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MEeroom

Read my colam o
canment an this Eiler al
gamenformies.com/mag or
follome €2G1_Anchybic

viery yesr, the Acadermy of Interactve Arts &

Sciences hosts my favorite video game event

of the year, the DULC.E. Summil. It s the ideal
affar for many reasons, especally because it brings
a cross-section of the video game industry into one
place to hear and see whal the poople that drive the
companies that drive the indusiry ihink.

This ncluries backward-looking panels, forward
looking speaches, and some spscns thal dom't
say amylhing at all. You never know what you are
going to get, but it is aways an interesting look at
all the known reaches of the video game universa,
ncluding mabile, socia, and the core games that
| consider the greatest expression of the medium.
Mot to say that | don'l appreciale a good mobile o
social game, they just aren't as near and dear to my
heart as the next big-budget console or PC game.

Aslredized al the conference, mobile and socidl
tilles fil a ditterent void in my gaming life, As EA
Mobile VIP of worldwide studios Travis Boatman
pointed cut, mobile games aren't just people filing
n spare moments in ther dally lives, they are an
entertainment destination of ther own. This s true
of all the avenes the industry is heading, andis a
testament to the power of games.,

Case npoint: | don't ust watch tdevision shows
anymore, The st Ll in the program, | break out
my phone to calch up with work, read something
onling, or fire up one of the many games | take with
me everywhera, Usually before | know it I'm more
nvested indhe game than the show | sal down
to watch.

Games were the surprise hil for the iPhone.
Garmes were the suprise hit for Facebook, I'm
qgoing to go d@head and say games inwhatever fom
are going 1o define all the technology we use in the
future as well. That future is sell-evident when you
look at how many dements of our lives are filed
with achisverment poinis and badges for acoom
plishing the most mundane things. Gameification is
happening everywhere, from frequent flier miles to
making restarant reservations.

For gl my good fedings about the power of
games and ils future control of the buman race, |
can't help but get the sense that many game exec
ulives and game developers are puling away from
the beloved core game, at least to some degree,
in favor of these casual alternalives. The soclal
and rmebile game spaces are different in 2l the
ways that game executives love. They are easy to
develop, cheap ncomparson, and even a simple
game where you shool pigs with a slingshol can
ganer major motion picire interest.

| o't think riple- A super releases are going
away anytime soon, but remember there are a
lot more moms spending thar altermoon playing
whatever "-villa” game thay love instead of watdh
g Oyvah than thare are core gamans buying the
naxt big thing. If you want the cora games 1o keep
coming, show the indusiry you cane by throwing
wour suppon baebind he alite Blockbusters and
not just first-person shooters). | know | couldn't
Tver witheut them, Trust me when | say some of the
D.LC.E. sossions made me lea ke | was attending
my own funeral.

Saints Row: The Third
Saints Row 2 embraced zany antics to
help the series stand out, and things are
getting even crazier in Saints Row: The
Third. Volition introduces a massive new
city, unified gang threat, and even more
insane stunts than ever bafore.

by Dan Ryckert
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feadback

This month in Feedback we discuss what games women can and

cannot play, respond to EA's misguided Dead Space 2 ad campaign,

and congratulate some parents for doing their job.

¥ 1rnr loved your Top 50 Games
or/un feature from ks 214, With so many

= Irying to compare

ice to be able to read
s “All of thess games are

1 reminchad me of how

0 was for gaming, and how many
ere (8 Western can be good?).
wal 2011 i shaping up 1o be

even better,

Quinn Levandoski
via email

| 'was reacling the Top 10 Editor Picks in your
games of 1he year feature, and it seemed thal
Mass Effect 2 had just as much support as Red
Dead did, which won the GoTY award. What
pushed it over ha edge’?

Paul Mclamara
Glenside, PA

The Gl staff had plenty of love for both

Mass Effect 2 and Red Dead Redemption.
Ultimately, Mass Effect 2 is a refinement of
the first game, and the second chapter in

a still unfinished trilogy. Red Dead’s wholly
orlginal, self-contained story, and deeply
immersive game world gave Rockstar's epic
‘Western the nod for Game of the Year.

Top 60 Jeers
When your Top 50 Games article inlast
tssue, | was NOT suprised 1o see you picked

Mass Elfect 2 as the number one gama [it
wasn'l; it received the Be Wy award -
Ecl]. eu guys are the bi
aver sean! You never give other games a chancel
| fed likoe envcing rmy sLb: Jtion to your oulra-
gecus magazine. You even pu 3
55 Elfec

[30% 10 /
idiots. You also gve PS3 l'f]l'”‘."h a l.\f:lmr I -]\II'!H
than most Xhbosx games, You guys are fan-
baoys. You guys are kiiots

Sean Johnson
via email

I'ver always found the magority of your articles
o be wel itten and researched, and have
frequently scofled at those who write in calling
you out on supposed mistakes. However, it is

1in your Top 50 Games
‘Final Fantasy
and arguabhy features the best
combat system of any RPG to
found the combat 1o be the least engaging or
nleresting than even the dregs of the PSX era
When reading your article, | was almost sure that
someons had used the “Find and Replace™ tood
N Word 1o exchange the words "Resonanca of
Fate" with "Final Fantasy XIIl," as the cinematic,
shdish, and tactical merts of that particular JRPG
A higher than a pathetic atlempt 1o
again * fionize” the time-worn ATB systern.
won't close with a maoedramalic call for r
nation like 5o marny before me, but | have us s hy

found your magazine to be moderataly abstract
sy Tree from 1his type of hyperbaoe. |
only wish you hald your cwn jourmalism in the
qard that | do.

David Schimpff
via email

Thank you so much, David, for skipping the
usual fanatical clesing rant, and Instead
attacking our journalistic integrity. That's so
much classier. Whether you take the direct
(albelt misinformed) approach like Sean,

or try to butter us up before launching into
velled insults, you're still mistaking your
personal preference for some kind of Incon-
trovertible truth. It's not. It's your own opin-
lon, and we have our own opinions. We Just
also happen to have our own magazine.

