborn, which 
skipped E3 to grace our cover this month 
(pg. 24). While other games at E3 brought 
trailers, we sat down and played Batt leborn, 
and I'm excited to say that Gearbox is trying 
to change the way we look at cooperative 
first-person shooters again. 

Enjoy the issue. More than 90 games 
are featured in the pages ahead, so if 
you can't f ind something to love you are 
reading the wrong magazine. 

Cheers, 

~ 
Battleborn 
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Gearbox has developed a new IP with a universe's worth of 
characters, all waiting to fight one another for the last star in the 
cosmos. It's a hero-based competitive and co-op multiplayer 
shooter that you will only find on new-generation consoles, and 
we have the first details. by Tim Turi 
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Readers share their 
enthusiasm for empathy 
games, question crit icism 
of buggy goat simulators, 
and demand to know why 
Texas doesn't get blown up 
more in video games. 

» 8 Connect 
E3 2014 offered an impres­
sive look at what we can 
expect from the new gen­
eration of gaming consoles. 
We take a look at the 
press conferences of the 
big publishers, remark on 
virtual reality's presence at 
the show, and highlight a 
few indie tit les we thought 
stood out. 

36 Previews 
As we do every year, we've 
gathered a list of our 50 
favorite t itles we saw at E3 
2014 and order them from 
our favorite, to not quite 
our favorite, but still worth 
getting excited about. We 
also round up the games 
that weren't playable at the 
show, but we can't wait to 
get our hands on. 

92 Reviews 
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in Murdered: Soul Suspect, 
take a look at the latest 
entry in the Grid series, see 
World War I from a different 
angle in Valiant Hearts: The 
Great War, and try to wrap 
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CORRECTION: In our FIFA 15 preview in issue 255, we mistakenly attributed "You'll Never Walk Alone" and the Yellow Wall to Arsenal and 
Bayern Munich. They belong to the teams/fans of Liverpool and Borussia Dortmund, respectively. Our apologies to the teams and their fans. 

games index 

A Story About My Uncle. 
Alien: lsolatiOfl . 
Among the Sleep . 
Assassin's Creed Unity . .. 
Axiom Ve,ge 
Batman: Alkham Knight 

Battlelleart Legacy. 
Ba~netta 2 .. .. . . ... ....... . . . . 
Below . 
Btoodbome . . 
Borderlands: The Pre-Sequel 
Call of Duty: AcNanced Wartare 
CivfJizatfon: Beyor1d Earth. 
Code Name S.T.EA.M 
CounterSpy 
Crackdown . . 
Crew. The . 
Oanganronpa 2: Goodbye Despair . 
Oawngate . 
Dead Island 2 . 
Deep Down . . 
Destiny . 
Division, The . . 
Doom .. 
Dragon Age: Inquisition. 
Dreadnought 
OrlveClub 
Dying Llgnt . . 
Earthr4lght . . ... . . .. ... . . ... . 
EA Sports UFC 
Entwined .. 
Evil Within, The . 
Everybody's Gone to the Rapture . 
Evolve 
Fable Legends .. 
Far Cry 4 . 

Gauntlet 
Grand Theft Auto V. 
Grid Autosporl .. 
Halo 5: Guan:lians 
Halo: The Maste.- Ctlief Collectlon. 
Helldlvers 

HynJle Warriors . . 
#IOARB. 
Inside . 
Kirby and the Rainbow CW"se . 

. .. . . .. 98 
. . 52 
. . 98 

. . .. so 
... .. . . 66 
. .. . . . . 40 

.. . . .. 24 

.. .. .. 63 
98 

. .. .. .. 79 
. ... .. .. .. 57 

. . .. .. 48 

.. .. .. 65 

.. .. .. 46 
. .. .. .. 56 

. 80 
. .. . . 18 

. 90 
. . 90 
. . 85 

. . . .. 90 
. . 88 
. 86 
. 42 
. 76 
. 91 
. 54 
. 71 
. 81 

. .. .. 81 
. . .. 18 

. .. .. 96 

. .. .. 98 

. .. .. 67 
. .. .. .. .. 82 

. .. .. 37 

. .. .. 87 

. .. .. 47 

. .. .. 19 

. .. . . 79 

. .. . . 70 

. . . .. 72 

. .. .. 88 

. .. .. 89 
94 

. .. .. 87 

. .. .. 90 

. . . .. 76 

. . . .. 73 

. . . .. 77 

. . . .. 91 

. . . . . 18 
. . .. 89 

. . . . .. 90 
Lara Croft and the Temple of Osiris . . . .. 78 
Legend of Zelda, The ... . . .. 86 
~Ito~ . . . . .. . . . .. . . . .. . . . .. . . ... .. . . . . . .. ~ 
UUleBigPlanet 3. . .. . . .. 8-4 
Madden NFL 15 . . . . .. . .. .. . .. .. . . ... . . ... . . .. 65 
Mass Effect . . .. .. . . ... . . ... . . .. 88 
Metal Gear Solid V: The Phantom Pain ... .. ... . . .. 62 
Middle-earth: Shadow of Mordor .. . . ..... ... . . .. 55 
Mirror's Edge 2 . 
Mortal Kombat X . . . 
Murdered: Soul Suspect 
Never AJone . . 
(New BioWare IP] . . 
(New Criterion Profect) 
Ho Man's Sky 
Order: 1886, The. 
Ori and the Blind Forest 
Phantom Dusi . 
Pillars of Eternity . . 

. . . . ... .. ... . . . . 87 
. .. .. . .. . . . . 58 

.. . . ... .. ... . . .. 93 

. . . . ..... ... . . .. 19 

. . . . ... .. ... . . .. 91 
... . . .. 87 

. .. 44 

. .. . . .. 68 
. . . .. 60 

... . . .. 91 
. . . . .. 77 

Pokemon Omega Ruby/Alpha Sapphire .. 
Pusbmo World ... 

. .. 88 
. 97 
. 53 
. 87 
. 88 
. 85 
. 83 
. 91 

Rainbow Six Siege . . . 
Rise of the Tomb Raider 
ScalebouM . . . 
Skylanders: Trap Team ... . 
Splatoon 
Star Wars: Battlefront 
Sunset Overdrive 
Super Smash Bros 

. .. .. 69 

. .. .. 61 

S~~~~\~Pm~i:J!
1
rnf dTtion OX Plus . . . .. 98 

.. . .. 97 
. .. . .. 89 
.. . .. 95 
.. . .. 19 

Tomodachl Life . 
Uncharted 4: A Thief's End . . 
Vallanl Hearts: The Great War . . 
Velocity 2X 
WildStar 
Witcher 3: Wild Hunt. The . . 

. .. . . . . 20 
. . . .. 43 

Witness, The . . . . .. . . . . . . . . .. . . . . 71 
World of Warships . . . . . . . . . . . . 85 
Xenoblade Chronicles X . . . ... . . ... . . .. .. . .. 74 
Yoshi's WooUy Wortd .. . . ... . . .. .. . .. 69 

contents 3 



4 

Contact Us 
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Story Time 
I just read your Call of Duty: Advanced 
Warfare cover story. I'm a huge Battlefield 
fan, but I 'II admit, Call of Duty's single­
player campaigns are always better than 
Battlefield's forgettable campaigns. When 
I read how Sledgehammer is approaching 
the story, I was deeply impressed. But then 
I realized something. Isn't it pointless to make 
a campaign for a game that many people 
only play for the multiplayer? My dad and his 
friends are huge Call of Duty fans, but they 
openly admit that they couldn't care less 
about the story. I know Advanced Warfare's 
promising campaign won't be easy to make, 
and many are going to overlook it. Do you 
think it 's worth the effort? 

A.J. Figueroa 
via email 

While Call of Duty's multiplayer offer-
ings are the primary destination for many 
fans, many gamers still enjoy the series' 
bombastic single-player campaigns. 
Perhaps the extra attent ion and effort 
Sledgehammer is spending on Advanced 
Warfare's narrative will convince some 
new players to check out the solo con­
tent, but either way, we can't really fault 
the developer for trying to offer gamers 
the complete package. For more on 
Advanced Warfare, head to gamein­
former.com/advancedwarfare for our full 
month of bonus coverage. 

The New System Seller? 
After watching this year's E3 press conferences 
and your video recaps, I'm very excited for the 
fantastic and long-awaited explosion of games 
on the horizon. However, I was disappointed 
with the large amount of platform-exclusive 
content being released for many of these 
upcoming games. For example, PS4 owners 
will get some pretty cool extras with Destiny, 
including a special edit ion system, early beta 
access, etc., while Xbox owners have always 
gotten new DLC for the Call of Duty games 
first. Sometimes a system even gets extra mis­
sions, such as with Watch Dogs. At that point 
it seems like developers are punishing gamers 
for purchasing one system over the other. It 
seems like it's all about which company will pay 
more for exclusive content just so they can say 
it's better on their system. 

Andrew Long 
via email 

That's exactly what it's about, Andrew. 
Due to the rising cost of game development, 
console manufacturers are less willing to 
shell out the cash necessary to secure a 
third-party exclusive title anymore. Instead, 
they complement their first-party offerings 
with timed exclusives or DLC - a practice we 
don't see disappearing anytime soon. While 
missing out on some extra content is annoy­
ing, it sure beats not being able to play a 
game at all. After all, would you rather be late 
to the Destiny beta, or not play Destiny at all? 

Gaming For All 
I read your article "Creating Controllers For 
All Disabilities" in issue 254, and I honestly 
almost cried. The amount of effort that 
Special Effect puts into helping out those 
who are unable to use a conventional con­
troller is incredible. Their constant monitoring 
of each developing case is very touching, 
and it makes me so happy that there are 
people who go above and beyond to help 
others. Thank you for the article; it absolutely 
made my day. 

Corey Mattingly 
via email 

I just want to tell you guys how happy I am 
that there is a company like Special Effect 
out there! I say this because I am paralyzed 
from the waist down due to a plane crash. 
When I lost the ability to play sports, it was 
devastating, but I have always had video 
games to help me deal with it. I always 
thought about what it must be like for the 
people I have met who are paralyzed from 
the neck down. I wished there was some­
thing I could do to help them also have video 
games to escape or better deal with their 
trials. I just heard of Special Effect today and 
will give donations to them for many years 
to come. Thank you for letting your read-
ers know that there is hope for people with 
physical disabilities to still have something 
they can play with their friends and be on an 
equal playing field! 

Ben Harris 
via email 

In an industry where gamers are constant­
ly invent ing new ways to troll and grief 
each other, Special Effect is a wonderful 
reminder of the lengths some people 
will go to share the joy our hobby can 
evoke and bring a smile to a worthy 
person's face. To help their efforts, head 
to specialeffect.org.uk 



Don't Mess With Texas? 
I love video games, especially war games. 
However, in all of the military shooters, the 
themes are the same; some terrorist gets 
a hold of something they shouldn't have and 
wreaks havoc on major cities in the United 
States. But I've noticed that they never fea­
ture Texas. What gives?! Texas is the fifth 
largest market in the United States; if you're 
looking at real-life scenarios for terrorism, 
Texas is potentially a major target, yet is 
never mentioned or seen in these games. 
I'm not sure if the developers of games like 
Call of Duty just really hate San Francisco 
and so they continually destroy it , or if 
people still haven't figured out that there's 
more to Texas than cows and ranches. 
So what gives? Where's the love for Lone 
Star State? 

Michael Benningfield 
Dallas, TX 

We're not sure if that's the kind of love 
you should be seeking for your home 
state, Michael, but it is comical how 
many times we've seen the Golden Gate 
Bridge get blown up in games. If the 
saying "Everything is bigger in Texas" also 
applies to set-piece moments, however, 
you might be on to something ... 

Rated "E" For Empathy 
I want to thank Kimberley Wallace for her 
excellent article on empathy games (Demon 
Slayers, issue 254). This article voiced some of 
the thoughts I've had about the gaming indus­
try and its handling of adult subject matter. I 
think many of today's major publishers release 
games with content - such as violence and 
language - that isn't necessarily mature, but 
instead panders to the target audience's lack 
of maturity. I'm glad to see more and more 
developers tackle truly mature themes, like 
dealing with cancer or having a relationship 
with an alcoholic father. I wish all developers 
could possess the creativity and drive to really 
explore meaningful themes and storytelling. 

David Stubbs 
via email 

I am a 50-year-old guy who has been playing 
video games since I was a teenager. I loved 
the Demon Slayers article, which introduced 
me to a genre of gaming I did not know 
existed. I am always impressed at how the 
gaming industry has evolved and matured over 
the years and with games like Heavy Rain and 
the indie t it les you referenced in the article, 
I am psyched to see this trend continue. 

Sam Spink 
via email 

We heard from a number of readers this 
month who appreciated our look at empa• 
thy games and those developers tack• 
ling adult issues in games. However, we 
wouldn't want all developers to address 
such serious topics; video games are 
capable of offering all kinds of different 
experiences, from the sophomoric to the 
serious. The industry isn't "growing up" as 
much as it is diversifying - something we 
can all be thankful for. 

Billy Goat Guff 
Do you guys have a sense of humor? Your 
Game lnfarcer features are quite funny, 
but I was frustrated by your review of Goat 
Simulator. Yes, it is a small, broken, and 
stupid game - that is where most of the fun 
lies! I, for one, have always enjoyed exploit­
ing glitches in games. So when I played 
Goat Simulator, I played it for hours because 
of all the stupid and funny glitches like fall­
ing through the map, neck distortion, and 
my stupid goat head sticking through walls 
and then flipping out. These glitches made 
the game even more enjoyable; I agree that 
without those glitches the game would get 
very boring after 10 minutes. The great thing 
about glitches is that you can play a game 
for hours and still f ind more of them. This is 
the only time I've gotten frustrated at Game 
Informer and I hope it's the last. 

Dashiell Gregory 
via email 

We've received a lot of complaints about 
our review scores being too low over the 
years, but this is the first t ime we've been 
called out for not appreciating a game's 
glitches. It certainly proves the age-old 
adage; One man's buggy goat simulator 
is another man's game of the year. 

Sllort .AmwenTo 
Readen"~ 
Qaeatloas: 

"When are you going to post an 
article on grandma gamers?" 

Wait, is that what "GG" 
stands for? 

"What is the highest level that 
you can get on Wizard 101 ?" 

Is Gandalf a level? 
Because we're totally as cool 
as Gandalf. 

"Do you guys know why 
ntanfall, one of the most hyped 
games of the year, failed?" 

You're not living in reality. 

Groaa­
Wmtblallt Line 
In A Feedback 
Leiter: 

"In truth I love your publication -
that is the real reason behind 
my vitriol." 

Qaestlon 
Of TIie Montll: 

Which game company do you 
think will have the best holiday 
this year and why? 
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CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

(Left) At this year's 
Minneapolis Comic-Con, the 
GI crew talked comedian 
Gilbert Gottfried into narrating 
some of our favorite games. 
Hear his voiceover work at 
gameinformer.com 
(Right) EA's Tammy Levine 
hugs her number-one fan -
California's lieutenant governor 
Gavin Newsom - at Michael 
Pachter's annual Wedbush 
Morgan E3 party 

continued on page 8 
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• 30% New-Gen 
Multiplayer Desires 
• 24% E3 Excitement 

• 20% Requests For 
More Couch Co-op 

• 18% Newfound 
Empathy Game Fans 

• 04% Call OITitanfall 
Jokes (Haters Gonna Hate) 

• 02% Requests For 
Fewer M-Rated Games 
(From Kids) 

• 02% Video Game­
Inspired Poetry 

eaeaaaaaaea 22222&¥¥2¥22¥2¥2222¥¥22¥¥2¥212222222222¥2¥¥2¥¥222¥22222222212¥2¥¥22 

(Left) Some of the talented 
folks from Visceral Games 

started the celebrations early in 
Santa Monica, california after 

showing off Battlefield: Hardline 
at Pre-E3 Judge's Week 

(Right) nm Turi also headed 
out to California early to see 

lnsomniac's wacky open-world 
action game, Sunset Overdrive. 
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Here he is with lnsomniac's 
James Stevenson, and 

Microsoft's Blaine Howard 
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(Left) Once E3 started, we 
locked Tetns creator Alexey 
Pajitnov, Threes creator Asher 
Vollmer, and The Tetns Company's 
Henk Rogers in a room together 
to discuss game design. Watch 
their candid conversation at 
gameinformer.com 
(Right) While the other GI 
editors were hard at work writing 
previews at E3, Dan "The Mack" 
Tack partied with Zeno Group's 
Audrey Adair and Nicolette Song 
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With less than a year under their belts, 
both Sony and Microsoft are still in the 
show-me stage with their new consoles. 
The PlayStation 4 and Xbox One took cen­
ter stage again at this year's E3. 