Question
Of The Month:
Which are you
more excited abou

Nintendo’s 3DS or
Sony’'s NGP?
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® 5|1 cvgiyone on your staffl voted,

vl weouid e your most antic
pated game of 2011 eut of Mese
picks: Portal 2, Bulletstorm, o
Do 377

Portal 2.

15 lomiko pronounced “eye-k
Ty-lo” o “ecky meeda™?"
“oelo meelo,”

* Do any of you have a secred
identity?*

If we did, we certainly
wouldn't admit it in a
magazine,

Best News of
mn’&:

“Don't leed your dog asparags.”

Complaint
Of The Month:

This month Bree readers wrote in
Lo compsa that Dante’s Infema
was not incheded in the Top 50,
which was thiee mone than we

were expecting.

10 fesdback

Reaching A
Bigger Audience

I was very excited to see you guys finally
broach the subject of race and sexuality in
video games [Widening The Scope, issue
214]. T am an African-American wornan and
have grown tired of only being able to play
most of my games as men or white women.
You have no idea how excited I was when

I first started Mass Effect and saw that not
only could I make Commander Shepard a
woman, but a black one at that. It angers
me when most African-American characters
are sterectyped as gang members or ath-
letes. [ believe that the game industry needs
to realize that not everyone who buys their
games are white males.

Lyjanette Jordan
via email

I wish to congratulate Matthew Kato for
his "Widening The Scope” article. | agree
that there is a shortage of diversity in
games, and when it is done right, it cre-
ates a unique experience for everyone
and influences our lives tremendously.
Many RPGs such as the Final Fantasy
series (particularly 6, 7, and 10] do an
amazing job of combining different
ethnicities to deliver rich stories and
characters. MMORPGs allow players to
choose from a different mix of characters,
and increases interactivity, coopera-
tion, and immersion into those worlds by
allowing players to create avatars that
represent themselves physically and eth-
nically. While many of these games have
great game mechanics and stories, [ think
they sell well because they also relate to
gamers of many different backgrounds.
Chad Collins
via email

[Left) This is wheat
Tappens when the Gl

and Voliton aews colide
[Right) ... Achsll, this

is whal happens. In Ben's
defense, Dan had it coming

coriruedon page 12



THE CONSPIRACY BEGINS APRIL 2011.

5'%'.
g .

- 7 > : . 1 ' V.ég:
& A = i e ®
I e e Gl —

g

=t AT ; &

XBOX HAEMIMONT —
WWW. THEFIRSTTEMPLAR-GAME.COM LIVE kCllgPSQJ

Copyright & 2041 Kalypso Media Group. All rights reserved. All other loges, copyrights and trademarks are property of their respective owners,
Windows, the Windows Start butten, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies,
and “Games lor Windows™ and the Windows Start bution logo are used under license from Microsoli.

@ Games for Windows



coniinued fi

|Left) Alter vwitnessing
the zombyie action of Dead
Island, PR quiu Aubrey Noiris
and Deep Siver's Sebastian
Relchert and Vincent Kum
e pose with Jedf b in front
of sone: apgeopeiately messy
artwork (Right) Ben is all
sinibis with DICE's Patrick
Bach and EXS Pele Mguyen
I you just saw Battlefield 3,
you'd be sméting, loo

Your Customers Hate This
| was disappointed with the “Your Mom Hates
This” acvertising campaign EA chose for Dead
Space 2. | have been trying to make the point to
people that video games have realy matured &s
a form of entertainment in the last decade or 50,
Whereas video games once usad 1o be branless
entertanment without any rea depth, they are
now abile [0 spark serious discussion and are
capable of telling stiming namatives. However,
“our Mom Hates This" is exaclly the type of
sophomcnic rationale for playing & garme that |
thirk the indusiry as a whole has bean tning to
move away from. The unfortunate thing is that
Dead Space 2 is a genuinely great game with an
excallent story. Why EA ever lell that the game's
selling point should be something as chidish as
“our Mom Hates This" is beyond me, but | think
the: industry as a whole is hurt because of it
Joel Richard
Jefferson Hills, PA

We couldn't agree more. Not only did the
advertizing campalgn have the distinct feel
that it was peddling an M-rated game to
minors (unless you are an adult who still
lives with your parents), it convinced us that
the rketing P ible for those
commercials doesn’t have any idea what
makes the serles so great. Hint: t's not
because the game is “revolting™ to mothers.

The War Is Qver

| st read the Editor’s Picks in your Top 50 fea-
Iure, and | was a litle discouraged. | enjoy seaing
olher girls such as mysall gelling into the gaming
world 1o kil the myth that video games are jLst
tor guys and thal girs suck at them. Bul your
wo lemale edilors, Meagan and Annelle, make
every girl gamer look bad with top picks lke
SplivSecond, Meed lor Speed, Dance Central,
Donkay Kong, and Angry Birds. Coma on girls:

What are we, live years old? | love games like
Gl of War, Dragon Age, and Word of Warcrall,
In my first day of playing Black Ops | went 34
roUnds in Zombse mocke al by |‘ny‘3x=.lf. | love grls
wihio prove 1o guys thal we are just as goad al
video games as they are. Pulling out there that
we play tha same games that my eight-year-old
nephew does makes us look pathelc, Come on
ladias; play somathing a litle mone hoav.,
Kathrym Kurse
Roseville, MI

Gee, Kathryn, you seem to have conve-
niently overlocked the fact that Meagan and
Annette also put games like Mass Effect

2, Dead Rising 2, Red Dead Redemption,
and BloShock 2 on thelr lists. Furthermore,
even if they were only interested in playing
Cooking Mama and Ki , do you
honestly think they lack the right to play the
games they enjoy because they're women?

Just Doing Their Job
1 onty own one hMerated game (which is Just
Gausa 2) bacause | am underage and my
parants ane alraid thal they could “cormupt my
mind." A long lime ago, | precrdered Call of Duty:
Black Ops. It was going to be my first Call of
Duty garme that | veould owne Evenituslly, my par-
ants looked up videos of the game on YouTube
and, well, they were pretty pissed. They said |
couldn’l purchase [he game, but | ired to con-
vince them otharwise. Alas, | faled, even though
iy dassmates own this game, | understand that
wou ara nol my parents and they are just ining
to dowhal Is best for me, bul otfar parents et
woung Kids play this game. What do you think?
Michael Haft
San Diego, CA

‘We think you should be grateful that you
have responsible and informed parents.
Thanks for doing your job, guys.

Improvements For Skyrim

In issue 214 we asked readers what addi-
tions or improvements readers would like to
see in the newest Elder Scrolls instafiment.
While co-op/multiplayer was by and far the
most comimon request, here are some other
popular suggestions.

| would like to be able to create my own custom
weapons and armor out of itens | ind through-
out the world, and then infuse tham with magic
during the creation process.

James Sparks

One thing | hope Bethesda puts info Skrim is
cogmelic damage. Alter a long battle, I'd ke
S0Me scars 1o remeamiber it by

Alex Greene

"h A Y i
| o'l want monsters 1o be leveled up to the
player. Thera should be some places on the
map hat aren't meant lor lower leve players. It
cheapens the game il the manslersbad guys
are always Just as tough as the player,
Mitchell Sherfey

| wolld love 1o see some elfort put nto
mounts or mounted combal, | would love o

ride a dragon!
Dylan Carter

Floase let this Bder Scrolls game have batter
animations. The siiff, maronatte-like anima-
TIonS i prenious titles made me 10se interest in
v, | juest can't wrap my hoad around playing
as a badass adventuring chick who looks like
she's losing a deeply private batlle with aippling
early-onsat arthrilis.

Angela Williams

I'd lke 1o see a random dungeon generalor.
It would ba a candle on the icing of a really
big-ass cake.

Eric Buck




This month's winner will receive a copy of
| I ir= on the system of their choosing

The greatest WWE Superstars and WWE sl
Legends invite you to determine the greatest
WWE Superstars of all-time in over-the-top,
in-your-face, pick-up-and-play wrestling action.

CORRECTION:
Last issue in Gear, wa stated that the
Razer Swilchilade's keyboard keys Wils, AN 5540
function like tiny LEDS. In actuality, they
ufilize LCD technalogy.

[Left] Meagan angs out
backslage at Video Games Live
with solost Lawra Infravia, host
Tomrvy Talkrico, and production
manager Beian DiDomenice
[Right) Hese's Pivl chilling

i Lapan with lgnition's Nesko
Furukawa, Takeyasn Savak]
and Shane Bedtenhausen, afles
checking out Bl Shaddal for this
monti's preview

fesdback 13
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Scientific

Is the ESA's criticism of video game studies




[nquiries

a good practice?

by Matthew Kato with Jeff Cork

The increased popularity of video games has put the medium in the spotlight, including

frequent scrutiny by researchers and various groups trying to understand games and

their effect on those who play them and society in general. Studies of all stripes are used

to prove or disprove topics such as whether violent video games are harmful to kids, but

there have yet to be any clear, answers to these questions because data like surveys and

statistics can be inaccurate or disputed.

ecenlly, industry trada group the

Entertainment Software Association

(ESA) sent out & press release contain-

ng advanca criticism of a siudy by Dr.
Dauglas Gentile (associate professor of develop-
mental psychology at lowa State University) and
others about the negative effects of pathological
video game usage, also known as video game
addiction. The ESA warned that Genlile's study
was "lawed” and called into question the doc-
tor's molives and past work. Whila it's he ESA's
job to protect video games and its constituency,
what was unusual about the ESAs pre-emplive
attack was that Genlila's report itsell and its con-
chusions did nol seem conlroversial,

Gentile's study of more than 3,000 school chi-
dren in Singapore over a three-year penod found
that excessive gaming can have a negalive
effect on some kids, including the axacerbation
of depression, andety, poor school work, and
other issues. Gentile stopped short of announc-

ing a causal link betwean this kind of video game
addiction and the atorementioned health issues,
and while some kids he surveyed never devel-
oped a video gama addiction, approximatoly
rine percent of children surveyed (who averaged
a gaming habit of 31 hours a weel) could be
dlassified as pathclogical gamears, Moreover,
condilions such as depression and social pho-
bias improved as these gamers stopped ther

Video game addiction i not a medically rac-
ognized condilion, but Genile used gambling
addiction (which is recognized) as a compark
s0n in developing his sunvey questions and an
overall raference point because both start out
a5 enferainment and later “stimulate emotional
responses and dopaming release,” according 1o
the studly. Similar to gambling, Genlie belleves
the basic cause of video game addictionis a
lack of mpulse control in the ndnvidual,

Dospite the seaming clarity of his sludy's

findings, Gentlile doesn't think the argument
about video game addiclion is over. “The pur-
posa of this article,” states the study, “is not to
answer that debale, bul 1o provide new data
that may be usaful.” I Gentile's tone Is relatively
accommadaling, why is the ESA so vehemendly
against him? The ESA deciined 1o tak to us for
lhis article, and its pre-emplive press relepse
criticizing the study and Gentile himsell provides
few answers. Init the ESA says hal pathologi-
cal vidao gaming is not a medically recognized
corwdition, and the tools the shudy uses 1o mea-
sure It have been criticized. However, the fact
that it Is nol medically recognized is precisely
whal prompled the sludy In the first place,
which required that Gentile and his colleagues
wse e melhods thiy think are Dest suited 1o
lhe task. In fact, the siudy is openly critical of
itsedf, pointing out its own limitations and where
more research is needed,

cominued on page 18

connect 17



want people to
believe that I

am ‘anti-game!’

I don’t understand
the general human
tendency to prefer
extremes to the
truth that is usually
somewhere in

the middle.”