Having already distanced itself from 
Kinect by unbundling it and dropping 
the Xbox One price by $100 before the 
show, Microsoft spent all of its press 
conference focused on games, announc­
ing new titles like Crackdown, Ori 
and the Blind Forest, and Playdead's 
follow up to Limbo, Inside. Transition­
ing repeatedly from demos to trailers, 
the information-packed press conference 
moved as quickly as Microsoft hopes 
Xbox Ones jump off the shelf with its new 
price point. 

Entrenched firmly in the pole position 
for console sales, Sony flexed its muscles 

with a strong lineup of indie games (No 
Man's Sky, Abzfi) alongside its triple-A 
offerings (LittleBigPlanet 3, The Order: 
1886). The Japanese platform also had a 
few surprises under its belt - including 
From Software's Dark Souls II follow-up, 
Bloodborne - and viewers got a sneak 
peek at Uncharted 4: A Thief's End. 

While groundbreaking announcements 
showcasing the untapped potential of 
the new consoles may have been lacking, 
third-party publishers had no shortage 
of quality titles in their lineups. Games 
like The Witcher 3: Wild Hunt, Evolve, 
Destiny, and Batman: Arkham Knight all 
signal a bright future. 

Read on for comprehensive recap of 
all of the headline-grabbing announce­
ments that occurred during the 2014 
Electronic Entertainment Expo. 

connect 9 



After suffering a total and embarrassing loss to Sony last year, Microsoft used this E3 
to regain some lost ground. Coming into the show with a second-place console (recently 
decoupled from its Kine ct requirement), Microsoft showed off a mix of new and familiar 
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itles, several of which are exclusive to Xbox One. However, even with some surprises, the 
company did11,'t gather enough momentum to secure a decisive victory. 

With a new 'generation under way, 
simply boasting about what is possible 
on your system is no longer sufficient. 
Customers own the hardware, and they 
want reassurance that their purchases 
were worthwhile. Microsoft delivered 
on that front. Like last year, this press 
conference focused entirely on games. 
Unlike last year, the presentation did not 
come on the heels of a botched console 
reveal, nor was it followed by a drastic 
reversal of policy, resulting in a more 
consistent message and positive recep­
tion among gamers. 

Phil Spencer - newly appointed head 
of Xbox - kicked off the press conference 

w ith a minimum of posturing and bravado. 
During this first major appearance since 
his promotion in March, Spencer acknow­
ledged that Xbox One has been made 
better through community feedback. He 
then moved quickly to the game demos, 
w ithout wasting a word talking about 
media partnerships, Kinect, or TV. It was 
a smart move, and may signal a change 
in the message surrounding Xbox One, 
putting the all-in-one concept on the 
back burner. 

The games-first approach was a suc­
cess, initially showing off titles on the 
way in 2014. Gameplay demos of Call 
of Duty: Advanced Warfare, Assassin's 

Creed Unity, and Sunset Overdrive 
(an Xbox One exclusive) gave extended 
glimpses into these big titles. Forza 
Horizon 2, Evolve, and Dragon Age: 
Inquisition turned heads w ith more 
tradit ional trailers. Bonnie Ross from 
343 Industries took the stage to ann­
ounce the comprehensive Halo: The 
Master Chief Collection, which is the 
crown jewel in Microsoft's 2014 lineup. 

Not every game on display was a 
resounding hit; reaction to Fable Legends 
was mixed, and the addit ion of Conker 
to Project Spark was the only notable 
aspect of its showing. The release of the 
Nurburgring track for Forza Motorsport 5 

and some crazy DLC for Dead Rising 3 
were unexpected, but not jaw-dropping. 

Microsoft had bigger surprises wait­
ing for the second part of the briefing, 
devoted to games releasing in 2015 and 
later. Square Enix revealed Rise of the 
Tomb Raider (its follow-up to 2013's 
popular reboot), and Limbo developer 
Playdead showed off Inside (which is 
not exclusive to Xbox One, but will debut 
on the console). CD Projekt RED's The 
Witcher 3: Wild Hunt looked great in 
action, as did The Division from Ubisoft. 

While those post-2014 releases are 
all multiplatform, Microsoft alsc had a 
few exciting exclusives on hand. A new 
Crackdown from original creator Dave 
Jones is in the works, the obscure Xbox 
exclusive Phantom Dust is being rebooted, 
and Platinum Games is working on a new 
IP called Scalebound. The Scalebound 
team is led by Hideki Kamiya - the direc­
tor behind Bayonetta, Viewtiful Joe, 
Okami, and the original Devil May Cry. 

The press conference enced without 



a shocking tease or crescendo. Spencer 
concluded with a promise to continue let­
ting feedback from the community shape 
the Xbox One experience. 

As the closing montage reel played, 
gamers were left to wonder about the 
tit les that weren't given much atten­
tion. Halo 5: Guardians was only shown 
briefly, paving the way for the Master 
Chief Collection's reveal. Gears of War 
wasn't mentioned at all, despite the 

'Fuud!jrade 

'ltulu feve 
Lots of ID@Xbox projects shared the 
spotlight with the heavy hitters. both on 
the show floor and the Microsoft stage. 
Perhaps this move was Microsoft's re­
sponse to the accolades Sony received 
last year for its indie fOCUli, but it worked. 
lndie titles like Cuphead ~eftl, #!DARB, 
Below, Fenix Rage, and Frui (abovel 
had people talking. Check out Impulse 
on page 18 to read about the notable 
downloadable titles from the show. 

fact that Black Tusk Studios is working 
on a new entry in the juggernaut first­
party franchise. 

No-shows aside, putting the spotlight 
on games was a step in the right direction 
for Microsoft, but it doesn't fix the core 
problem. If the company hoped to c lose 
the gap between the Xbox One and the 
PlayStation 4, it needed to bring a more 
exciting 2014 lineup - not one filled with 
safe and predictable t itles. Joe Juba 

Microsoft's performance is a step up over last year, but i t still 
failed to make a good case for its new hardware. With all 
of the cross-generation and cross-platform content. the reasons to own an Xbox One 
specifically are still few. Yes, plenty of good games are coming to the system this year, 
but the most memorable moments of the press conference came in the post-2014 section. 
That means that Xbox One owners will have had their consoles for over a year before the 
compelling, excIUSive games start releasing with any regularity. The long- term projects 
look interesting, but that doesn't do much good if the console's immediate turure hinges 
on a bunch of Halo games you've already played. 

* * * 

'Kinecl 1ldri/l 

* 

After cutting the device out of the Xbox One bundle, Microsoft barely acknowledged its 
Kinect camera at E3. Despite the company's previous insistence that Kinect is still an 
important aspect of the Xbox One, only a handful of fearured titles incorporate the device 
in significant ways, like the indie game FRU and two titles from Harmonix (Fantasia and 
Dance Central Spotlight!. II this trajectory continues, the peripheral is unlikely to ever 
receive the support it needs to form a game that justifies its existence, effectively making 
it dead in the water. 



lie Pl yStation 4 is off to a good start since its launch last November, leading Microsoft 
in global sales with over seven million systems sold as of April. Yet, the next wave of 
oftw'are that truly takes advantage may be further out in the future than consumers 

woul'd likf- Sony's E3 press conference highlighted the bright future of the Play Station 4, 
but i also unwittingly shone a light on the fact that in the short-term - 2014 - the majority 
of ony's first-party studios are either reloading from launch or have yet to bring their 
pr 1ect to the system. 

To bolster its relatively shallow first­
party 2014 PS4 roster - DriveClub, 
LittleBigPlanet 3, The Last of Us 
Remastered, and Infamous: First Light 
DLC - Sony highlighted a clutch of titles 
from third parties that are exclusive in 
some fashion or have exclusive content 
on the PS4. The company has struck 
deals for b ig-name titles this year like 
Destiny, Batman: Arkham Knight, and 
Far Cry 4 to feature exclusive content 
or early access via betas on PlayStation 
platforms. Destiny in particular is getting 
the special treatment, complete with a 
bundle with the system and an exclusive 
mult iplayer map and co-op content. 
Nabbing exclusive components for 

these third-party titles is a good attempt 
by Sony to t ry and brand those games 
for the PS4 even though they are also 
appearing on other p latforms. 

One of the big reveals of the press 
conference was the renewal of Sony's 
partnership with From Software for a 
new game called Bloodborne. Sony 
declined to publish Demon's Souls in the 
West (after doing so in Japan in 2009), 
letting Atlus handle the game while 
Bandai Namco published its spiritual­
successor franchise, Dark Souls. Sony 
will publish Bloodborne in 2015 (for­
merly known as Project Beast), and the 
game - by Hidetaka Miyazaki - shares 
the hardcore action/RPG spirit of those 

early From Software tit les. Bringing 
the next From Software creation into 
the fold is a big win after seeing the 
success of the Demon's Souls and 
Dark Souls franchises. 

Sony also highlighted a number of 
games that w ill either be console exclu­
sives (also appearing on PC) or are 
timed to come out on PlayStation sys­
tems first. The crowd was surprised 
by the announcement of the resurrec­
tion of Tim Schafer's adventure classic 
Grim Fandango for PS4 and Vita, and 
Sony followed it up with news that all 
of publisher Devolver Digital's titles will 
appear on Sony platforms f irst. This 
includes Hotline Miami 2: Wrong Number, 

Broforce, and the upcoming The Talos 
Principle from Serious Sam's Croteam. 
Similarly, Sony has a deal with Paradox 
Interactive to make the console maker 
the first stop for Magicka 2 and Paradox's 
other t itles. Finally, Sony caught the atten­
tion of the gaming community with two 
games that will debut on Sony's systems -
AbzQ and No Man's Sky. The former is a 
new title from the art director on Journey, 
and the latter by Joe Danger's Hello 
Games is what some called the game of 
the show (see page 44 for more). 

These titles may not be true Sony 
exclusives, and how much they move the 
console-war needle in Sony's direction 
is debatable, but they certainly bolster 
Sony's software roster. They also force 
consumers to consider how long they 
can tolerate waiting for these t itles to 
eventually appear on another system. 
Sony appears to be making good on its 
previously stated commitment to indie 
gaming, and it could end up striking gold 
if one of these games becomes the next 
big indie thing. 

Just when the press conference got 
rolling, however, Sony detoured to 
talk about other efforts like bringing 

* * * * * * * * * * * * * * * * 



Ptay8tali01l 'Now 
Sony announced that the streaming service starts its open beta on the PS4 in the U.S. 
and Canada on July 31. with PS3 and Vita following shonly alter. By the end of the year 
PlayStation Now will also be available on select Sony TVs. The service's beta starts 
with more than 100 PS3 titles from publishers such as Activision. Atlus. Double Fine, 
Electronic Ans. Sega, Sony, Square Enil(. Telltale Games. Warner Bros. and more. Titles 
specifically mentioned include Dead Space 3, God of War: Ascension, Metal Gear Solid V: 
Ground Zeroes, Ratchet & Clank: Into the Nexus, and Intra Street Fighter N . Sony says the 
beta will be used to gather feedback on PlayStation Now, including testing out a range 
of rental durations and prices. 

PlayStation TV to the West for $99, 
continued development on the Project 
Morpheus VR headset, PlayStation 
Now (see sidebar), Vita, and the Powers 
comic-book show. These are laudable 
endeavors, but they are secondary in the 
context of transitioning the brand from 
its launch phase to kicking the console 
generation into the next year. 

Sony c learly wasn't going for the jugular 
of competitor Microsoft and when the 

'FUULI !jrcuu 

press conference concluded with multi­
system games like Grand Theft Auto V 
and Metal Gear Solid V: The Phantom 
Pain - strong titles that don't offer any 
significant difference on the console. 
Wrapping up the press conference with 
stunning in-engine footage of Naughty 
Dog's Uncharted 4: A Thief's End 
brought the conversation back to where 
it belonged - arguing the superiority of 
the PS4. • Matthew Kato 

For now Sony seems to be content with not blowing its lead. 
with third parties doing most of the heavy-lilting for the PS4 
in the shon term. While the system will see plenty ol titles this year and beyond. Sony 
refrained from overly pressing its advantage over the Xbox One. Even a symbolic price 
cut or perhaps including the PlayStation camera for free as a dig at Microsoft having to 
drop the Kinect would have been an alpha-dog assertion of superiority. 

With titles like The Order: 1886 (see page 68 for more) and Unchaned 4: A Thief's End 
in 2015, next year should be a great one for the system in regards to Sony's first­
party studios - an area where the company has an advantage over Microsoft. In fact, 
Sony's E3 2015 presentation could be packed with titles like The Last Guardian, and 
new offerings from Guerrilla Games !which is working on a non-Killzone title), Media 
Molecule. Polyphony Digital. and Sony Santa Monica (God of War) - but that's an E3 
press conference for another time. 

* * * * * * * * 
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Last year, Nintendo abandoned a traditional E3 press conference in favor of a Nintendo 
Direct stream and an awkward press preview event held at its E3 booth before the show 
opened. Like most of the company's 2013, it was a misstep, failing to generate any buzz for 
the Wii U to carry into the latter half of the year. 

This year, the company put all of its 
eggs in one basket: a Nintendo Direct 
video presentation beamed out to the 
world early on the first day of E3 2014. 
This focus paid off. In terms of both 
production values and reception, it 
was the company's most successful 
Direct to date - earning kudos on social 
media and from the online press. Many 
declared that Nintendo had "won" E3, 
besting Microsoft's slim offerings and 

Sony's overlong and sometimes awk­
ward press conference. 

However, our opinions of a press con­
ference often have as much to do with 
our expectations. Sony was never going 
to top last year's celebratory smackdown 
of Microsoft's unpopular anti-used game 
policies, and Nintendo was not likely to 
repeat last year's stunted affair. 

The Direct started with a Ken-doll 
Reggie Fils-Aime (animated in the 

style of the popular Robot Chicken) 
tweaking past Nintendo press confer­
ences - as well entit led game journalists. 
Unlike many past Nintendo attempts at 
humor it was actually funny - and even 
a little hip. From there, some impressive 
special effects transformed Reggie 
and Nintendo head Satoru Iwata into 
Super Smash Bros. combatants, which 
served as segues into two related 
announcements. 

* * * * * * * * * * 

The first revealed that p layers can bring 
Miis into Super Smash Bros. (see page 
61 ). The second unveiled "Amiibos" -
small figurines of Nintendo characters 
that players can bring into their game by 
setting them on the Wii U GamePad. On 
the one hand, it amounted to Nintendo's 
admission that it should have bought 
Skylanders when Toys for Bob had 
offered to sell. On the other, Amiibos 
have a lot of commercial potential and 
make good use of the Wii U's controller. 
Super Smash Bros. is the first game to 
use Amiibos, but support is also being 
added to Mario Kart 8 and other past 
Wii U games, as well as some unspeci­
fied 3DS titles. Amiibo characters can 
level up in unique ways, have customiz­
able special moves, and even be used 
as an A.I. co-op or sparring partner. 
All of your Amiibo's customization set­
t ings are stored in the figure, so you 
can bring them over to a friend's house 
to have them battle other people or 
their Amiibos. 

From there, the Nintendo Direct video 
switched to one of the oldest t ricks in the 

'Deal 'Wilh 'flu! 'Deoil 
Nintendo hasn't had much luck garnertng 
third-party support but it did announce a 
high-profile acquisition at E3: a deal to pub­
lish Valhalla Game Srudios· Devil's Third. 
Valhalla is the srudio formed by former Team 
Ninja head Tomonobu Itagaki. the creator of 
the Dead or Alive sertes. Devil's Third was 
ortginally going to be published by now­
defunct THQ tor the PlayStalion 3 and Xbox 
360. Now, Nintendo has stepped in to save 
the project. and has another promising game 
from an outside srudio to go along w ith 
Bayonetta 2 and Xenoblade Chronicles X. 



E3 promotional book - footage of two 
well-dressed Japanese men shopping 
for yarn. The pair, Nintendo's Takashi 
Tezuka and Good-Feel Ltd.'s Etsunobu 
Ebisu, then showed off one of E3's 
most interesting-looking games: Yoshi's 
Woolly World, a gorgeous-looking spiri­
tual successor to Kirby's Epic Yarn. The 
use of yarn textures in HD, as well as a 
host of creative 2D platforming design, 
tab this game as one of Nintendo's 
usual can't-miss in-house projects. 