Dr. Gentile is an
associate professor
of developmental
psychology at lowa
State University with
numerous peer-
reviewed scientific
Jjoumal articles mainly
covering the effects
of video games and
media on youth.

continued from page 17

“[The ESA] W

& cormmend credible, indepen-
dent, and veriliable ressarch about
computer and vidao games," said
Richard Teylor, the ESA's senior
wice president for communications and indus-
try alfairs in the press release. “However, this
research 1s just more of the same questionable
Tirciings by the same author in bis campaign
against vidao games. There simply 1S No con-
orele evidence thal computer and video games
cause harm. In fact, a wide body of research has
shown the many ways games are being used to
mprov ol lives through education, health, and
busness applications.™
Many people balieve that games can have a
positive influence on our lives, but can you so
easiy lake the good and ignore the bad? In the
past, the ESA has praised shudies that show
games having a positive effect and criticized
those like Gentile's that don't, but an effect is an
effect whather it's good of bad. Data and analy-
=is from statistics and studies should shways

Haostie Feelings and Depression”) found thal
wichent video games may “reduce deproes-
sion and hostie feelings in players through
mood mangement.”

Ferguson's study and the ESAs trumpeting
ol itis all the sama to Gentile, who obsanves,
“People fal to recognize that il games can
teach such good things ke skils necded by
argeons, then they musl also be able to leach
other things, such as aggression, The learming
mechanisms involved are he same.” Because
of this, Genlile sides with 1he ESA when it says
that video games can have a positive effect.
Although the group’s press redease stales that he
is anti-video games, in 2007 he rdeased a study
showing Ihat video games helped laparcscopic
surgeons with thelr sidls and that they might be
used as positive raining 10085,

Is Gentibe an antl-video game villain of the
charmpion of its betler cqualities? Or is he smply
adding to the ever-growing conwversafion about
the madium as it endures the sorutiny that

be scrutinized, but while highlighting only that
which is lavorable 1o video games may please
tha ESAs constiluency - and aeven form one
of the cormerstones of the ESAs legal argu-
ments against its opponents = it's a practice
that brings into question 1he group’s legitimacy
and cbsoures the honest sclentific study of

video games,

The ESA took such a selective
approach in presenting evidence
to the Supreme Court regarding
its decision on the Calitomia law
restricting the sae of violent video
games to mnors, The ESA cited two
studies by Or. Christoper Ferguson
of Taxas ABM. one of which (The
Hilman Siudy: Viclent Video Game
Expostre Effects on Aggressive Baehavior,

Do you think video game addiction is dif-
terent than sex addiction or ather such
specifle addictions?

That's in fact what I'm trying to test —is it really like
other addictions? My current summary of the exist-
ing research is that it looks like other addictions in
AN respects.

Should video game addiction be officially
medically recognized?

Mot yet. We still need more studies before I'd fes!
cormfortable taking that step.

Why do you think the ESA was so quick to dis-
count your study before it was published?
They're just doing their job - protecting the interests
of the video game companies.

Do you have any comments about their criticism
of your methodology?

Although the ESA claims that this study i flawed, the
statement provided no credible evidence of significant
flaws, Furthermaore, the article was subjected to
peer-review by independent experts in a top medical
journa, experts whose interest is in evaluating the
quality of science. People might be interested to no-
tice that the main criticism about my previous study

with American children (that an online survey was
used) was solved in this study (where children were
surveyed in classrooms), and the results were about
the same in both studies. This type of convergence
with different methods and different populations is a
hallmark of good science, and when the results are

eplicated, it starts demar ing that the effect is
robust and believable.

Do you think that it's more likely that research-
ers will find a causal link between video games
and bad behavior versus other forms of media?
Probably not. Although there are theoretical reasons
why video games might have a larger effect than
ather media (such as the interactive nature of them),
the research is not demonstrating a larger effect. It
seems to be about the same size as with traditional
media, at least in the media-violence literature,
Maybe other effects will be different.

You've written about video games being a
positive foree as well as pointing out how video
games can be harmful. Can you comment on the
fact that some want to classify video games as
either wholly bad or wholly good?

Including the ESA, apparently, who want people to
believe that | am “anti-game!™ I don’t understand

nevitably comes with s evolution? The ESAs
stonewall defense may be an effective way to

profect the mmediate interests of the ndustny,
but further obscuring The truth will only lead to
mora misunderstanding.

entertainment
softwprg
association

the general human tendency to prefer extremes to
the truth that s usually somewhere in the midde.
Perhaps it's best explained by what my father always
said: “There are two types of people in the wordd,
Those who divide the world into two types of things,
and those who don't.”

Thits tendency ks particularly surprising when
people fail to recognize that if games can teach such
aood things like skills needed by sirgeons, then they
must also be able to teach other things, such as ag-
gression. The learning mechanisms involved are the
same, This is why I'm so interested in al the different
types of effects games and other media can have,
My pesition is and always has been that games are
powerful, and that they can have many effects. Some
effects are beneficial, others can be harmiul, The
various effects depend wupon many different features,
upon the amount of ime spent with the games, and
possibly upen character istics of the player. By being
aware of both the potential benefits and potential
problems, familles can maximize the benefits while
minimizing the harms.
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Dead Space 2

Dead Space burst onto the scene wﬂh anew and ternfymg ta.ke on the

survival horror genre.

Wara you concamnead about put-
ting players in control of a char-
acter whose perception of reality
is unreliable?

AV taked a lot about how

heandle the T
whal the e

] i"l':l.i(]

Fans of the first Dead Space are
familiar with your scare tactics.
Was it difficult to come up with
new ways to make players jump
out of their snals?

Feaping peopla ¢
LD SO TN TR

] v and I(Jrrul in e game
comaos from the sound design,
the dea of hearing something and

Tha Marker iz at the canter of
Dead Space's mythology, but the
role it plays is poorly explained
in the game. Was this done to
maintain a sense of mystery?

The story of the Marker is something
bell across all of our exdended
i, For essmple, the novel
5 o The start of the Unitology
e

r
oo
redighon and the discovery ¢
B

ker. Trying to find a
rslery around the
va s also good and helps
recuiation into the fiction.

In the second half of the game,
the difficulty level increases
significantly. Was the plan to get
players comfortable, and then
tear them apart?

ally teest them as thoy push

toward the end.”