Nintendo's conference was loaded 
with other new game announcements. 
Captain Toad: Treasure Tracker, based 
on the Super Mario 3D World engine, 
looked appealing, as did a Kirby and the 
Rainbow Curse, which uses a drawing 
mechanic on the Wii U GamePad similar 
to the DS title Kirby: Canvas Curse. The 
surprise announcement was Splatoon, 
an odd multiplayer game in which 
players use paintguns to claim territory 
by covering the levels with squid ink. 
The most intriguing were Mario Maker, 
which enables users to create their own 
2D Mario platformer levels with a simple 

point-and-click mechanic on the Wii U 
GamePad, an Monolith Sofl's Xenoblade 
Chronicles X. 

This impressive lineup was marred 
solely by the fact that Captain Toad is 
the only newly-announced game due this 
holiday season, when the ailing Wii U 
desperately needs new games. Though 
only teased by Shigeru Miyamoto at the 
end of the Nintendo Direct, the pub­
lisher announced a new Star Fox game 
for Wii U as well, which uses an odd 
motion-based control scheme. 

Aside from the post-Direct announce­
ment of Code Name: S.T.E.A.M. (an 
intriguing steampunk-themed game set 
in London developed by Fire Emblem/ 
Advanced Wars creators Intelligent 
Systems), the 3DS received almost 
no push from Nintendo during E3 - an 
odd move considering that this system 
has been paying the bills for the last 
few years. 

Outside of Super Smash Bros., which 
will anchor Nintendo's holiday season, 
Nintendo also gave us updates on 
some previously announced projects, 

* 

'Futal fircuu 
Give Nintendo credit; this Direct was its most entertaining, 
polished E3 presentation in recent memory. It was short and 
to-the-point !something last year's E3 champ. Sony. should learn froml and it put the 
emphasis squarely on the company's strength: its excellent first-party games. Big franchises 
like Zelda and Super Smash Bros. made waves. but Nintendo also revealed promising new 
properties like Yoshi's Woolly World and Mario Maker. While Amiibo appears to be the rare 
case of Nintendo following the crowd instead of leading it Skylanders and Disney Infinity 
have proven that collectible figurines are a lucrative market segment. Overall. Nintendo 
comes out of this E3 enjoying better PR than it's had in a few years. 

However, it's important to understand the difference between "winning" E3 and 
winning the console battle. Despite this strong showing, we saw few indicators that the 
Wii U is going to seriously challenge the PlayStation 4 or Xbox One. As with Sony and 
Microsoft. many of the products Nintendo showed this year won't release until 2015. Add 
in the fact that the third parties have almost totally abandoned Wii u. and you have a 
company that still faces some considerable challenges. That said, E3 2014 was a step in 
the right direction for Nintendo. 

including an all-too-brief glimpse of the 
new HD The Legend of Zelda game for 
Wii U. Creator Eiji Aunoma said this is 
the first truly open-world 3D Zelda game. 
Link and company will appear in stores 
this year in Hyrule Warriors, the Zelda­
meets-Dynasty Warriors game that got 
a long segment but still looks relatively 
unimpressive. Pokemon Omega Ruby 
and Alpha Sapphire look solid and 
should prove to be bankable products. 

* * * 

Nintendo's E3 Direct showcased a lot 
of notable games, but a dark cloud still 
hovered over the presentation - the 
lack of third-party software support. 
Worse, prior to the show, Ubisoft's Yves 
Guillemot revealed that his company is 
actually sitting on finished Wii U games 
until the install base grows. Nothing 
Nintendo showed at E3 may do much to 
change this attitude among other publish­
ers in the industry. Matt Helgeson 

'Where'4 Sanuu? 
Once again. Nintendo neglected its 
third-most iconic franchise. Metroid was 
nowhere to be found in Nintendo's 
Direct presentation or in its E3 booth. 
It has now been four years since a 
Metroid game release, and that was 
Toam Nmja's mediocre Metroid: Other M. 
Even if a fuJJ-on Wli U game isn't in the 
cards. a 2D classic-style Metroid game 
for the JDS would have been well­
received by tans and the press. Let's 
hope Nintendo is saving some surprises 
for later in the year. 
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Virtual Reality Makes A Real App arance At E3 
3 might not have been the showcase for 
virtual reality that this March's Game Dev­
eloper's Conference was, but that doesn't 
mean the enthusiasm is waning. Since 
Facebook's purchase of Oculus VR, attention 
has only amplified. "It's changed for us ... 
because some of the national media start­
ed to write about VR," says Sony president 
of worldwide studios Shuhei Yoshida. "It's 

Facebook, it's Sony, it's Oculus - it's a much bigger story." 
We went hands-on with three demos for each head-mounted 

display to see with our own eyes how things are coming along. 

by Mike Putter • 

Sony gave us a chance to play the same 
demo of Eve: Valkyrie we tried at GDC, 
but it also brought along two more 
Morpheus demos. Street Luge thrusts 
players onto a downhill course as they 
lie back on a beanbag. With no con­
trollers to worry about, this demo was 
designed to show off head tracking w ith 
the PlayStation Camera and the glowing 
blue lights on the head-mounted display. 
The second demo, Castle, was available 
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in limited form at GDC, but because 
of signal interference, this was our first 
chance with it. Using PlayStation Move 
controllers, players are cast in a virtual 
environment and interact with a dummy, 
touch it, lift its hand, and then pick up a 
sword and hack it to bits. 

Oculus had a big presence on the E3 
show floor, offering up three new experi­
ences. Lucky's Tale by Playful Corp., 
headed by Words with Friends creator 

Paul Bettner, is a platformer in the style 
of Super Mario 3D World. It 's still very 
much a work in progress and the camera 
needs work, but as a proof of concept 
for third-person VR gaming it gets the 
job done. 

The second demo, a virtual-reality ver­
sion of the Kickstarter darling Superhot, 
allowed players to bend around moving 
bullets just like Neo from The Matrix, all 
while seated in their chairs. Superhot 
is coming to PC, and developer Superhot 
Team has hinted at an interest in console 
releases. 

We were most impressed by Creative 
Assembly's demo of Alien: Isolation, 
which showcased how horror gaming 
could make the leap to head-mounted 
displays. The goal of the demo is to 
escape the xenomorph - a frightening, 
impossible task. After the alien inevitably 
pounces, looking down shows its spiked 
tail protruding through your chest. Even 
more terrifying is looking up to find the 
creature's hand seemingly inches from 
your face. It was definitely a disturbing 
experience that amplifies the terror. 

The modest showing at E3 proved 
that both Sony and Oculus are taking 
measured approaches, with Oculus' big­
gest concern that someone will poison 
the well before they are ready. "What we 
don't want is for someone to ship bad 
VR," says Oculus VP of product Nate 
Mitchell. The most devastating thing for 

his company would be a major pla~er 
rushing a product that doesn't offe~ a 
grea experience out the door. 

Oculus is nearing its final testing, and 
assures us that there won't be a third 
developer kit. "We're locking down the 
consumer spec," Mitchell says. "We're on 
track to ship [developer kit 2] in July. The 
retail Rift w ill double as a developer kit." 
Without a fixed timeline, possibly to keep 
competitors from rushing to beat them, 
it's not yet clear when we'll be bringing 
home an Oculus retail unit. 

Things are starting to heat up, though. 
Oculus hired Naughty Dog co-founder 
and fom,er THQ president Jason Rubin to 
head up its worldwide studios, former EA 
Partners lead David DeMartini to focus 
on developer relations, and former Steam 
boss Jason Holtman to aid with the dis­
t ribution p latform. This signals a spin-up 
for content creation. In order for the Rift 
to succeed at market, there need to be 
compelling experiences for it on day one. 

We're looking forward to finding out 
exactly when "day one" is. The demos 
are impressive, but the shine is starting 
to wear off, and consumers are getting 
eager to bring one home. It's t ime to start 
talking about full experiences, long-term 
wearability, and what it means to have a 
virtual-reality device in your home. Until 
those conversations start happening, it's 
hard to understand what the VR revolu­
t ion means for the average user. ~ 





Looking for more great indepen­
dent and downloadable games? 

Check out regular updates at 
gameinformer.comlimpulse. 

For more in this issue, read our 
E3 Hot 50 entries on No Man's 
Sky (p. 45), Below (p. 57), Ori 

and the Blind Forest (p. 60), 
Axiom Verge (p. 66), The Witness 

(p. 71), Dreadnought (p. 71), 
Galak-l: The Dimensional (p. 72), 

Helldivers (p. 76), Hyper light 
Drifter (p. 77), and Everybody's 

Gone to the Rapture (p. 82) 
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The Indies 
Of E3 2014 

E 
ach passing year finds E3 doing 

a better job of embracing indies, 

and 2014 was no exception. To 

claim that I'm going to write 

about the indies of E3 is perhaps unfair; 

dozens of great-looking independent pro­

jects were scattered around the show floor, 

with particular hot spots at the Microsoft, 

Sony, and IndieCade booths. Since there's 

no way to adequately encapsulate them 

all in j ust a couple of pages, I've chosen 

six projects for inclusion here both because 

they had great showings, and we've yet to 

feature them. 

I happened upon EarthNight as a happy 
surprise at Sony's booth, and the visual 
presentation immediately caught my eye. 
Once I p layed it, I was totally sold. Developer 
Cleaversoft has taken the popular runner genre 
so prevalent in mobile gaming and applied a 
critical eye to crafting a deeper, more robust 
experience. You control one of two characters 
living in Earth's orbit after dragons have taken 
over the planet. Fed up with confinement, your 
hero or heroine leaps out into the atmosphere 
on a quest to retake the planet. Gameplay 
begins with a fall through the sky until you 
drop onto one of the many dragons flitting 
through the air. At that point, the action shifts 
to a more traditional 2D runner perspective, 
and you charge along from left to right, leaping 
across the dragon's back, collecting pick-ups, 

and slashing through monsters. One of the 
two characters is built for more experienced 
players, and offers added control and speed 
but with increased complexity. Hidden collect­
ibles are scattered on each dragon, waiting 
to be found. A stellar chiptune soundtrack 
accompanies you on your run. EarthNight 
got its hooks in me right away, and I predict 
I won't be the only one. 

The story of #IDARB's creation is almost as 
interesting as the game itself. Other Ocean 
Interactive began #IDARB (an acronym for 
It Draws A Red Box) with a simple premise 
encompassed by the name - the picture of 
a single red box on screen. From there, the 
team took the game to Twitter and asked for 
suggestions for how to proceed. It became 
a platformer, then a competitive deathmatch 

game, and finally settled in the direction of 
an eight-player arena-sports game that the 
creative director, Mike Mika, has described 
as a cross between Super Smash Bros. and 
NBA Jam. Dozens of distinct characters are 
selectable before heading into the fray, which 
sees you and your team leaping between 
platforms to grab a ball and f ling it into the 
opposite team's goal. Pulses of energy push 
away nearby players as you volley for control. 
The action is fast and chaotic, and occa­
sional half-time minigames are inserted to 
mix things up, like one where the team that 
makes the most noise for the microphone 
wins. This intriguing mix of crowdsourcing 
and game development will hit Xbox One first 
later this summer. 

CounterSpy comes to us from independent 
game studio Dynamighty, but with publishing 
support from Sony. Set in an alternate his-
tory version of the Cold War, players are cast 
as an agent of Counter, a non-governmental 
spy agency working to control two competing 
superpowers, the imperialists and socialists, 
and prevent worldwide disaster. Both world 
powers are threatening to blow up the moon 
with nuclear weapons, which sounds like a 
crazy premise until you learn that in the real 
world the U.S. Air Force actually considered 
detonating a nuke on the lunar surface in 
the late 1950s. Your spy moves through 2D 
side-scrolling levels as he infiltrates heavily 
guarded complexes. Stealth is the goal, but 
when necessary, you can hop into cover and 
the action seamlessly shifts into a third-person 
3D shooting view so you can take out guards. 
You're always working against t ime and the 
escalating threat of a DEFCON clock that 
leads to mutually assured destruction. Each 
t ime you play, levels are structured differently 
through a simple procedural generation, so 
the action and sneaking remains fresh. I really 
liked Counterspy's sharp aesthetic and clever 
mix of gameplay styles. We can expect a 
release on PS4, PS3, and Vita before the end 
of the year, with a different mobile version due 
sometime after that. 



Futurlab's Velocity 2X is hard to wrap your 
head around until you get your hands on it. 
Building off the formula established in the 
previous franchise entry, Velocity 2X sends 
you hurtling through space taking out enemy 
ships in a classic top-down perspective as an 
energetic electronica soundtrack (composed 
by Killzone's award-winning Joris de Man) 
drills into your brain. The major feature that 
sets the game apart is the ability to teleport 
past impassable walls as you surge forward 
across the screen. In addition, 2X adds the 
ability to dock your ship and run around 
on-foot through 2D p latforming levels, where 
your pilot has the same rapid-fire teleporting 
ability as her ship. Whichever mode you're in, 
the tone of the game is all about incredible 
speed and flashy futuristic visuals. It has the 
hypnotic quality that fans of the genre long 
for, in which you find yourself rapidly falling 
into a hyper-focused flow of movement and 
shooting. Velocity 2X w ill hit PS4 and Vita 
later this summer. 

I had the chance to play several levels of 
Green Lava Studios' Fenix Rage at E3, and 
it's an easy recommendation to those gamers 

hungry for the next hardcore trial. Fenix Rage 
can't avoid comparisons to the excellent 
Super Meat Boy, but I found that a number of 
gameplay mechanics set this newer project 
apart. You control Fenix, a fiery little creature 
on a quest for revenge and cookies as he 
moves from one seemingly impossible level 
to the next. His movement set allows him to 
jump indefinitely and regularly dash across 
short d istances in midair, which challenges 
the initial assumption that the game is purely a 
platformer. Instead, much of the action in Fenix 
Rage occurs above the platforms, as you flit 
between crowded groups of enemies and dan­
gerous moving traps. A first g lance at many 
levels had me wondering how it's even pos­
sible to get through to the level-ending cookie. 
I foresee equal measures of skill-based fun 
and maddening frustration in store for devoted 
players when the game releases later this year 
on PS4, Xbox One, and PC. 

Never Alone has been crafted with a dual 
goal in mind. Mechanically, it's a puzzle/ 
platformer that draws comparisons to games 
like Limbo and Braid. However, at its heart, 
Never Alone is a tribute to and continuation 

of the storytelling t raditions of the lnupiat 
Alaska Native people. The project comes 
through a cooperative development venture 
between Upper One Games and E-Line Media, 
and aims to find new avenues to communicate 
the cultural stories of Alaska Natives through 
the explicit cooperation and involvement of the 
tribal elders whose families carry the tales. A 
young girl sets out to discover the source of an 
endless blizzard, and she is soon joined by an 
arctic fox that becomes a second controllable 
character. The levels I looked at focused on 
the interdependence of these two characters. 
The fox might climb to a high platform to lower 
a path for the girl, and the girl might push a 
box into place for the fox to cross. Never Alone 
presents haunting visuals and a pervasive 
sense of the cold winter through which the pair 
travels, and I found myself thoroughly engaged 
in the spirit-rich world of the game. The devel­
opers shared with me that they're interested 
in the potential of exploring other worldwide 
native cultures in subsequent games, which 
strikes me as an intriguing source of narrative 
to tap. The promising Never Alone heads to 
PS4, Xbox One, and PC this fall. ♦ 
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NETFLIX 
FROM EXECUTIVE PRODUCER ELI ROTH 

HEMLOCK GROVE 
A NETFLIX ORIGINAL SERIES 

EVEN 
DEMONS 

HAVE 
DEMONS 

ALL NEW 
EPISODES 

NOW 
STREAMING 



OJ Marvel Tests 
Its Limits 

st 
Getting people to see Iron Man and 
The Avengers was a no-brainer. Thor 
and Gaptain America might have 
been stretches, but people flocked 
to theaters to see them. Today 
Marvel puts its audience's patience 
to the true test with the release of 
Guardians of the Galaxy. It features 
a talking space raccoon, a fighting 
space tree, and that dude from Parks 
and Recreation. If people pay money 
to see this, they'll pay money for 
anything; prepare for announcements 
of movies based on Night Hawk, 
Marrow, Spider-Ham, and Daredevil. 

05 New Releases 
, Akiba's Trip: Undead & Undressed 

(PS3, V'tta) 
, Need for Speed (8/u-ray, DVD} 
, Sacred 3 (PS3, 360, PC} 

OB.I New Releases 
, Ultra Street Fighter IV 

(PS3, 360, PC} 
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08.2 Produced By 
Michael Bay 
After a lengthy hiatus, the Teenage 
Mutant Ninja Turtles return to the­
aters today. If you are expecting 
people in cheesy rubber suits, you're 
going to be disappointed; the turtles 
are highly detailed, beautifully ani­
mated, and guaranteed to freak you 
out. Don't worry, Megan Fox plays 
the leading role of April O'Neil, and 
Michael Bay is producing, so you 
know this movie has to be good. 

12 New Releases 
, Disgaea 4: A Promise 

Revisited (V'tta} 
• Hohokum (PS4, PS3, Vita} 
, Risen 3: Titan Lords (PS3, 360) 

13 Silent Hill Returns 
Konami hasn't announced a new 
Silent Hill game yet, but IDW is 
releasing a comic pre-quel to the 
2012 entry titled Silent Hill Downpour: 
Anne's Story. Penned by Tom Waltz, 
the co-writer of the Downpour game, 
this tale fills in the blanks of Anne 
Marie Cunningham's story. 

13 Gameacom 2014 
Called "E3 Overseas" by many in 
the video game industry, Gamescom 
2014 offers new looks at upcoming 
games from almost every publisher 
in the industry. The show is held in 
Cologne, Germany, and runs from 
August 13-17. Be kind to the game 
developers, folks. They are in midst 
of back-to-back conventions. 

14 SOE Live 2014 
Over the next three days, Sony 
Online Entertainment is outlining the 
future of EverQuest Next, Landmark, 
PlanetSide 2, H1Z1, and DC Universe 
Online. For those attending this event 
at Las Vegas' Planet Hollywood, 
events include a Landmark mega­
build, dev panels, parties, and a game 
room that is open to all. 

15 I Know That Guy: 
The Movie 
Sylvester Stallone's juggernaut 
action franchise, The Expendables, 
is back for a third installment today. 
Does anyone even care what hap­
pens in these movies? Is there a 

continuing storyline? The answer is 
likely no. We just go to see our idols 
from the '90s shoot chainguns and 
throw grenades with their old-man 
arms. This entry stars popular actors 
Harrison Ford, Jason Statham, Jet 
Li, and Wesley Snipes. It also fea­
tures Mel Gibson. 

19 New Releases 
) Diablo Ill: Ultimate Evil Edition 

(PS4, Xbox One, PS3, 360) 
, Plants vs. Zombies: Garden 

Warfare (PS4, PS3} 
, Tales of Xillia 2 (PS3} 

20 DC's 52 New Worlds 
Grant Morrison is bringing back DC 
Comics' multiverse in a big way in 
a new comic called The Multiversity. 
This issue, shipping today, takes 
readers to Earth-18, where the 
Justice Riders preside; Earth-43, to 
get to know the Vampire League; to 
other Earths containing such char­
acters as Dino-Cop, Lady Quark, 
and the Nazi New Reichsmen, and 
the Atomic Knights of Justice. 
The first issue of Multiversity 
spans 48-pages and contains six 
different stories. 

22.I About Damn Time 
The original Sin City came out nine 
years ago, but directors Robert 
Rodriguez and Frank Miller have 
teamed up again for the next chap­
ter. Sin City: A Dame To Kill For 
hits theaters today, and features 

returning cast members like Bruce 
Willis, Jessica Alba, Mickey Rourke, 
and Rosario Dawson. That's impres­
sive star power, but the distinctive, 
comic-inspired art direction returns 
to steal the show. 

22.2 Insomnia52 
Host to one of the world's largest 
LAN parties, lnsomnia52 is a three­
day event held in Ricoh Arena in 
Conventry, England. Outside of the 
sleepless multiplayer gaming, this 
festival offers tournaments, panels, 
separate Minecraft and YouTuber 
zones, and a retail sector. 

26 New Releases 
, Dark Souls II: Crown of the Old 
Iron King DLC (PS3, 360, PC} 

, Madden NFL 15 
(PS4, Xbox One, PS3, 360) 

, The Walking Dead: Season 4 
(8/u-ray, DVD} 

29.I New Releases 
, Professor Layton vs. Phoenix 

Wright (3DS} 

29.2 PAK Prime 
Penny Arcade's popular expo hap­
pens four times a year now, but 
Seattle's PAX Prime is still the big­
gest show and the place to be for 
cosplayers and people wanting to 
get a look at upcoming games. The 
show is sold out, but you can always 
turn to garneinformer.com for live 
updates and the latest news. 
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irst-person shooters are a core part of Gearbox's pedigree. The studio got its start 
developing spin-offs of the legendary Half-Life, porting Halo: Combat Evolved to the 
PC with online multiplayer, and creating the World War II series Brothers in Arms. 
Gearbox dramatically broke out of its comfort zone with Borderlands, an inven­
tive hybrid of slick FPS gameplay, 
loot-grabbing, and RPG progression. A 
striking art style and absurd sense of 
humor made the exotic cocktail even 
more enticing. 

The Borderlands franchise is alive and well, with two successful main 
entries, a "pre-sequel" on the way to last-gen consoles, and a story­
driven Telltale spin-off releasing soon. However, just as Gearbox hit full 
stride last generation, it also endured two major stumbling blocks. The 
developer revived 3D Realms' doomed Duke Nukem Forever, but its 
harsh critical reception suggested the long-delayed sequel may have 
been better off a myth. Aliens: Colonial Marines further tainted the 
waters, w ith scorned xenomorph fans crying out that Gearbox's early 
previews didn't accurately reflect the final, rough release. 

For the new console generation. Gearbox's most obvious bet would 
have been to deliver a glimmering new entry in the Borderlands series. 
Instead, the developer is once again showcasing its knack for genre 
hybridization in an imaginative new IP built around campaign co-op 
and competitive multiplayer. 

BLENDING GENRES ONCE AGAIN 
Borderlands wowed gamers in 2009 by combining twitch shooter action 
and satisfying RPG progression. Gearbox is back to creating an "I didn't 
even know I wanted that" experience with Battleborn. It's a first-person 
game through and through, but simply calling it a shooter would be 
a misrepresentation. A huge cast of playable characters, all locked 
in battle around the last star in the universe, brings strikingly unique 
gameplay styles to the table. 

This tremendous variety of heroes provides an eclectic mix of genre 
tropes and first-person gameplay styles. Some characters carry rifles, 
p istols, and Gatling guns, while others launch cursed arrows or teleki­
netic swords. Some characters play like they're from entirely different 
genres, such as a Sith-inspired dual blade-wielding space samurai, or 
a bipedal mushroom man that sprouts poisonous fungus patches. The 
roster of wildly different characters is reminiscent of all-star fighting 
game mash-ups like Super Smash Bros. or the ever-expanding casts 
of MOBAs. 

Speaking of MOBAs, Gearbox is leading the reveal of Battleborn 



with a f ive-versus-five multiplayer mode called Incursion that draws 
obvious inspiration from games like League of Legends and DOTA. The 
elongated battlefield we saw features multiple twisting paths flanking 
a broad lane running down the middle. Robot minions (manufactured 
by the industrious Last Light Consortium), pour forth from two bases 
on either end of the map. The squat little bots march toward a pair of 
huge, mechanical spider sentries guarding each team's base. Like pro­
jectile-firing towers gating players' progress in MOBA matches, these 
spiders devastate players who get too close with a salvo of missiles, 
laser beams, and more. By protecting the minions' march towards the 
spiders, players help them to launch a combined attack against their 
powerful shields. With the shields down, teams of up to five can whittle 
away the arachnid's health and eventually siege the enemy's base. 

Incursion's concept may be recognizable to MOBA players, but 
Gearbox's signature first-person gameplay changes the experience 
dramatically. Even if you're not familiar with MOBAs, the accesib le FPS 
controls allow p layers to engage in the exciting tug-of-war battles that 
make the highly competitive genre so exciting. The host of wild ly d iffer­
ent characters offers tons of play-style options, deepened further by an 

accelerated progression system. 
Character leveling in Battleborn bor­

rows another page from MOBAs. Gearbox 
wants p layers to hop into games with their 
friends no matter how much experience 
they have, so it is embracing a speedy lev­
eling system that resets after each match. 
Dubbed the Helix, pulling up this leveling 
menu presents players with two choices 
that can be selected with a quick tap of 
a t rigger button. These options generally 
augment existing abilities, like adding frost 

Why Not Make 
Borderlands 3? 
With 2K Australia hard at work on Borderlands: 
The Pre-Sequel for last-gen consoles, fans may be 
wondering why Gearbox isn't working on a big, 
bold in-house follow-up for the new consoles. 

'There's a point where it's like, 'What should 
the next Borderlands be? Should there be another 
Borderlands, and what should it be?'" says Randy 
Pitchford, president of Gearbox Software. "We 
had that discussion and there was this weird 
mixed bag. On one level it's like, 'Woah.' If you're 
going to do something that's called Borderlands 3 
and it's going to be done in this next-generation 
environment, there's a whole bunch of ideas that 
come around of what has to happen in order for 
that to live up to what that needs to be." 

Gearbox rounded up the lingering ideas they 
had for filling in the Borderlands series' gaps -
including telling the villainous Handsome Jack's 
backstory and flying the vault hunters to the 
moon - and entrusted 2K Australia with creating 
the game. 

"[2K Australia's involvement] did two things; 
Pitchford says. "It took care of that real deep 
interest we had [in continuing the story], but it 
also changed the nature of the pressure of what 
Borderlands 3 had to be for us. If there's going to 
be a Borderlands 3 and what that would be. We 
imagine what that might be, and frankly it scared 
us. It's l ike, That's so crazy and so big that I'm 
not sure we can succeed."' 

Gearbox is by no means ruling out 
Borderlands 3 for this console generation, but for 
now the developer's interest is set squarely on 
making Battleborn the best it can be. 

bullets that slow enemies or increasing jump height. Oftentimes these 
choices are at odds, presenting players with the choice of focusing 
on mobility or increased defense, for example. Level seven unlocks a 
powerful ultimate ability that can turn the tides of battle. It's a fresh take 
on first-person multiplayer matches, which in the case of shooters like 
Call of Duty can become imbalanced due to progression systems that 
imbue longtime players with over-powered unlocks. 



TWINKLE LI ITLE STAR 
Battleborn's unique multiplayer matches and f ive-player campaign are 
tied together through a story about mult iple factions racing toward 
Solus, the last star burning in the universe. Every other solar body in 
the cosmos has been snuffed out by a dark, mysterious force called 
the Varelsi. This enigmatic threat steadily mounts as the factions fight 
amongst themselves for dominance over the last solar system. Each 
faction has its own unique band of champion fighters, called battle­
born, united under their respective banners. Gearbox points to the 
kingdom-based warring of an immensely popular HBO series as inspi­
ration, which also features a mysterious, indiscriminate murder machine 
primed to obliterate the temperamental factions. 

"One of the really early campaign motivations for creating the factions 
was Game of Thrones," says creative director Randy Varnell. "We're all 
huge nerds for Game of Thrones and have been for years. We love the 
fact that one of the things that [George R.R. Martin] did with that was 
he created characters that aren't unilaterally good or bad. 

"There are a lot of reasons for these groups in the kingdom to fight 

and struggle. Some of it 's for resources, 
some of it 's personal, and everybody 
seems to ignoring the big threat up north 
that's about to plow over the realm. We 
got to imagine in the future upcoming 
ideas of Martin's they're going to have to 
learn to put aside some of those differ­
ences and deal with that common threat. 
Thinking about that has been some really 
great inspiration." 

For now, Gearbox isn't sharing any fur­
ther details about the Varelsi's true intent 
and exact role in gameplay. However, we 
know the shadowy creatures play a part 
in multiplayer and the campaign, offering 
new enemies to fight beyond rival factions; 
we can only speculate that the unaligned 
Varelsi might act as neutral NPCs that 
players can attack and gain experience 
from in multiplayer. Given Gearbox's infat­
uation with enemies united by a common 
foe, the Varelsi also have the potential to 
disrupt matches with surprise attacks, 
prompting both sides to temporarily unite 
and distinguish the dark menace. 

The factions vying for the last energy source in the universe are a 
motley bunch from different reaches of the galaxy. The rush towards 
Solus has brought together groups of space travelers that may have 
never crossed paths if all the stars weren't veiled in darkness. This 
collection of desperate travelers blows the creative doors for Gearbox 
wide open, allowing them to bring together factions that might not nar­
ratively gel well together. 

On one hand you have the L.L.C. (Last Light Consortium), a techno­
logically advanced group mainly composed of robots looking to make 
money off the war for Solus. These eccentric profiteers are decked out 
in custom Victorian Age-inspired styles, showcasing their wealth and 
elit ist attitudes. The L.L.C. would f it nicely into any light-hearted sci-fi 
epic. But on the other hand you have the Eldrid, a faction of woodland 
dwellers plucked straight from a high fantasy tale. These creatures 
worship the mysterious beauty of the universe, eager to keep it intact 
without needlessly exploiting its dwindling resources. Bow-wielding 
elves and bowler hat-wearing butler bots may not blend well together 
on paper, but therein lies the strength of Battleborn. 



The Factions Of The Salus System 
Meet the opposing groups of Battleborn, all fighting for living space in the universe's last solar system. 

THE PEACEKEEPERS 
Think of the Peacekeepers as 
the intergalactic space-police 
analog to America's role in 
world politics. Once a massive 
fleet of many ships, the fading 
stars and resulting lost planets 
have greatly diminished the 
Peacekeepers' presence. Lead 
writer Aaron Linde says the 
Peacekeepers are rounding 
up their remaining "Battlestar 
Galactica-sized fleet" and head­
ing for Salus. The faction once 
relied on its vast military might 
to solve interstellar disputes, 
but now has to adapt in these 
dire times. Making matters 
worse, they settled late in the 
game on the semi-terraformed 
planet of Bliss, where the only 
vacant spots are covered in ice 
and snow. 

"They can be draconian, they 
can be beauracratic, but at the 
end of the day they are a pure­
hearted bunch," Linde says. 

THE LAST LIGHT 
CONSORTIUM (L.L.C.J 
This economic and technological 
powerhouse is a collective mostly 
made up of business-minded 
robots. The L.L.C. used to be 
an important extension of the 
Peacekeepers, but splintered 
off as the United Peacekeeping 
Republic's wealth and influ-
ence began to dwindle. Now 
unburdened of the Peacekeepers' 
stiff ethics, the L.L.C. is free to 
become filthy rich as the uni­
verse's biggest arms dealer. The 
L.L.C. supply chaotic battlefields 
with hundreds of minions and 
giant spider mechs, all from the 
comfort of their self-sustaining 
Arc fleet. The numerous robots 
and few organic members of the 
L.L.C. wear their wealth and 
elitism on their sleeves with top 
hats, monocles, canes, and more. 
Phoebe, the genius descendent 
of influential human L.L.C. engi­
neers, even wears a Victorian 
Age hoop skirt. 

"They certainly don't want 
everyone to destroy themselves, 
because then they have no pur­
pose," Linde says. "But they don't 
want people to stop dying, either, 
because that would cut into 
their profits." 

THE ROGUES 
This band of misfits is composed 
of the unaffiliated free peoples of 
the Salus System. The factions 
of Battleborn are all cosmeti-
cally unique from one another, 
but that diversity is taken to 
new extremes with the Rogues. 
This shady lot is a collection of 
mercenaries, smugglers, pirates, 
refugees, and other undesirables 
hailing from all corners of the 
universe and all races. True to 
their fractured nature, the Rogues 
call an asteroid belt at the far 
edge of the Sol us System home. 
They settle on the larger chunks 
of planet in the Detritus Ring and 
sustain themselves by harvesting 
wayward scrap. 

"II you take a bunch of civiliza­
tions, grab them all by the neck 
and shake the crap out of them, 
whatever falls loose is basically 
the Rogues," Linde says. 

THE ELORIO 
At first glance, the Eldrid look 
like an assortment of nature­
loving fantasy tropes. But this 
collection of mushroom people, 
tall, bow-wielding elves, and 
more aren't quite what they 
seem. The Eld rid aren't only in 
tune with nature, they worship 
the mathematics and physics that 
drive the universe. This ancient 
society has made it their duty 
to observe, study, and archive 
the cosmos' mysteries in vast 
planet-sized knowledge deposi­
tories. The Eldrid practiced non­
combative isolationism until the 
Varelsi wiped out their precious 
archives. Motivated into action 
by the Varelsi's interloping and 
the darkening stars, the Eldrid 
now take up arms to defend 
their lush, resource-rich home 
planet of Ekkunar against the 
encroaching factions. 

'They see their roles in the uni­
verse as stewards of the cosmos, 
in so much as they believe the 
cosmos to be a grand engine, 
and they're an expression of that 
engine," Linde says. "It's their 
role in the universe to be the 
observers of that engine. They 
want to see it play out to its 
natural conclusion, and they've 
got front-row seats for it." 