The first Dead Space ramped

up the difficulty by throwing
differant enemies and swarm
combinations at the player. Dead

Space 2 continues this, but the
hardest foes are more resilient
versions of standard enemies.
Why not create new foes?
S 7 differont

s theat we feel offer a
ch of them has

shwyior, Also, Irltn;h
nermbenment then

o acdded
2 Into the mix as
L . Kesping

Ihuu‘ﬂ‘ BT 3 )

Leaper, Lurker, Infecton, and others
WG our fic I
s the

Pack,
e crmlcu;fn ad (cualr
Thcse you wind
up with > e fun
dismambenment opportunitios.

Dead Space 2 offers a wider
variety of weapons, but rewards
players for focusing on a smaller
selaction of arms, Do you think
this discourages experimentation

with all of the weapons?
The goal vith the todls and weapons
peais 0 prosice enough varety that

phiyers could find & loacdout they

can nun back
Ihwcsgh e Garme anc ey oul new
weapons they may have d up
on thar firsl playthrough,
ncduced our respec feature in case
folks wanted o experment with the
different weapons and see what they
fedt Fke upgrading,

All of the clocks in the game are
set to 12:00. Is this significant to
the story, or does the electricity
Keep going out?

Yep, eleciricity falwes across the
Speawl was the mothation behind
theex 12:00 thing. | mean, | could
eason, but it

Isaac's death sequences are
always entertaining to watch.
Were these fun to create?

Did you have to dial any of
them back bacause they wera

AVENyone
ledks are ¢ 3
ticular part of the game. As
us cutting anything due 1o gore,
has nol happened. &
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Booed Off the Stage

Activision Cancels Guitar Hero Franchise

hen Guitar Hero World Towr and
Rock Band 2 came out in 2008, it
15 8 ivable that the

sh and

rity spread to

o the public was
ise would push
c peripherals and

s |2 the
ames. Sales

unced the indefinite
ar Hero, DJ Hero, and

December quarter a alendar 2010 finan-
clalr ts, citing the "continued declines

in the music genre. " Activision laid off 500
ermployess workin P music franchises
her studios), scrapped
ed for release this
tien of new DLC

his is & far cry from

3 encugh to warrant a subscription
model for its DLC.

So what killed the golden goose? The
oversaturation of music games, the cument
economy, and licensing costs all contributed
to tha decline of the genre, According to
NPD data, the series sales peaked when
Guitar Hero World Tour sold 3.4 million coples
and raked in more than a billion dollars for
Activision. Comparatively, industry analysts
Cowen and Company estimate that Guitar
Hero: Warrlors of Rock and DJ Hero 2 failed
to sell one million units combined in the U.S
in2010.

uitar Hero's fall from great-

told CNBC that Activision isn't
oppased to bringing the series back in the
future as leng as it can beresinvented in some
way. Given Activision's up and down track
record with the franchise and genre, we
hopa that the company leams some
lessans in the way it handles its
valued brands. Otherwise, the
encore won't be welcome.

Rival Harmonix Responds To Death of Guitar Hero

In 2005 Harmonix teamed with publisher
RedOctane to create the Guitar Hero
franchise. After the massive success

of Guitar Hero 11, Activision purchased
RedOctane and the franchise, but not
Harmonix. Since then, the Boston studio
started its own Rock Band series, was

picked up by Viacom, watched its Rock
Band publisher MTV Games close ils
doors, and is now back where it started
independent of any particular publisher.
Despite the history and rivalry between
the Guitar Hero and Rock Band fran-
chises, Harmonix community manager

and Rock Band network manager John
Drake released a statement on Guitar
Hero's demise:

“We were sad to hear yesterday that
Activision was discontinuing development
on Guitar Hero. Our thoughts are with
those whe are losing their jobs, and we

wish them the best of luck...

It's been a wild battle of the bands
since 2007, but we respect and appreciate
all of the hard work and innovation of our
peers who have shared the music gaming
space with us, and we look forward to
rocking in the future®
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news
with a
sarcastic

Sg]n Four years aftes the original, The Darkness
returns in a sequel scheduled for release this
fall on Xbox 360, PlayStation 3, and PC. The
supermatura series puts players back in the
shoes of newly minted mafia boss Jackie
Estacado (once again wiced by Mr. Bungle's
Mike Patton), with his four-limbed Darkness = - =
powers at his control. Origingl developer Bethesda and Fallout 3: New Vegas developer Obsidian announced three
Starbresze Studios isn't handing development more DL content packs for the coming manths. We don't have any specifics
duties for The Darkness |, Instead, Canada's regarding the DLC, but Bethesda says that urilike the first DLC - Dead Money —
Digital Extremes, which handed the multiplayer  these add-ons will be available simultaneously for the Xbox 350, PS3, and PC.
component of BioShock 2, gets the honor. Bathesda also recently applied for rademarks for the phvases “Honest Hearts,”
“Lonesome Road,” and "0ld World Blues.”

"“There were ele
ments that we
found pretty cool,
but had to set
aside to remain on
target. It's a big
lesson we learned

from the P33.

here's no point

putting everything

you want mnto a
Batrman: Arkham City garme director Sefton Hil confirmed that the game unfortunately doesn't Actiision Blizzard dashed the optimistic (or maybe

2 and 51011‘1;] feature any multiplayer or co-op. " Solet me start by saying, once and for al, that Batman: naive) hopes of gamers by not including Diablo Il or any
Arkham City is a ‘single-player only” experience,” he told IGN. Hill elaborated that Rocksteady other Blizzard title in its 2011 fiscal guidance. The com-
the math later. We has a particular vision for the game, and that it wouldn't be pessible to de the game it wants pany says it's ering on the side of caution since there
with multiplayer 2ne No curTent release Windows.

always had the Inother Blirzard news. the company i curmently
werking on Starcraft |1 Heart of the Swarm, but doesn't

price and con expect it until at least 2012
sumer in mind. We

had to sell some

thing that |
could buy.”