THE JENNERIT EMPIRE 
In stark contrast to the Eldrid, 
the expansionistic Jennerit 
Empire is happy to bend nature 
to its will. This empire sought 
for years to unlock eternal life. 
The Jennerit eventually unlocked 
the key to immortality by setting 
their planet, Tempest, into a fixed 
orbit around the sun that allows 
them to continually harvest huge 
amounts of energy. This energy 
powers their empire and converts 
them into the Sustained - beings 
that do not die of natural causes 
but can still be killed. The 
Sustained nobles hold themselves 
above the lower, mortal castes of 
the Jennerit Empire. While the 
faction isn't evil in intent, they 
don't mind wiping out planets 
to secure resources for their per­
petually living elite. When a sun 
burns out, the Jennerit simply 
hitch their power-generating 
planet to a tremendous ship and 
set course for the next solar body. 
Presently, the Jennerit are head­
ing for Salus. 

"They're not quite as distaste­
ful of genocide as most," Linde 
says. 'They're kind of jerks." 
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A SOLAR MELTING POT 
The race to the center of the universe has brought together a rogues 
gallery of quirky characters. Gearbox is taking the storytelling of 
Battleborn seriously, but the developer is putting gameplay and fun 
first when it comes to creating these wildly different interstellar travel­
ers. If someone on the development team has a wacky idea for a new 
Battleborn, Gearbox bends the fiction to accommodate the newcomer. 

"It's kind of like grown-up action figures," Varnell says. "You go to 
any game developer studio ever- and [Game Informer] is probably the 
same way - we put our little icons on our desks of the things we love. 
There's always something so powerful about characters. I've got my 
original Star Wars action figures' Darth Vader collector's case. 

"They're very precious to me, but they're not in great condition. 
They've been buried in sand, molded in clay, and even burnt a little bit. 
I don't know how that happened. They've been shot with BB guns and 
everything else. But there's something so great about that experience 
we take from our childhood and into our adulthood and just rally around 
these characters. I think we're seeing a resurgence in that as adults in 

video games these days where we gravitate towards these games with 
strong characters." 

The merciless Jennerit Empire is host to two archetypal warriors 
Gearbox wanted to get into the game yet fit into the story in meaningful 
ways. Rath is an obvious, bad-ass homage to the lightsaber-wielding 
villains of Star Wars. Early on Gearbox developers stumped themselves 
trying to decide if the sword-wielding killer should dual w ield a pair of 
energy-infused katanas or lug around a massive sword reminiscent of 
spikey-haired JRPG characters. The team asked themselves "Why not 
both?" and gave Rath access to three swords. 

For the other announced Jennerit character, Caldarius, Gearbox 
started with a simple yet noble blueprint of "Jetpack Soldier." The team 
wanted an armored super soldier reminiscent of science-fiction heroes 
and giant robots from Japanese anime. 

"Caldarius is the iconoclastic, Evangelion, Gundam, space marine, 
super suit-type guy," Varnell says. "There's a little bit of Samus. A little 
bit of anime and several different things in him." 

The Rogue faction is a catch-all collection of unaligned misfits 



banding together so they don't get 
steamrolled by the other intergalactic 
exiles. Reyna Valeria (alias: The Valkyrie) 
is the leader of the patchwork organiza­
tion, supporting her allies on the battle­
field with heals and buffs. 

Another example of Battle born 's 
flexible universe is Montana, an ele­
phant-sized, musclebound, bubblegum­
chewing commando with a Gatling gun. 
While Gearbox isn't commenting on the 
connection, Montana appears in the 
trailer for the studio's canceled Furious 
Four game. His official backstory isn't 
completely filled in yet, but Gearbox's 
willingness to emigrate Montana ignites 
the imagination regarding other possible 
crossovers. Publisher 2K has a robust 
catalog of possible characters that would 
be perfect fits for Battleborn's character­
driven mayhem, not the least of which 
are Gearbox's own vault hunters from the 
Borderlands franchise. 

"I won't say that we haven't talked 
about [including vault hunters], but it's 
really important that Battleborn is its own universe first and that it has 
its own tone and its own style and that it can grow its legs," Varnell 
says. "But it is a universe. It's a vast universe with who knows what. It's 
set way, way in the future and so I can't say that [vault hunter charac­
ters] would never happen ... " 

Don't let the dire stakes of Battleborn's cataclysmic premise fool you; 
Gearbox isn't eschewing the goofiness of Borderlands for a straight­
faced space opera. The Battleborn are a colorful bunch brimming with 
creative insults and comments to sling alongside their attacks. For 
example, the aforementioned Montana unabashedly loves the thrill of 
battle with a childlike glee. Get him rolling on a kill streak and he enthu­
siastically bellows, "I just want everybody to know I'm having a great 
time," as he shreds enemies to bits with his Gatling gun. 

Gearbox is taking advantage of all the mismatched characters on the 

battlefield by implementing unique insults exchanged between spe­
cific matchups. Gun down Rath while playing Montana and you'll hear 
him brag about killing Dracula. Should Rath get revenge on Montana 
you might hear him slam all gun users as cowards too afraid to clash 
swords. The earthly elven archer, Thorn, is the butt of a van-load of 
hippy jokes, including the promise of sprinkling granola on her grave 
and that she "smells like camping." If Borderlands is a rapid-fire barrage 
of hit-and-miss jokes, Battleborn feels more like laser-focused jabs that 
punctuate in-the-moment action. 

"We have this humor that just sort of seeps out," Varnell says. "Early 
in the project we wanted it to be more serious, but as we got going 
it's just too hard not to get some of that humor and amusement back 
in there. I don't know that it's going to be the same type of tone of 
humor as in Borderlands, but it certainly has a little bit more of that 
light-hearted attitude." 

Clever mockery and one-liners are great for making each moment 
more entertaining, but they're not the best vehicle for delivering an 
impactful narrative. Gearbox says the five-player co-op campaign 
unravels more of the story, including further insight on the warring fac­
tions and the mysterious Varelsi threat. 

"We love when players play together, and when players get in that 
play space together," Varnell says. "In a hero game - a game that has a 
diverse amount of heroes and RPG loops and all that - we want to give 
you a lot of different ways to play it. Certainly one of the ways we want 
you to play the game is with people against these galactic foes like the 
Varelsi and other robots and all sorts of other weird, wild creatures that 
we can dream up." 

Further campaign details are scarce, except that Gearbox says it 
is being "built for replayability." Whether this means a short, fighting 
game-esque series of co-op matches against A.I. or something more 
is to be determined. But from the sounds of it, Gearbox wants to check 
expectations that the campaign will be on par with Borderlands' 30 
hour-plus adventures. 
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Meet The Heroic Battleborn 
Gearbox hopes to have around 20 characters playable when the game releases. Meet nine of the revealed cast: 

name: OSCAR MIHE 
faction: Peacekeepers 
This consummate space marine is 
unflinchingly earnest in his exu­
berant love of battle. But for all 
his noisy military jargon, he's not 
quick to discuss his past. There 
are many like Oscar Mike in the 
United Peacekeeping Republics 
who unquestioningly follow 
orders and deliver justice on the 
battlefield. He's what you've come 
to expect and appreciate in space­
faring armed forces. 

On the battlefield, Oscar Mike 
deals consistent, pestering 
medium-range damage with his 
rifle and grenades. Call of Duty 
fans will feel right at home with 
his grounded traversal and precise 
iron-sight aiming. His trusty frag 
grenade deals a blast of damage to 
enemies' health, while his pulse 
grenade drains the shields of foes 
in the area. His airstrike ultimate 
ability allows him to call down a 
barrage of laser-guided missiles 
great for quickly finishing off 
wounded opposition or dealing a 
wide swath of damage. 

ENTERING THE GALA.me FRAY 

name:THORN 
faction: Eldrid 
This lithe, nimble elf lived on the 
planet of Ekkunar in the Salus 
System long before the rival 
factions appeared and started 
blowing things up. She honed 
her skills and knack for survival 
while growing up on the frontier -
abilities that will be put to the test 
against warring groups and the 
tightening Varelsi stranglehold. 
She's a conflicted battleborn, 
wrestling with her non-aggressive 
upbringing as the mounting galac­
tic threats force her into the fray. 

Thom is a fast, powerful mid• 
range glass cannon without a 
shield. Her curse magic allows 
her to charge up arrows for added 
damage the longer they're pulled 
back in her bow. Playing her effi­
ciently requires patience, steady 
aim, and the wisdom for when 
to retreat into the shadows. Her 
generous jump allows her to leap 
out of enemies' view and reach 
heights many cannot. Thorn can 
knock a cluster of arrows for a 
spread shot and lay down an 
aura of corruption to hurt and 
slow down enemies. Her ulti• 
mate ability unleashes a deadly 
scalewolf, a lightning-fast canine 
companion that hones in on and 
devastates targets. 

While the campaign remains a question mark, Gearbox is far enough 
along in development that we played a handful of mult iplayer matches. 
We cut our teeth on the five-on-five, MOBA-inspired game mode, 
Incursion. The build was up and running on PCs, complete with a wired 
Xbox 360 controller and mouse/keyboard. 

Forever drawn to the dark side, I chose Rath as my starting character. 
Teams start out in their base, watching as a door slowly lowers to reveal 
a lush, green jungle stretching into the distance. This map, Unearthed, is 
just one example of a variety of battlegrounds Gearbox has in the works. 

"Not only does it have that kind of Avatar-type of alien jungle feel to 
it, we wanted something that was a little more unique in ours," Varnell 
says. "We put in these massive golems from an ancient civilization. 
You're going to see them starting to almost come alive and power up 

name: RATH 
faction: Jennerit 
This seasoned swordsman has had 
unnaturally long experience with 
a blade thanks to the Jennerit 
Empire's immortal Sustaining 
process. Formerly among the elite 
guard for the Jennerit Empress, 
Rath abandoned the position when 
infighting broke out within the 
upper class. Rath is less interested 
in power struggles and more con• 
cerned with sticking his energy· 
imbued katanas through enemies 
on the frontlines. 

Rath forgoes the clumsy 
firearms of the battlefield in 
exchange for three swords he 
handcrafted. He dual wields a pair 
of blades, slicing vertically and 
horizontally with presses of the 
trigger buttons. He raises his third 
sword - a massive blade remi­
niscent of Cloud Strife's buster 
sword - overhead when preparing 
for his catalytic smash attack. 
The resulting ground slam sends 
enemies into the air, setting them 
up for his short-range energy pro­
jectile fired when he crosses his 
blades. For Rath's ultimate ability, 
Dreadwind, he becomes a spin­
ning whirlwind of death that can 
obliterate foes too slow to seek 
higher ground. 

name: MARQUIS 
faction: L.L.C. 
This snappily dressed robot was 
formerly a butler for Phoebe's 
prestigious family of early Last 
Light Consortium founders. After 
centuries of loyal servitude, 
Marquis' programming has been 
swapped out with a new A.I. 
that has made him slightly more 
unhinged. Ever the gentleman, 
this robot still wears a bowler 
cap that he clutches to his metal 
skull as he tally-hos across 
the battlefield. 

Uninterested in dirtying his 
hands with close combat, Marquis' 
fancy cane transforms into a 
sniper rifle for long-ranged gun­
play. Players can aim down the 
cane-rifle and adjust the level 
of zoom using an analog stick. 
Marquis can deploy an explosive 
robot owl named Hoodini to patrol 
a small area and detonate on ene­
mies that come too close. Marquis 
can also throw down another area­
of-effect ability that slows time 
for anyone who steps through it, 
becoming easy fodder for his rifle. 
For his ultimate, Marquis charges 
up and fires a large single shot of 
deadly energy that glides across 
the battlefield, arcing electricity 
towards nearby enemies. 

out of the jungle while spinning, lighting up, and glowing." 
An onscreen minimap shows off the twisting, complex series of paths 

ahead. Players can also mark enemies once spotted on the battlefield, 
making them temporarily trackable on the map. For players who struggle 
in battles against more experienced players, Gearbox is implementing a 
variety of NPCs to tear up. 

"One thing we realized is it kind of sucks when you're playing a com­
petitive game and you're coming in and you're not at the top of your 
game," Pitchford says. "If you're a new player coming into Call of Duty 
right now, it completely sucks because everybody on your own team 
calls you every racial slur and sexual-orientation insult you can possibly 
imagine if you're not the best p layer possible. And then you can't do 
anything because the other team is so skilled. 

"The fix for that is this really clever, in my opinion, concept of layering 



name: MONTANA 
faction: Peacekeepers 
The bubblegum-chewing Montana 
is four times the size of any bat­
tlebom revealed so far. This hulk's 
time serving the Peacekeepers has 
strained the ideals he once held 
dear, but his gusto for combat is 
alive and well. Montana's tremen­
dous personality isn't just for his 
own amusement - he uses it as a 
tool to motivate his fellow broth­
ers in arms. 

Montana is an easy target on 
the field, but he can soak up 
a good deal of damage while 
peppering enemies with his 
humongous minigun. This beefy 
machine gun can be augmented 
to blast frost bullets that slow 
enemies and decrease overheat­
ing, or flame rounds that boost 
damage but cause the gun to seize 
up more quickly. While among 
the slowest of the battlebom, 
Montana can close the distance 
with a speedy dash that knocks 
enemies backward. For Montana's 
Mansformation ultimate ability, 
he coats himself in steel, leaps 
into the air, and crashes down on 
a targeted area to deal damage as 
huge as his frame. 

name:REYNA 
faction: Rogues 
The unaffiliated free peoples 
settled on the Detritus Ring 
asteroid belt and answer to no 
one, except sometimes Reyna. 
This faction's defacto commander 
leads the ragtag crew when dire 
circumstances require coopera­
tion. Referred to some as Valkyrie, 
Reyna is a supportive leader that 
does all she can to keep her allies 
in healthy, fighting shape. 

Reyna carries a pistol into 
battle in one hand and wears a 
laser-firing command glove on 
the other. Energy projectiles fired 
from her command glove whittle 
down enemies' shields, while her 
six-shooter chips away at their 
health. Her command glove also 
fires friendly energy blasts that 
home in on allies and give them a 
temporary over shied. On the flip 
side, she can fire another burst 
that l ocks in on and marks speci­
fied enemy targets. The priority­
target status allows teammates 
to deal damage on the mark that 
bypasses shields. Reyna's ultimate 
ability lets her teleport to any ally 
on the battlefield to either heal a 
friend at the last minute or escape 
the fray. 

the competitive game on top of the player-versus-environment game. 
When we talk about the minions in Minion Robotics, there are all these 
war machines that are fighting and when you play the PvE game you 
realize there's a mission." 

The enemy team's robotic minions encroach on our defensive spider 
bot before I encounter another player-controlled Battleborn. I use these 
short, admittedly adorable little machines as whetstones to get a feel 
for Rath's swordplay. Plates of armor dent and fall off of the m inions as 
I get used to the rhythm of his basic dual sword swipes. 

One ability causes Rath to draw back his massive broadsword over­
head and pull the camera out to third-person. A targeting aura projects 
onto the ground, allowing me to aim a strike that smashes into the 
ground and sends enemies into the air. Mincing defenseless airborne 
minions is a devilishly fun t ime, and it's enough to level up. 

name: MIHO 
faction: Eldrid 
This mushroom-headed creature 
hails from a planet of genetically 
identical fungus life forms. When 
the Eldrid discovered Miko they 
took the sentient fungal entity 
with them, thusly saving the 
being from the impending demise 
of the colony. When Miko speaks, 
it refers to itself as "we; continu­
ing the legion-esque collective 
consciousness of its home world. 

Like any hardy fungus, Miko is 
built for survival, complete with a 
generous health regeneration rate 
and mul tiple sel f-healing abilities. 
The creature is also an indispens­
able medic with decent speed 
and kunais for dealing mid-range 
damage. Miko can toss down a 
cloud of spores that deals damage 
to nearby foes and slows them 
down. The fungus' mushroom cap 
can be removed and thrown on the 
ground for its special ability, creat­
ing a healing aura that also dam­
ages enemies caught in its radius. 

name: PHOEBE 
faction: L.L.C. 
Phoebe is the last in a long line 
of brilliant inventors that helped 
shape the highly profitable and 
technologically advanced Last 
Light Consortium. Her human 
traits, like emotion and mortal-
ity, make her an oddity among 
the robotic leaders of the L.L.C. 
The robotic butler-turned-sniper, 
Marquis, was formerly the loyal 
servant of Phoebe's family. 
However, Phoebe excused Marquis 
from his duties when altera-
tions to his A.I. caused him to 
become unstable. 