— Shukei Yoshida,

Sony senior vice president
of product development,

on the price of the

NGP handheld

If you're looking for April Fool's jokes, turn to page 35, because It's petting a lot worse for THO before it gets better, apparently, Aithough the come-

Ubisoft i not pulling our legs when it says that this summer's pany is moving in a new direction with its upcoming Montreal studio and games like

Call of Jugrez: The Carted mies the series’ western setting with Homefront, the restructuring is not without casualfies. THO canceled both free-to-play

present-day FBI officers in Los Angeles. The only possible good tithes Company of Heroes Online and WWE Smackdown vs. Raw Online.

news about this game is that it seemingly must involve a hot tub Speaking of Homefront, THO is planning futlre games in the series, but the fran-

time machins. chise may move from current developer Kaos Studios in New York to the new crew
in Montreal.
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PlayStation

™ ony Ercsson officially unveded its long-
rumored smart phone/PlayStation-capable

I\_) gaming device called Xperia Play at the
obie Workd Congress 201 1 in Barcelona, Spain.

The dider phone leatures a d-pad, customary
FlayStation face butions, two shoulder butions,
start/select buttons, as wel &s a mulli-touch
soreen and two touch pads. It uns on Android's

Gingerbread (version 2.3) platform, and Sormy
promises over five hours of battery fife whie
Playing games.

Although Sony Lst announced the NGP hand-

Becomes A Reality

held as the succassor 10 the PlayStation Portable,
the NGF and Xperia Flay tackle the gaming-on-the-
o market from two different angles. Neither device
fLly cveraps with the other, and Sony baieves
each is uniquely suited to ils particular audience,
whether thal's gamers who want a handheld
gaming solution thal approaches the home conscle
experience or thoss looking lor a phone capable
of more robust gaming than s raditionally possible
with pust a louchscreen.

Sony Ericsson calls the Xperia Play “PlayStation
Certified,” and although there s no official roster
of first-party FlaySlation games
announced for the unit, Crash
Bancicoot ks reportedly Coming pre-

Xperia Play comes with Crash Bandicoot

Xperia Play Specs:

Size: 119862 x 16 mm
Weight: 175 grams
Memory card support:
micreS0, up to 32 GB
Memory card included:
868 microSD

Operating system:
Google Android 2.3
[Gingerbread)
Processer: 1-GHz
Scorplon ARNNT
Graphics: Qualcomm
Adreno 205

Screen: 4-inch, 854 x
480 multi-touch LCD
Camera: 5.1 magapixa,

auto focus, LED flash,
video recording & more

installed on the device. The phona

dlso comes with Asphalt Adrenaline G,
Bruce Lee, Star Battallon, The Sms 3,
ard Telris. Filty downrloadatsle lies vil
be avallabla at launch, and Engadget
reports that Xperla Flay compatible ver-
sions of LitkeBigPlanet, God of War, and
Call of Duty: Modem Warlare could be
inthe works as well. As for the games’
price, we lalked [0 a Sony Efcsson rep-
resentalive who told us thal on average
games should cost between $4.99 and
£7 .99, with developars detemining the
final price.

In the future, the Xperia Play's game
licrary will be bolstared by PSN files
falthough you have to re-buy them even
if you akeady own them for your PS3),
original PSone games, and through
parinerships with over 20 publishers.,
The unit supports the Unity Engine,
which is currenily used by approx-

alely 35,000 games, and third-party s such as
FIFA 10, Assassin's Creed, Guitar Hero, and Dead
Space shoukd be ported 10 the phone

Sony urmpets its PlayStation Suite and
FlayStation Certification programs as ways 1o
encourage oulsicde development, But it be inter-
asting to see how moblie developers adpust to
¥peria's diferant contral configuration. Although
we expect many studios 1o embrace the more
gaming-friendly controls, we wonder if some com-
panies will lazily port over games wsing only tha
denvie's ouchscreen oF louch pads. Moraover,
Sorw is touling thatl PSN [les will be availabile for
the phone, but given that PSN games up to this
point have been designed for the two analog slicks
of the DualShock 3, it seems inconceivabile that the
Xperia Play will make use of the entire PSN catalog
as it stands without control aterations.

Sony s convinoed that releasing both the Xperia
Play and the PlaySiation NGP i a sound siraleqgy,
and it is rying to design bolh devices (o cater
to @ach audence. Sony hasn't released pricing
detais, but look for the phane to laund this spring
on the Verizon network,
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Ballz 30
1'm not swie this: game could scream “1994" any
loudes i 1T tried. You'we gol a 27 replacing an *5,"

“edgy™ sexual invuendo, and an 2

present 30D graphics on a 161

wiere supposed to inchude a caveman, a farting
monkey, and a balkesina thal spanked you, bul
everything ended up booking ke an AuloCAD
rendering of a Dippin” Dots factory explosion.
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by Dan Ryckert

lightsabers seems like
hard to screw up, but
this PSone brawler.
g in the Star Wars films,
treated them like they
ken Raider named Hoar
can take 20 saber strikes to the skull, you know a
game is going to earn the rage of Star Wars fans.

Way of the Warrior

As greal as Naughty Dog i's loday, Diey veeren’t
always canking ot games of such caller as
Unchartisd or Jak & Deoder, In the comgany’s earlior
years, [ released (his avlul Mortal Kombat clone Tor
the [Il-fated 300, Characters featured awful controls
and wese cnidely animated, with much of he
caplure work being done in front of a yellow sheet
at developer Jason Rubin's apartment. The only

vty you could have enjoyed Way of the Wamior s if
you're Hhie bigoest White Zombi Tan inthe word, as
their music played throughout the enfire game.

FlGHT 3

Warpath: Jurassic Park

Vv fighting games, and | love Jurassic Park, but
somelimes two good things just don'l complement
cach other. Seeng a T-Rex batthe a raptor to the
death shoukd be amazing, bt Warpath does il so
poorly that it makes Frimal Hage look Ike Soul
Calbur. i you were lew on health, you oould recover
a I¥l by eating himans that wandered acaoss the
level, I'd love to walch these fights go dosm in real
life, but 'd weant to be half @ mile away and outfitted
n an obd- ey metal diver's sult. The dudes in this
game sprint right towards the PO'd dinosaws ke
they're trying to break up a bar fight.

Tul attermg o
stem. Characlers

of cobyeds.

Fighters Uncaged

Kinect launched with a variety of famiky-friendly
Flles ke Kinectimals, Kinect Adventures, and Kinect
Joy Ride, none of which had amything 1o offer fo
fighting fans. Nether did Fighters Uncaged, This
abomination tried hard to be a gritty lightes Tat
made you Feel Fke a back-alky badass, but ended
upr weilh you Bailing Fke you just waked into a bunch

Shaq Fu
S0 Shaquille O'Neal & wandering around Tokyo
on the way 1o a big chariy Laskelball game,
tight? He stumbles into a kung-fu dojo for some
rason, en fals ko a portal that sends him
ito anolber dimension. There, he has Lo resose
a kil from an evil mummy by mastering e

art of Shaq Fu. Acually... maybe | don't wani fo lorget this game. This all sounds
pretly aveesome now hat | think aboul 1.

Kabuki Warriors

Back n 2001, we handed out a 0.5 score 1o this
early Xbox offering. If that didn't paint a biight
anotoh “don’t iy " pichine for you, Andy
McMamara wiote about how he won a match

by literally mashing the confroller against s
ass ((uote: 1 wish | was joking, but the score s
sefiously Kabukl Wamions zero, my ass one”). To be fail, thal’s how he Ires o beal
every game he plays. Mass Effect took him over 3,000 hours.

Clay Fighter

Claymation and fighting games were hot around
1993, and this awlul Interplay titke attemgliod

o capltakze on hose ends. I ined hard 1o be
humorous, bt charactess Ike an evil snowman,
an Ehis impersonator named Blue Suede Goo,
and a blob of chy weren'l wiinging mary
Faughs from its players. |ts humer never really Bt e mark, but it was the terrible
gamepiy Fat cements its place on this st

Street Fighter: The Movie

‘Weag your hiead around 11s one — this s a crapgpy
RSW fighting game based ona crappy move that's based
o an avesome lighting game. I hey made a mosie
about this game, I veould evenbually um o one

of those funfiuse minors where you see infinile
reflections of yoursell, This gams extracted the classic
gameplay of Street Fighter and injected a healthy
digittred dose of Jean-Clawde Van Damme.

Fight Club
Five years after Davic Fincher's film came out,
Wivendi Univessal got the bright idea that a pogalar
movie about dudes pumching each other might
make for a good fighting game. Thing &, i didn't,
Beating slory mode unbocked the balding, talentless
man-child Fred Durst, and beating the game with
very character unmbocked Abe Lincoln, | don't care
ifit's a reference to the movie, | don't need lo seea
Tormes Fresident getting knockesd out by keat Loaf.
Despte all its problems, 1 does inchxke one of the
greatest features in video game islory — the ability
o beat the hoby hell out of Jared Leto.
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We examine Hybrid and |

, two of the

most ambitious downloadable games of 2011

by Matt Miller

T hen Scribblenauts developer 5th
Cell announced that its next game
would be a sci-fi shooler, wa were

v surprised and excited about the
innovalive team tackling the genre. This month,
1he team shared a wealth of naw datals on
Hybrid, which is planned to release on Xbox
Live Arcade later this year,

Hybricd is sel in the year 2031, some time
alter a massive asterold decmates most life
on Earth, A baclarum camad on the asteroicd
infects hal of the sundving population, rans-
forming them inlo a geneticaly allered race:
called the Variant. Opposing them are the
humans immuna 1o the bacterium, who call
themselves the Paladin, These two opposing
forces don't exaclly get along.

“Hybwid Is a competithe madtiplayer-only, third
person, cover-basad shooler sel ina persis-
tent online world war divided between the two
factions," explains creatve director Jeremiah

a

Slaczka. Each battle in the game is part of a
persistent war that is constantly being waged.
Thie twrer battling groups light 10 contral lenmito-
ries and eventually antire countries in an effort
1o dorminale the shattered Earth. Slaczka didn’t
discuss game modes, bul the 3v3 maldhes take
Place on small maps and never last longear than
10 minutes. “The enlire game i built 1o be laser-
focusad on allowing the player to have afun
fast, enjoyak sshon,” Slaczka dedares,
Qne of the Most Spising concept: how Sth
Call i handling navigation; the team has crafted
amechanic they call combat Tocused movernent,
“Inreal war scenarios, sclers don't run and gun
arounc cover, They stay iIn cover, only meving out
for a better lactical position like rushing, llanking
or refreafing. We wanted o capture this experi-
enca in Hybid,” Slaczka explains. “Players solect
the cover they want to move 10 using the L-Stick,
press A, and their character will automaticaily
mowve lo that cover. During movement, players

can aim and shool in a 360 degree maolion while
stil confidentty moving toward ther destination.
Torrefreat, playvers just need 1o hit B and ther
hero will automatically retrace his steps to the
previous cover, which can be queued up to three
v [ nituithe, and players
an change covers mid-nun Dy selacting a new
cover group if they wanl.” The unique apgroach
puts the player's focus solely on aiming and firing
as thay move around the batlieficld
Characters have access to jump jets that let
fhem take cover on the wall, or even upside
down on the celling, so when moving through the
arronment situalional awarensss B tantamourt
While the gameplay is easy 1o pick up, it stil
has depih. Flayers can unlock new weapons
and abilities as they play. Slacrka described
some of the ways these unlockables combine,
Tk ackapting an imadnerabie meta-shisld and
Then equipping a combat shalgun, enabling a
wild charge into enemy cover 1o drop them all
al close range. A “squads on demand” function
players cal in allied Al units 1o heir cument
cover point = three different unit types each serve
a unice robe on the field, from stealthy support
roops 1o armored machine gunners, You build
up The abiity to summeon these helpers with each
enermy Kill. Other specia abiities indude potson-
ng enemy units of siphoning health 1o your side,
“It works great combined with the SWARM
Rifle, which shoots a huge ball of energy, enguil-
ing the cover, wounding anyone in ils radius
and then g
Slaczka says.
Hybrid sounds like a refreshing lake on a gerre
that is more than ready for some new blood. 'm
hoping to gel my hands on the game soon and
confimm my suspicions. Balween the developer”
pedigree and the innovalive design ideas at play,
Hybrid has enomicus potential,




In 1961 designer Eric Chahil infroduced
gamers to Out of This World, a shunning action/
achveniure tille thal wowed players with its cin-
ematic approach to platforming. Twenly years
later, Chahi is leading the team to craft a gor-
geous new Unisofl game called From Dust.