This brilliant aristocrat's pres­
ence on the battlefield is immedi­
ately noticeable. A set of floating 
rapiers hovers above her, con­
trolled by some techno-wizardry 
or magic powers. Phoebe can 
stab and slash with her airborne 
blades, and completing a combo 
against a foe enhances her suite of 
other abilities. Her abilities let her 
teleport short distances or unleash 
a flurry of telekinetic rapier 
attacks directly in front of her. 
For her ultimate ability, Phoebe 
digs her heels in and prepares to 
parry an oncoming attack. If she 
deflects an incoming assault, she 
retaliates by directing her entire 
floating arsenal of rapiers towards 
the unfortunate soul. 

name: CALDARIUS 
faction: Jennerit 
This armored, jetpack-wearing 
champion is a lower caste Jennerit 
that fought his way to the elite 
ranks of the immortal Sustained. 
Caldarius excelled in broadcasted 
gladiatorial tournaments and won 
the prize of eternal life when he 
emerged victorious. The Sustained 
made true to their promise and 
granted him immortality, but 
locked him away for a long, long 
time to put him in his place. After 
emerging from his prolonged 
detention, Caldarius is ready to 
take out his pent-up aggression 
in battle. 

Caldarius is a hunter killer that 
can handily chase down targets, 
dash in for an assassination, and 
retreat into the air via his jetpack 
before anyone can retaliate. He 
wields a submachine gun and 
a sword for up-close damage, 
which become even deadlier when 
combined with his blinding flash 
grenade. The character's abilities 
aren't set in stone, but Gearbox 
envisions an ultimate attack 
where Caldarius slams into the 
ground from above to deal a huge 
splash of damage. 

The Helix leveling system makes choosing Rath's skill augments and 
new abilities quick and easy, which is important for staying alive on the 
battlefield. Two columns of available upgrades appear on screen with the 
push of a button, which can be quickly selected by pressing the left or 
right trigger. Rath deals devastating melee damage, but inexperienced 
players (me) run the risk of getting mobbed by the opposing team. After 
several deaths, I steer Rath away from Helix upgrades that increase 
power - like an attack boost when health is low - and toward more 
defensive perks like increased movement speed when my shields bust. 
While I fail to become a slicing 'n' dicing powerhouse, I help out the team 
by destroying the enemy's minions. This lets our own minions fan out 
around the opposing spider robot, wear down its shields, and deal some 
damage. It's a close match, but we lose when the winner is determined 
by point totals after the 30-minute mark. 

cover story 33 



34 

I find better luck in the next round as Thorn. The elven huntress 
starts off as a fairly unremarkable bow-wielder with slightly increased 
mobility and a slow rate of fire. Not as immediately deadly as Rath, she 
becomes a lithe predator on her trek to level 20. Drawing back her bow 
charges up an arrow infused with curse magic. The longer you charge it, 
the stronger it gets. Her bow isn't as user-friendly as a rifle, but getting 
a feel for the arrow's arc and plunking off big chunks of enemies' health 
is satisfying. Like Rath, players can choose skills that either boost 
her ability to stay alive or deal extra damage. In this case, I choose to 
increase Thorn's jump distance and turn her melee attack into a Force 
push-like backward boost. 

"Bunny-hopping in shooters has always been an issue, but with her 
we just embrace it," Varnell says. "It's part of how we balance the 
character. It's how she survives without a shield and moves around 
this wilderness." 

Suddenly I'm leaping through previously inaccessible breaks in the 
brush, soaring across elevated areas that once required careful plat­
forming, and bunny hopping out of harm's way when things get hairy. 
Toss in her area-of-effect curse aura and mult i-arrow blast and I'm 
taking down enemies left and right. 

Racking up kills isn't a guaranteed path to victory. My team won 
matches when we focused on protecting our marching minions, work­
ing together to take down enemy spider bots, and barking out enemy 
locations. Support characters like Miko also have vital roles on the 

battlefield. Montana may be powerful, but his tre­
mendous character model makes him an easy 
target at a distance. Team him up with the sentient 
mushroom medic, Miko, and you've got a combo 
that could give the opposing forces a tough time. 
Even better, Miko can steer away from heal-focused 
Helix augments and instead focus on boosting allies' 
attack power. 

Battleborn's diverse characters look and act like 
they' re ripped from a variety of genres, but even 
more impressive is the fact that they all control like they're from differ­
ent games. Oscar Mike, the consummate space marine, is the perfect 
starting point for players more accustomed to modern shooters like Call 
of Duty. His iron-sight aiming, grenade selection, and airstrike special 
ability make him a familiar yet satisfying point of entry. On the other end 
of the spectrum, lining up first-person sword slashes with Rath feels 
more like timing out combos in a fighting game. Launching an enemy 
into the air with Rath's ground smash and executing a mid-air finisher is 
just as satisfying as nailing a flying knockout in Street Fighter II. 

A clean, striking art style unites the charismatic collective under the 
guidance of Gearbox veterans and a visual-effects legend. Art direc­
tor Scott Kester, one of the developers responsible for Borderlands' 
unique comic-book veneer, returns for this project. He's joined by 
effects director Michel Gagne, a film animation-effects veteran with 

decades of experience including The Iron 
Giant, Mortal Kombat, Star Wars: The Clone 
Wars, the PS3 game Insanely Twisted Shadow 
Planet, and much more. His experience trans­
lates perfectly into Battleborn's clean visuals, 
accentuated with swirling puffs of smoke and 
explosions that burst with the personality of 
their corresponding characters. The colorful, 
elegant visuals aren't just attractive, they're 
downright necessary for reading the chaotic 
flow of battle. 

AN EXPANDING BATTLEFIELD 
Gearbox wants all Battleborn characters to 
start matches at level one to ensure players 
can match up with their friends anytime, but 
there are plans for meaningful meta progress 
as well. A handful of characters are available 
from the start, but you must work through 
the cooperative campaign and multiplayer 
matches to unlock the rest. Gearbox isn't 
going into specif ics regarding how many 
battleborn will be available from the start, but 
hopes to include around 20 on retails discs. 
Similar to the Borderlands series or MOBAs, 
Pitchford suggests that more characters will 
become available as DLC down the road. 

Players also earn in-game currency through 
playing matches and performing well, which 
can be used to purchase alternate skill 



upgrades and character skins. Every battleborn comes with his or 
her own stock Helix skill path, but purchasing additional abilit ies lets 
you customize what powers become available on the path to level 20. 
Character skins offer a unique look that make your battlebom stand out 
on the battlefield. Gearbox isn't sure whether duplicate characters will 
be permitted on a single team, but purchased skins could help differen­
t iate teammates. I spotted a "Dark Elf" skin for Thom as one example 
of an alternate aesthetic. 

"We want this to become a hobby for us and for our players, where 
we're always developing our player's profile," Pitchford says. "The idea 
of Bad-Ass Ranks in Borderlands 2 is [small) in ccmparison to the ambi­
t ions of what this could be." 

While not as flashy as new duds or abilities, Gearbox is also taking 
advantage of the powerful data-collecting tech this new console gen­
eration affords to help shape the battlefield to players' needs. For 
Borderlands 2, Gearbox subtly tweaked under-the-hood balance met­
rics without big annoying updates by logging them into the Shift net­
work. Gearbox plans on continuing this trend with dedicated servers, 
allowing the team to adjust Battleborn's delicate balance in response to 
fan feedback and information collected from thousands of matches. Is 

Rath's deadly whirlwind attack making players rage-quit? With the new 
tech, Gearbox can adjust the experience faster than ever. 

The last conscle generation was a rollercoaster for Gearbox. The 
inventive Borderlands series solidified the studio as a creative power­
house, but the team's struggle to deliver on existing licenses smudged 
its track record. Gearbox is charging into the new generation with an 
exciting, original project that's already a ton of fun at this early point in 
development. Gearbox is back to doing what it does best: making the 
game nobody asked for but everyone should want. 

"Battleborn is the biggest thing we've ever done by a long shot," 
Pitchford says. "It's the most ambitious thing we've ever done. We 
have more energy, more people, and more mindshare dedicated to 
this effort than we've ever had for any project ever. As a matter of fact 
I think that by the t ime it ships, the amount of effort that's gone into 
Battleborn will be greater than the first 10 years of Gearbox's existence 
all added together." ♦ 
I/I/A'/I/I/I/I/I/A'/I/I/I/I/I/IM'/I/I/.WIM'AWl/l/l/1/IAWI/.MW/l,-AWI/IMW 

Leam more about Battle/Jorn via our mon/1l of exclusive online fealllres, including extended hands­
on lmpreSSions, extenSive video Interviews, and more detailed breakdowns of /1le first playable 
characters, at www.gameinformer.com//Jattlebom 
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TECH 
RESPECT 

PATENT YOUR FUTURE 

Earn tech respect with a Digital Maker and 
Fabrication Bachelor of Science degree 

Digital fabrication is about to revolutionize how we 
invent and create. Learn to lead this revolution while 
developing your own inventions in an unprecedented 
university-wide, open lab environment. As part of their 
curriculum, graduates of this program will file for their 
own U.S. patent. This unprecedented degree is the first 
of its kind being offered from the elite private university 
that first focused at the dawn of the computer revolution 
on advancing computer technology. 

Be the first to join a long line of trail blazing graduates 
that will lead the next transformation of technology 
and industry. 

Only 45 candidates will be admitted 
for the class of 2014. Will you be in? 
Learn more today at www.uat.edu/DMF 
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* * * * * 

~ 3 doesn't start 
..IE.Ii , - and stop with 
--~ our Hot 50. 
We saw plenty of interesting 
games that didn't make the 
final cut, along with titles only 
present in trailer form (and 
thus ineligible for our list). 
The following pages give you a 
quick glimpse of other games 
to watch in the coming months 
and years. 

1he 'l...t!IJffld fJ/ ul.da 

This free-to-play action/RPG from Capcom has not been confirmed 
for release outside of Japan, but it could still find an audience in North 
America. Similar to the Souls series, Deep Down features precise 
combat and shared-world dungeons. 

Platform: PS4 

It doesn't have an official title yet, but Nintendo's latest Zelda game is making changes to the series' formula. An open-world Hyrule 
means that players can tackle dungeons and bosses in any order, leaving Link and Epona free to explore. 

Platform: Wii U 



.... 

Faith is returning to the rooftops in a long-awaited sequel to EA's 2008 cult hit. 
Developer DICE has only released prototype footage so far, but we know that the 
story centers on Faith's past and builds on the traversal-oriented gameplay. 

Platform: PS4 • Xbox One • PC 

'll£Je fJ/'lhe Tomb 'Raider 
Lara Croft had to endure some harrowing situations in Square Enilc's 2013 
adventure. Lara's exploits continue in Rise of the Tomb Raider, though her 
previous actions haunt her, compelling her to seek professional help to deal with 
the issues. 

Platform: Xbox One • TBA 

flew Criterion 'Profed 
The minds behind the Burnout series are moving beyond cars with this upcoming 
new IP. Criterion's untitled project incorporates new forms of transportation (like 
helicopters, parachutes, wingsuits, and A1Vs) for even crazier, high-flying action. 

Platform: TBA 

Llonhead's Fable series has roots in the RPG genre, but it continues to diversify 
with Fable Legends. The latest installment is a multi player dungeon crawler 
that lets one player take on the role of villain, spawning enemies and traps to 
thwart the heroes. 

Platform: Xbox One 

'llalo-6: !juarclian4 
Master Chiefs work is never done. Microsoft's iconic hero is returning in 2015, 
picking up after the events of Halo 4. Guardians also features a new Spartan 
character, Agent Locke, who appears to be hunting Master Chief and looking 
for answers. 

Platform: Xbox One 
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The top-down arcade classic returns, this time as a PC-exclusive from 
WB Games. The basic concept remains the same: Four heroes work 
together to defeat monsters using unique class abilities. Of course, they 
also need food badly. 

Platform: PC 

I Creating a Mass Effect game without Commander Shepard seems 
strange, but that's BioWare Montreal's next project. Thankfully, the Mass 
Effect universe is big enough for all kinds of stories and heroes, so we 
can't wait until EA releases concrete details. 

Platform: TBA 
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I 
'Dead '14/and 2 

With original Dead Island developer Techland moving on to Dying Light, the reins of 
Deep Silver's series have been passed to Yager. Fans shouldn't worry; first-person, open­
world, multiplayer zombie smashing is still priority one. L Platform: PS4 • Xbox One • PC 

'Polfinwn fJ,ngpi 'llubg,/(llpha Sapphire 
You probably know the drill by now: These two Nintendo titles are enhanced remakes of 
Pokemon Ruby and Sapphire. They use modern graphics and animations while adding 
new Pokemon and mega evolutions to the mix. 

Platform: 3DS 

Microsoft is bringing a brand new IP exclusively to the Xbox One, courtesy of the team at 
Platinum Games. Director Hideki Kamiya (ViewtifulJoe, Bayonetta) knows stylish action, 
so you can count on crazy weapons and humongous bosses. 

Platform: Xbox One 



'l}ru:Juutat 11: 11 'lhief '4- Out 
Details about Uncharted 4 may be scarce, but it looks gorgeous. Naughty Dog's cinematic series pushed 
the PS3 to its limits, and the continuing adventures of Nathan Drake will undoubtedly be a showcase for 
the PS4 's potential. 

l Inside is the latest project from Playdead, the 
developer behind the indie darling Limbo. Still 
leveraging stylish platforming, the gameplay and 
visuals appear more complex. It will release on Xbox 
One first, but eventually move to other platforms. 

Platform: PS4 

Grasshopper Manufacture's latest is a third-person action/survival game 
with a focus on asynchronous multiplayer. Goichi Suda (aka Suda 51) 
always puts a stylish twist on his projects, which might make the whole 
free-to-play pill go down easier. 

Platform: PS4 

Platform: Xbox One 

fjrand '11u?/1, 1lultt'V 
The best-selling game of 2013 is coming to PC and new-generation consoles. In addition 
to enhanced visuals, eagle-eyed fans have guessed at new features based on the trailer, 
including increased freeway traffic, new dog breeds, and even domestic cats. 

Platform: PS4 • Xbox One • PC 
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l The Crackdown series has been in hibernation since the disappointing second entry in 2010, but the open-world shooter still has plenty of potential. Original creator Dave 
Jones is leading the team behind Microsoft's new-gen installment. 

Platform: Xbox One 

'llallr. 'llw Madler Chief Calllllimt .. 
On November 11, all four main Halo titles come together leading up to Halo 5: Guardians' 
release in 2015. Halo and Halo 2 are enhanced editions (complete with multiplayer and HD 
visuals), and players also get access to the Halo 5 beta. 

EA is getting in on the MOBA action with Dawngate, which is 
currently in beta. Players still select characters according to their 
play style, but the addition of control points (and the jump down to 
two lanes) sets Dawngate apart from its peers. 

Platform: Xbox One 

'KirblJ, (Ind 'Th£ 'Rainbow Curt1e 
The successor to Kirby: Canvas Curse for DS, this Wii U title also 
has players using a stylus to guide Kirby through the world, 
gathering collectibles and defeating bosses. A new claymation­
inspired visual style gives the adventure some additional flair. 

Platform: Wii U 

Platform: PC 

Ubisoft's open-world, massively multiplayer racing game was originally supposed to launch 
early this year, but it's now slated to release this fall. Players can drive from coast to coast in a 
massive simulated world, completing challenges along the way. 

Platform: PS4 • Xbox One • PC 
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'HIJl"W'!, 'Wanior4-
A mash-up of Dynasty Warriors and The Legend of Zelda, this collaboration 
between Nintendo and Tecmo Koei allows you to hack through armies as a variety 
of characters. link, Zelda, and Midna are just a few of the many options. 

Platform: Wii U 

Ifno one remembers the original, why make a reboot? Phantom Dust attempts 
to answer that question, resurrecting the Xbox action/strategy game of the 
same name. Microsoft has only shown a teaser, so any new gameplay elements 
remain unknown. 

Platform: Xbox One 

Doom commands respect as a pioneer of the FPS genre, but it's been out of 
commission since 2004. Can a new entry restore the series to relevance? We 
have to wait until Bethesda and id reveal more details at this year's QuakeCon. 

Platform: PS4 • Xbox One • PC 

Star 'War,: '&illle/ront 
The return of the Battlefront series means that gamers once again can wage 
war in a galaxy far, far away. Prepare to drive, fly, shoot, and slice in this 
multiplayer-focused title from EA and DICE - all in familiar locations like 
Hoth and Endor's forest moon. 

Platform: PS4 • Xbox One • PC 

At Bio Ware's Edmonton studio, a team led by Casey Hudson (the director of 
the Mass Effect trilogy) is working on a new IP. Concept art showed futuristic 
structures and large worlds, but EA is keeping the nature of the game a secret 
for now.\ 

Platform: TBA 
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A good murder mystery keeps its audience 
engaged, on edge, and guessing incor­
rectly until the killer is revealed. As the 

puzzle pieces come together and the list of 
suspects narrows, our vested interest in the 
mystery almost always turns into a competition 
of trying to be one step ahead of the detec­
tives in the story, or the first friend in a group 
to say "I know who the killer is!" Our sleuthing 
skills determine whether we wear the prover­
bial deerstalker well or look foolish in it - that's 
part of the fun. 

Airtight Games' Murdered: Soul Suspect 
delivers a hell of a mystery for armchair 
detectives to crack, starting and ending w ith 
the surreal concept of tracking down your 
own killer. The opening sequence shows 
protagonist Ronan O'Connor gunned down 
by the Bell Killer, a serial killer who has 
brought fear and death to the dreary streets 
of Salem, Massachusetts. 

Ronan's death isn't told in a flash-forward 
sequence, a dream, or an event that can be 
undone. You play as his spirit, t rapped in a 
purgatorial plane of existence. Before Ronan 
can move on to heaven, he must take care of 
an unresolved issue that is haunting him. 

Ronan believes that his ticket to the cloud 
kingdom can be obtained if he brings the Bell 
Killer to justice. With Salem's body bags piling 
up, and the police f inding no leads, he must 
use his newly gifted ghost powers to uncover 
clues living eyes could never see. 

Many of the murder-mystery genre's classic 
tropes are used as a narrative backbone for 
this tale, but Ronan's story is anything but rote. 
Paranormal concepts are woven in to establish 
a unique arc that clings to dark themes and 
unexpected developments. Airtight's scribes 
penned an engaging story that bounces 
between detective pulp and ghost story - a 
strange mishmash that ends up working well, 
and is carried by a great cast of characters 
and a plot that ramps up and gets creepier as 
it unravels. 

The thrills tied to the plot points almost 
always f izzle out when you are asked to 
become an active participant in them. Although 
Ronan is technically a detective, the gameplay 
Airtight delivers assumes that the player has the 
deductive skills and intelligence of a toddler. 

Style I -Player Adventure P1lbllalulr Square Enix Dnelopu Airtight Garnes RIIIHN June 3 Bating M 

All of the murder investigations are designed 
in a way to give Ronan freedom to study the 
crime scene how he sees fit. His goal is to 
uncover clues that will hopefully create some 
kind of lead pointing to the whereabouts or 
identity of the Bell Killer. 

Once all of the required elements of a 
murder are studied and catalogued, Ronan is 
tasked to select the pieces that matter most 
and point to some kind of answer. You hear 
him say things along the lines of "Where did 
I see that stake again?" When that question 
is proposed, a dozen different images flash 
onto the screen. One of these images leads 
to an answer. Here's the kicker: The stake is 
only displayed on one image. How could you 
not pick it? These clues are as easy to piece 
together as a children's puzzle. And no, the 
difficulty tied to them never elevates over the 
course of the entire game. 

Since Ronan is a ghost , he cannot interact 
with most objects in his environment. He can 
run directly through cars, lampposts, and 
walls, but cannot pass through any item that 
has been consecrated, a rule that Airtight uses 
well to establish gameplay boundaries and 
progression paths. 

The most physical interaction Ronan is allow­
ed is the ability to possess small electronics. 
Turning on a fan can blow paperwork off a 
desk, revealing a series of photographs and 
a hidden clue. Possessing an object like a tele­
vision set may draw someone's attention -
a light puzzle element that is tapped effectively 
in a variety of ways. 

Ronan can also leap into the body of a living 
being. He cannot force his host to move, but 
he can listen to their thoughts, and force them 
to focus on a specific topic that he may need 
an answer for. These gameplay interactions 
are fun and used sparingly enough that they 
remain fresh throughout the entire experience. 
Unfortunately, they all lead down the same 
path: to more horribly executed investigations. 

Ronan doesn't engage in any forms of gun­
play or melee combat, but is still pushed to 
dispatch enemies from time to time. Demons 
roam the spectral plane, looking for ghosts 
to feed on. These terrifying beasts move slow­
ly, and can only be taken down by sneaking up 
behind them and performing an execution move. 

The demon encounters bring an odd element 
of stealth to the mix, and add a little intensity 
to exploration, but they never deliver a serious 
threat. The demons can be dispatched with 
little effort, and you only have to deal with a 
few of them at any given t ime. 

When Murdered: Soul Suspect is at its 
best, the player has no hand in it. Its biggest 
strength is the seed planted within the first few 
seconds of play: the quest to track down the 
Bell Killer. That narrative thread gets better as 
it goes, thanks in large part to the budding 
relationship between Ronan and a living teen­
age girl named Joy, who we learn is a medium -
a person who can interact w ith both the living 
and dead. Ronan and Joy have secrets to tell, 
and end up being just as interesting of narra­
tive focal points as the Bell Killer. 

This is one of those games that I find myself 
raving about one second, and dragging through 
the mud the next. Is it worth your time? I think 
so. Despite its numerous shortccmings, I was 
entertained to the point of not wanting to put 
it down. It's a satisfying murder mystery and 
a sub-par game all rolled in one. The story 
won out in the end for me. If you can tolerate 
the shoddy investigation gameplay, there's 
plenty of fun (and wrong guessing) to be had. 
• Andrew Reiner 

This review pertains to the PlayStation 4 and Xbox One 
versions. The game is also available on PfayStation 3, 
Xbox 360, and PC 

6.5~ 
PS4 • Xbox One 
PS3 • 360 • PC 
• Concept 
Solve your own murder from 
the afterlife and bring a sertal 
killer to justice 

• Graphks 
Nicely animated cinematic 
sequences are in great 
abundance. The demons are 
terrtlying - almost more so 
than Ronan's horrible, over­
accessortzed character model 

• So1lad 
There isn't much in terms 
of music. Instead, haunting 
sounds like the shrtek ol 
a demon are used to build 
tension and set the stage for 
a dreary Salem. The voice 
work is excellent 

• PlayaJdllty 
Murdered's garneplay plays 
second fiddle to the story 

• Entertainment 
Figuring out the identity of 
the Bell Killer is a mission well 
worth taking, even when the 
garneplay is trying to pull the 
expertence down into hell 

• BeplaJValwt 
Low 

reviews 93 



• B.75 
• Concept 

Design a pohshed adventure 
that borrows the best 

elements from NES classics 
while taking a page from 

Dark Souls 

• Gnpldca 
A bright. cheerful display 

of exotic settings and ador­
able sprites with lovingly 

crafted animations 

• SOWld 
Catchy tunes that evoke 

memories of Capcom's 
greatest with a generous 

slice of Middle Ages 
compositional flair 

• Playability 
The generous checkpoints 

and upgradeable health 
soften the difficulty old 

games are infamous for. The 
controls feel pitch perfect 

• Entertainment 
A captivating, breezy 

j ourney that saves the most 
punishing levels for last. 

New Game Plus boosts the 
replayability factor 

94 reviews 

» ReplllJVlllae 
Moderately High 

Shovel Knight 
A delightful tribute to the side-scrollers of yore 

., gameonfomlef Ill'\ game,nformer 

• - GAME~ MONTH •- SILVER 
Style I -Player Action Pldlllsher Yacht Club Games 

DenJopu Yacht Club Games llllle- June 26 Ralfa.g E 

T he downloadable market is flush with 
pixelated throwbacks harkening back 
to the NES era. So many exist that devel­

opers can't get by on 8-bit visuals and chip­
tunes alone; a game has to be polished and 
infuse something fresh and exciting into our 
rosy memories. Yacht Club Games' Shovel 
Knight not only looks and feels like a lost 
gem from gaming's past, it hybridizes classic 
gameplay mechanics from Capcom hits while 
injecting a modern risk/reward system. The 
polished core is topped off with a familiar yet 
authentic visual style that drives the whole 
experience home. 

At a glance, Shovel Knight looks like some­
one swapped out Mega Man's cartoonish 
futuristic look with medieval castles and 
armored warriors. This appraisal isn't too far 
from the truth, but there's more to it than that. 
Shovel Knight fuses together DuckTales' pogo­
jumping combat and Mega Man's screen­
scrolling level design. You can slash at enemies 
with a chargeable shovel, gleefully bounce on 
enemies' heads with your weapon, and explore 
an overwortd map reminiscent of Super Mario 
Bros. 3. Conquered levels can also be revisited 
to sccre extra cash, and optional side bosses 
prowl the map like Hammer Bros. Players have 
a surprising amount of fun things to do beyond 
beating the eight knight bosses and facing off 
against the evil Enchantress. 

Fattening your wallet by returning to beaten 
levels and fighting optional bosses is important 
for upgrading your armored digger. Towns are 
filled with NPCs ready to upgrade your health, 
increase your magic (for using side-weapons 
like a fire wand and limited invulnerability), and 
shovel/armor enhancements that offer new 
abilities like digging up treasure piles faster. 
Shovel Knight eschews the traditional lives­
based penalty system of the games it 's 
inspired by in favor of something more engag­
ing. Players drop f loating bags of cash with 
every death and have one chance to reclaim 
them after respawning at the generously placed 
checkpoints. Shovel Knight ups the ante by 
allowing players to sacrifice checkpoints for 
extra cash. It's a unique and interesting way 

to soften the difficulty, though the risk/reward 
system loses impact near the endgame after 
you've purchased everything. 

Scouring the kingdom for loot is just part 
of the appeal - the diverse environments and 
boss knights had me excited for each new 
level. Green goo drips from the ceiling of a 
treacherous f ire world, turning hot lava into 
bouncy platforms. Piles of corpses in a grave­
yard sink if too many enemies cluster on them, 
forcing you to thin the crowd or die trying. The 
Tinker Knight battle begins with an imbalanced 
duel against the diminutive boss before the 
ground gives way and you face off against his 
huge jousting-tank contraption. Shovel Knight 
is a bright, cheery grab bag of good times. 

It looks like a simple, straightforward trip 
down memory lane, but I was surprised by 
the subtle, emotional story Yacht Club Games 
delivered. After some boss fights, Shovel 
Knight rests and dreams of his lost partner, 
Shield Knight. In his dreams she falls from 
the sky as he fights waves of enemies in an 
attempt to catch her. These recurring seg­
ments are capped off with a satisfying and 
memorable payoff that raises the experience 
to a new level. 

lndie throwbacks to video games of the 
early '80s are a dime a dozen, but Yacht Club 
Games successfully rises to the top. The tried­
and-true game design principles and elegant 
checkpoint system make Shovel Knight worth 
a try no matter which era of gaming you prefer. 
• TimTuri 



Valiant Hearts: The Great War 
The casualties of war 

Style I -Player Puzzle/ Adventure PabUsber Ubisolt Dewelopet Ubisoft Montpelier a-- June 25 Bating T J~ 
I n video games about war, we typically 

assume the roles of gun-toting soldiers who 
singlehandedly save the day. It's more fun to 

be the hero who succeeds against the odds 
than a prisoner of war or an AWOL soldier, but 
those sadder stories are still poignant. Through 
phenomenal visuals and audio, Valiant Hearts: 
The Great War highlights the horrors faced by 
normal people in extraordinary circumstances -
but it's a better history lesson than a game. 

Set during Wortd War I, Valiant Hearts 
focuses on the crossing paths of four people 
and one dog. Developer Ubisoft Montpelier 
establishes the horrifying conditions the char­
acters endure through beautiful 2D art and 
an evocative soundtrack. The animations and 
character designs are instantly impressive, 
and the bittersweet music sets an appropriate, 
reflective mood. 

You control each of the humans at different 
points throughout the conflict, but you aren't 
shooting up enemy soldiers. It's more of a 
puzzle game where you overcome obstacles 
with your wits instead of overwhelming force; 
you pick items up, stay hidden from guards, 
and command the dog to interact with objects. 

The problem is that Valiant Hearts doesn't 
grow as you progress; you learn most of your 
puzzle-solving vocabulary ear1y, meaning that 

you're often going through the motions to 
reach an already-obvious solution. Distractible 
guards, cranks with missing levers, and bar­
ricades in need of some dynamite are all 
common hurdles. A puzzle game doesn't 
necessarily need deep ability evolution, but 
the obstacles should at least require some 
thought. Figuring out what you need to do is 
usually trivial- the work comes from pushing, 
pulling, or otherwise getting items where they 
need to be. 

Actual letters from WWI soldiers inspired 
the events, making the whole game a tribute 
to those men and women who fought for 
their countries. Though the message behind 

3300 University Boulevard • W inter Park, FL 
Financial 8id available for those who qualify • Career development assistance • Accredited University, ACCSC 

To view detailed information regarding tuition. student outcomes. and related statistics, please visit tullsaiLedu/oulcomeN1nd·•slatistics. 

Valiant Hearts is noble, the storytelling is thin. 
Mumbles, g ibberish, and pictures in word bub­
bles comprise most of the characters' interac­
tions. It's endearing at first, but diary entries 
and sparse narration aren't effectives way to 
tell a nuanced tale of love and sacrif ice. 

Even if the starring characters don't com­
pletely come into focus, Valiant Hearts still 
succeeds at conveying a human story. It may 
not be challenging or action-packed, but it 
provides some thoughtful and sobering looks 
at what life was like on the front. • Joe Juba 

This review pertains to the PlayS/ation 4 version. The game is 
also available on Xbox One, PlayStation 3, Xbox 360, and PC 

PS4 • Xbox One 
PS3 • 360 • PC 
•Concept 
Everyday stories from World 
War I as seen through the 
eyes of lour heroes and a dog 

• Gnplllca 
Fantastic. stylized visuals 
make the atrocities of war 
memorable, but less grisly 

•Sound 
Minimal voice work lets you 
locus on the somber music 

• Playability 
Controls are straightforward 
and functional. You are mainly 
walking around, picking items 
up, and then using those items 

• Enteltallment 
While the puzzles and story 
aren't especially rewarding, 
the overall tone is still 
interesting and successlul 

•ReplaJValM 
Moderately Low 

800.226.7625 

fullsail.edu 



~ 8 
PS4 • Xbox One 

• Concept 
Craft a number of unique 

lighting systems in an 
effort to emulate a h ighly 

complex span 

• Graphics 
The character models 

look great; skin ripples on 
impact and heads jostle 

with every punch, but the 
audience just sits in the 
background like a blur 

• Sound 
Joe Rogan and Mike 

Goldberg do an admirable job 
simulating real commentary. 
but you might want to prep 

your own playhst to augment 
EA's music selection 

• Playablllty 
You have to pay attention 

to the action and be ready to 
react to your opponenrs strikes. 

since you can' t dial in your 
combos too early 

• Ealertatnmaat 
The fighting system has a 
bit of a learning curve to 
overcome before you can 

appreciate the combat 

• Replay Vlllwl 
High 

EA Sports UFC 
EA Sports makes a solid first strike 

Style !-Player Fighting (2-Player Online) Pabllmer EA Sports Dffeloper EA Canada BIIIMH June 17 Ratfag T 

I t's clear that EA's UFC team bleeds martial 
arts. Everything about its new title - from the 
integration of UFC-branded videos to a roster 

including everyone from Jon "Bones" Jones 
to Ronda Rousey - has been painstakingly 
shaped into one of the most realistic depictions 
of the sport to date. The attention to detail 
makes the experience feel authentic, though 
not highly approachable. Don't expect UFC 
to be like Fight Night, transcending its target 
audience to reach a broader range. Only those 
w ith the determination of an athlete can master 
UFC's complex fighting systems and enjoy 
everything this title has to offer. 

If your approach to most fighting games is 
to dial in the strongest combos then block 
whenever you think your opponent is going to 
swing for your head, you won't get far in UFC. 
Even when both of your feet are firmly on the 
ground, you have a lot more to think about 
than life bars. You can come out of the gate 
swinging, but that gasses your fighter quickly, 
making it easier for your opponent to slip past 
your defenses. Advance strikes cause more 
damage, but they also cost more stamina and 

are easier for your opponent to counter, and 
blocking becomes less effective the longer you 
play turtle. This creates a f ighting system that 
is more about strategizing and reacting to your 
opponent than it is mastering a combo sheet. 

More than with most fighting games, I 
found that I had to pace myself w ith UFC, 
which resulted in slower and more methodi-
cal matches. I eventually got into the groove 
of measuring out my attacks while I blocked 
incoming strikes, but mixing up your moves to 
maximize your speed is just as important. Fans 
of twitchy, hyper-reactive fighters will immedi­
ately be turned off by UFC's footwork, which 
is as much about positioning and managing 
stamina as it is button combos. Since there are 
no on-screen health bars, knowing when your 
opponent is going down for the count is dif­
ficult. This pulled me into the action more and 
made me think twice about pushing my attack 
when it left me exposed. 

However, even if you master the ground 
game, you won't be invincible in the octagon. 
A good portion of UFC's action is about grap­
pling your opponents and taking them to the 
mat to ratchet up the pain with a submission 
takedown. If you're weak in any of the areas of 
the sport, your opponents leverage that against 
you. Just like a real MMA f ighter, you have to 
know your weaknesses and be prepared to 
defend against them. 

I struggled with the ground game initially, 
since UFC's many different systems are over­
whelming at first. After a b it of practice, I got 
a handle on transit ioning for better posit ions 
so I could pepper my opponents w ith quick 
jabs or snake my arms around them for a 
match-ending armbar or spine-grinding twister 
submission. It takes a long t ime to get used 
to the controls, and even after playing for 
hours you might still occasionally fumble for 
the wrong button combo and leave yourself 
exposed to attack. 

Defending against transit ions or escapes 
requires players to counter their opponents' 
power plays with well-timed movements of 
the analog stick. Which posit ions provide you 
with the best leverage aren't always clear, and 
I was sometimes unsure when I should initiate 
a submission hold. Once you're placed in a 
submission, you're thrown into a minigame that 
has you flicking the analog sticks in various 
directions to twist out of the hold, and escap­
ing someone's hold is nearly as fun as applying 
the pressure yourself . 

EA has taken all of these different fighting 
mechanics and packaged them into a career 
fighter mode that has players working their 
way through the UFC's reality television show 
The Ultimate Fighter in order to w in a contract 
with the UFC and ult imately a shot at the 
championship belt. I appreciated the added 
context for why I was fighting, and loved 
watching my stats slowly t ick up as I won 
match after match. I also enjoyed tinkering with 
my game plans, which were basically a series 
of perks that improve your fighter's abilities, 
such as increasing your stamina regeneration 
or improving your striking. Unfortunately, the 
career story is barebones, and each match is 
buffered by a series of repetitive training exer­
cises and hollow interactions with real UFC 
fighters. Players interested in truly testing their 
mettle on the mat are better off finding breath­
ing opponents or working towards one of the 
online championship belts. 

EA Sports UFC isn't the easiest fighter to 
learn - it's a complex beast that rewards 
dedicated warriors who are driven to succeed. 
Each match p lays out like a chess match 
where combatants feel out their opponents' 
strategies and exploit openings. EA's attention 
to detail might feel unnatural to fighting fans 
weaned on titles like Street Fighter and Smash 
Bros., but UFC's methodical pacing w ill knock 
out MMA enthusiasts. • Ben Reeves 



■ 
Pushmo World 
Nintendo's puzzling choices hold back evolution 

style I -Player Puzzle Pallllllller Nintendo 
Developer Intelligent Systems lleleue June 19 Rating E 

The original 2011 Pushmo on 3DS stood out for 
its unique puzzle mechanics. Little red blob Mallo 
pushed and pulled blocks like dresser drawers to 

create platforms that he could use to make his way to 
the top to rescue a trapped kid. A year later, Crashmo 
freshened things up by allowing Mallo to move blocks in 
four directions instead of only two. This changed every­
thing, forcing players to plan out how blocks would fall 
and beneficially fit together when slid around. The new 
Pushmo World remains a quality puzzle game, but its 
lack of innovation disappoints. 

Instead of another Crashmo-style leap forward , 
Pushmo World regresses back to the first game in 
most ways. Mallo is back to simple drawer-pulling, 
ladder-teleporting, and switch-hopping in the 120 core 
Pushmo Park stages. You still have plenty of clever, 
brain-busting puzzle fun along the way, but it all feels 
too familiar - even though I haven't played the original 
for years. 

All of the new, experimental elements are seques­
tered over in the Mysterious Pushmo zone, accessed 
separately instead of being integrated into the main 
campaign. These stages are where I had the most fun. 
Linked blocks of the same color all move at the same 
time when you yank on them. Yin-yang blocks work 
just the opposite; when you push in white blocks, black 
ones pop out. Timed blocks slide back into the wall 
once the timer runs out, changing the pace from slow 
and contemplative to urgent and breakneck. The 50 
unique puzzles here are a great time, and should have 
been a larger focus. 

Puzzle creation works smoothly (I created one 
shaped like a little bomb guy), and it's easy to upload 
your work to the World Pushmo Fair. This user-sharing 
area provides created levels under the "Newest" and 
"Popular" tabs. As before, most users focus more on 
making p ixel art versions of licensed characters than 
crafting technically impressive puzzles. Strangely, 
there isn't a way to search for puzzles using text. 
You just open these feeds and hope something you 
like shows up. Like previous games, puzzles can be 
tagged with a QR code so you can at least search out 
content people have posted on the Internet. Almost all 
3DS QR puzzles from past games can be imported to 
the Wii U and vice versa, so you have access to years 
of creations already out there. 

Overall, if you've never touched a Pushmo in your 
life and don't have a 3DS, this is a good place to jump 
in. Unfortunately, by reverting to older mechanics, 
Nintendo offers little for longtime fans to get excited 
about. • Bryan Vore 

7.75 ~ 
WilU 
• Concept 
Bring Nintendo's 3DS puzzle 
series to the Wii U 

• Gnpllla 
Mallo and the plain grassy 
backgrounds look nice in HD 

• Sonnd 
The music is quality as always. 
but extremely repetitive 

• PlaJaldlltY 
Pulling. pushing. and jumping 
works well And if you mess 
up, the handy rewind button 
repairs the damage 

• Entertain-at 
Wii u owners unfamiliar with 
the 3DS entries are in for a 
treat, but fans of the franchise 
won't find much new 

• RepJay Vahle 
Moderate 

T omodachi Life 
Little Nintendo people 

StJle I -Player Simulation Pallllsllei- Nintendo 7 ~/ 
Denloper Nintendo Bal-June 6 Rating E ~ 

I f Animal Crossing gives players a chance to join a 
community, Tomodachi Life is Nintendo's way of let­
ting them create one from scratch. Unlike Nintendo's 

other life sim, you don't have Tom Nook to tell you 
what to do or provide any sense of structure. You're 
free to inhabit the world with characters of your design 
and set your own goals. 

Instead of being part of the town, you're equal parts 
god and surveillance camera, listening to the pleas 
of your islanders and peering into their w indows (and 
occasionally, their minds). They ask for dating advice. If 
they're hungry, you're the first to know. You help them 
sneeze. You don't control their bizarre little lives; it's 
more of an aquarium filled with people, and you are an 
observer with occasional input. 

It all starts with character creation, where you design 
your Miis. In addition to futzing with noses, favorite 
colors, and all the usual stuff, you also get to tweak per­
sonality attributes on sliders, showing how fast or slow 
they are, if they lean toward being polite or direct, and a 
few other qualities. After that, you select their strange­
yet-endearing robotic voices. When you're done, they 
move into an empty apartment and start living their lives. 

I created more than a dozen Miis, and after a few 
days of playing, a nexus of drama emerged - an elderly 
woman named Marge. She was aloof, boring, and not 
traditionally attractive. She also seemed to mesmer-
ize nearly every male on the island. Within hours of 
joining my village, for example, one of my colleague 
Kim Wallace's Mii creations was head over heels in 
love w ith Marge. After getting some tips from me, he 
professed his love by singing a romantic song to her 
on the beach. A bit disturbingly, the Mii based on my 
five-year-old son (age and al0 interrupted the proceed­
ings, saying he wanted her heart, too. Alas, she chose 
neither. I consoled one of the heartbroken characters 
by giving him olives. then pushing him on a swing. 

I enjoyed checking in several t imes a day and seeing 
what people were up to. It's a great pop-in game, 
since you do spend the majority of your time watch-
ing as opposed to rotating chairs and shaking trees. 
That comes at a cost. After playing for about a week, 
I've started seeing events repeat themselves, which 
definitely reduces the overall novelty. Similarly, I lost 
enthusiasm for my Miis' eagerness to play games once 
I realized there were a handful of these WarioWare­
quality diversions. 

If you thought Animal Crossing was too sparse on the 
gameplay front, Tomodachi Life's superficial interac­
tions may stretch your definition of the word "game." 
In spite of the repetition, this island is a pleasant place 
to visit, even if I'm not ready to take up a permanent 
residence. • Jeff Cork 

30S 
• c:-pt 
Help your Miis live out their 
dreams. days. and drama on 
a tropical island 

• GrapNc:11 
Nintendo's simple avatars 
do the heavy lifting. so it's 
pleasant - but not a visual 
tour de force 

• Scnand 
Character voices sound like 
belching synthesizers. That 
doesn't take much away from 
the hilarious musical numbers 

• Playabwty 
The WarioWare-style 
microgames control well 
enough, but you spend more 
lime watching the action than 
you do participating 

• Entllrtalnment 
Laid-back pacing and 
general silliness won't click 
with everyone 

• ll8p]ay valne 
Moderately High 



PLlllrSTATIOB 4 

Amaz:ng Spidor-Man 2. The 5.5 Jul-14 

Bound By Flame 8 Jul-14 

Chid of Light 8 Jun-14 

Contras1 7.5 Jan-14 

Daylight 6 Jun-14 

Deceptkln IV: Blood lies 6.75 Mll'/·14 
Doki-Doki Universe 7.5 Fcb-14 

lntamous Second Son 8.5 May-14 

Killzonc: Shadow Fall 8 Jan-14 

Knack 8.25 Jan-14 

Lego Movie Vidoogame, The 8 Apr-14 

Lego The Hobbit 8 Jun-14 

Mercenaiy Krgs 8 Apr-14 

Metal Gear Solid V'. 
Ground Zeroes 

NBA 2K14 

NBA Live 14 

Need For Speed: Riva's 

Rayman Legends 

Rcsogun 

Strider 

Thief 

7 Mll'/·14 

8.5 Jan-14 

4 Jan-14 

9 Jan-14 

9 Apr- 14 

8 Jan-14 

8.75 Apr-14 

8 Apr-14 

Tiny Brains 5.75 Fe·o-14 

Tomb Rak:Jef: Definitive Editbn 9.25 Mar-14 

TowertaD Ascenton 9 May-14 

Transistor 

Trials Fus:on 

Warframe 

9 Jul-14 

8 Jun-14 

7.75 Jan-14 

Watch Dogs 8.5 Jul-14 

Wo1enstein: The New Odor 8 Jul-14 

DOXONE 
Ama.Lll9 Spider-Man 2. Tne 5.5 Jul-14 

Chi:kj of Light 8 Jun-14 

Crimson Dragon 6 Jan-14 

Dead R:sing 3 8.75 Jan-14 

Fab'e Aooversary 8 Mar· 14 

Fighter Wthin I Fob-14 

Forza Motorsport 5 8.75 Jan-14 

Killer Instinct 8.75 Jan-14 

Kineci: Sports Rivas 6.5 Jun-14 

Lego Movie Videogame, The 8 Apr· 14 

Lego The Hobbi1 8 Jun• 14 

Lococ,<:le 7 Jan-14 
Metal Gear Solid V. 
Ground Zeroes 7 May•14 

NBA 2K14 8.5 Jan-14 

NBA Live 14 Jan· 14 

Need For Speed: Rivas Jan· 14 

Pegg'.e 2 8 Fob-14 

Plan1S Vs. Zombies: 
Garden wartarc 6.5 May• 14 

Pawerstar Golf 8 Jan· 14 

Rayman Legends 9 Apr· 14 

Ryse: Son of Rome 6 Jan· 14 

Strider 8.75 Apr-14 

Super Mother1oad 6.25 Jan· 14 

7. 75 I Among The Sleep 
Platform PC Releue May 29 Rating NR 

It leaves more of an impact in a 
distilled 3 to 4 hours than some 

games with 60-hoUI campaigns. The 
scares may be lacking and some of 

the puzzles are dull to a fault, but this 
studio has expertly crafted a game 

that lets players unravel its story in a 
meaningful way - Tim Turi 

Suoer Time Force 

Thief 

Titanfal 

8.5 Jul-14 

8 Apr-14 

9.25 May-14 

Tomb Ra:der. Definitve Edition 9.25 Mar-14 

Trials Fusion 8 Jun-14 

Watch Dogs 8.5 Jul• 14 

Wolfenstein: The New Order 8 Jul• 14 

ZooTycoon 7 Jan-14 

PLlllrSTATIOB 3 

2014 RFA Wor'id Cup Brazil 8 Jun-14 

Amazng Spidcr•Man 2. The 5.5 Jul-14 

Atelier EsCna & Logy: 

A'.chemists of the Dusk Sky 7.75 Apr-14 

Bio.Shock lnfin·te: 
Burial AJ. Sea - Episode 1 8 Jan• 14 

Bio.Shock lnfin·te: 
Burial A!. Sea - Episode 2 8.5 May-14 

Bound By Flame 8 Jul-14 

Castlevania: Lords of Shacfo.v 2 6 Mar-14 

Child of Light 8 Jun-14 

Contrast 

Dark Souls II 

Dragon Ball Z: Battle of Z 

Dral<ongard 3 

Earth Defense Force 2025 

Final Fantasy XIX -2 
HD Remaster 

Gran Turismo 6 

7.5 Jan-14 

9.75 May-14 

7 Mar-14 

6 Jul-14 

B Apr-14 

9 Apr-14 

8 Feb-14 

Last of Us: Left Boh.nd, The 8.75 Apr-14 
Lego Movie Vldoogame, The 8 Apr-14 

Lego Tho t--lobbit 8 Jun-14 

Lightning Returns: 
F:nalFantasyXIII 7 Mar-14 

Luftrausers 8.5 May-14 

Metal Gear Sdid V. Ground Zeroes 7 May-14 

MLB 14: The Show 8.5 Jun-14 

NASCAR '14 7 Apr-14 

A.B.I. Bareball 14 

Ratchet & O:ank: 
Into the Nexus 

South Park: 
The Stick of Truth 

Strider 

walkng Dead: Season Two -

2 Jun-14 

8 Jan·l4 

8.5 May-14 

8.75 Apr-14 

Ep:soc:ti 1:AJThatRomains,Tho 8.5 Fob-14 

walknQ Dead Season Two -
Ep:soc:ti 2: A HouseD\tidod, The8.75 May-14 

walk"ng Dead Season Two -
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8 Jul-14 
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8.5 Jul-14 
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7. 75 I A Story About My Uncle 
Platfann PC Releue May 28 Retlng NR 

A Story About My Uncle's leaping and grappling-hook mechanics are simple, 
easy-to-understand tools that would be fun even without the alluring 

world and story accompanying it. Its a short experience, clocking in at only 
a few hoUIS, but it's an adventure I enjoyed taking. - Kyle Hilliard 

5.5 I Entwined 
Platform PlayStation 4 Rele-■ June 9 Rallng E 

7.5 I Dead Rising 3: Super Ultra Arcade Remix Hyper Edition EX+ a 
Entwined's experimental natUie 

reminds me of similar games that 
I've enjoyed, but there's always a 
"minus" in the comparison; its like 
JoUiney minus the community, like 

Platform Xbox One Release June 9 lllatlng M 

Dead Rising 3: Super Ultra Arcade Remix Hyper Edition EX + a is an ambitious game 
thats fun in short bUists. Unfortunately, it lasts a little too long, especially if you're dying 

to see what Annie looks like dressed up as a Breath of Fire character - Jeff Cork 

7. 75 I Battleheart Legacy 
Platform iOS Releaae May 27 Reting 12+ 

The flexible class and leveling 
system is the spotlight feature for 
Battleheart Legacy, providing all 

sorts of interesting skills to mix and 
match. Unlocking those abilities 
can be a bit of a grind, but the 

charming visuals and silly humor 
soften the blow - Matt Miller 

8 I Kero Blaster 
Platlon■ iOS Releue May 11 Rallng 9+ 

Studio Pixel's latest is one of the 
best-playing action/pla'tfonners 

iOS has to offer. The toggled tiring 
directions make it a joy to play 

compared to other clumsy virtual 
gamepads, and the charming visuals 

make it a slam dunk for mobile 
gamers of all ages. - Tim Turi 

Flower minus the message, like 
Rez minus the action. - Joe Juba 

7. 75 I Grid Autosport 
Platform PS3, Xbox 360 Releue June 24 Rating E 

Even though Autosport tries to retum 
the series to its roots, it has lost its bite 
and raison d'etre. The multi-discipline 
racing remains, but it's an unadomed 

shell that lacks the creativity that 
previous Grids tried to inject into 

the genre. - Matthew Kato 
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