“If we had to sum up Dust in two words, then
the term ‘god game’ wolld be pretty appropri-

ate, 1o the extent that the player has almos! god-

like abiities and has great leeway 1o dler the
temrain," Ghahi says. “But the term “god game’
does not el the wihole story.”

From Dust gives players control of & spirit that
watches over a tribe of humans as they seek
o uncover thelr forgotten powers and histony.
Acting as a floating ball called “lhe Breath,” play-
&rs manipulate the environment to move the
story forward,

You can pick up matter — water, earth, lava,
vegetation — shift it, and drop it. Al the fun of the
sandbox!” Chahi describes. “As all envronments
are based on a physics simulation of fluids and
solid temain, you can reslly see everyihing react-
ing and adapling 1o he player's activity, You

can watch rivers being crealed and dvert them.
*You can confrol volcanoes, create damns, and
imigale zones to aulivale plants, all in the am of
helping a ribe survive in the face of nature.”

Time operales differently in the game world;
ercsion oocurs al an accelerated rale, even
as waler seerms to llow normaly. Lava turns
fo hard rock as it fiows into the sea. Trees and
other vegetation grow in a matler of seconds.
“IF the player picks up earth and dropsitina
river, the river will change its course, and a new
river will be crealed by erosion,” Chahi explains.
“Maybe it will flood a valey containing a vilage,
or maybe it wil extinguish a fire. The player wil
have 1o avaluate the mpact and reperaussions
of bis or her own actions, as a doming effect
comes into play.”

Along the way, players can sleer the develop-
ment of the bumans, bul they have litle direct
control over the tribe's actions. Create a stable
zone of lerain, and human culture will begin to
llewrish by planting crops and building slatues.
As the game continues, the boss encounters are
the natural disasters that threaten o overwheim

hurmarity, In response, the tribe can develop
specid abiifies that let them hold back the worst
ravages of nature,

“Humans in Froen Dust are capable of altering
anct controliing elements by using a powerful
drum-based music,” Chahi says. “Music has an
niricale connection to the game. For example,
humans have 1he power to repa water to protect
themsalves from ooding or tsunamis. We actu-
ally see humans playing music and the waler
drawing back in perfect sync with each beat of
the: crum, Visualy, 1L is caplivating,”

From Dust smartly nilerweaves layers of stony,
adventure, and puzze dements. love the ter-
rain manipliation concept, and how the game
15 rooted in the metaphorical presentation of
cultural and ecological change.

“The From Dust world is alive and indepen-
dent; the landscape is not st a décor, itis an
actor, and that changes everyihing,” Chai tell
me, “The world suddenty accuires depth, Ther:
15 a real climax; the tension is papable. You can

really fed the forces of nature at work i ihe :
game.” Look tor From Dust this summer, & -
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A quick look at some of the games Telltale will deliver in 2011

NEW SHOW
ONTV”

—ENTERTAINMENT WEEKLY

PC | Mac

08

ish studio 51 -
poper are teaming up to bring the
gritty comic detective caper Heclor
Badge of Carnage to a wider auwdi
ence n 2011. Under the deal, the
companies will release the orginal
iPhone episode to more patforms:
and deliver two new episodes |ater
this summer.

TBD

"Bill Willingham's Fabies brings
everything we look for in a property
to bring to episodic ~ strong, iconic
characters, deep, nuanced story
arcs, and rich, fully realized warkds,"

Connors says. “This is a series that 4 IhE nnmnle‘e
will work extremely well for the
cinematic style of adventures that FI 3
Tl daver 1st Season on
i -
Blu-Ray and DVD
]

PC | Mac | Console | Handheld
Mobile | Social Gaming

Telltale is waiting until San Diego
Comite-Con to divulge more details
on the Walking Dead game, but they
are s t % game delivers an
experience that il 1o the com-
ics. “If you don't start five minutes ; £ T4
of the game and fesl like you're n IS n

the Walking Dead universe, then
we probably did semething wrong,” IHE COMPLETE FIRET §
Says writer and lead designer ' .
Sean Vanaman

PC | Mac 1105 | PS3

The first Puzzle Agent, described
as “Professor Layton meets Farga,”
was the inaugural title launched
under Telltale's pilot program. The:
program lets Telltale rdease a
concept to market in the form of

a single episode to see how it's
received before committing toa
season-length serles. It was suc-
cessful encugh to get picked up for
a sequel, due out this summer.

Available At | NETELIX

And Other Retailers Near You
TBD

Details on Telltale’s return to Daven-

try are scarce, but Connors revealed

that Tales of Mankey |sfand may

Serve &S an inspiration for the series e =
wrkpbp bk wuW.amcty.com/originals/The-Walking-Dead
thing, let's figure out where they left
the story, let's find the most interest-

ing places to go to and embedlish
upen, and let's go there” he says.




PickUp (€)Store

PickUp@Store is a new program allowing you to find
products online and pick them up at your local GameStop.

© Pick your product @ Pick your store

Click your item’s “PickUp @Store” button. Choose a store near you that has the item
in stock. Then click “PickUp @ Store.”

Find a siore near zip code: 714 [ =awon ]

PickUp (@Store T
O DN T
€ \.“‘ ?“_P [-;1 X
PickUp (@Store
© we’ll hold your item @ PickUp your goods
Then we'll send you a Ready for PickUp With confirmation email in hand, let your
e-mail with pick up instructions. friendly GameStop associate know you

have an item being held for you.

@ SAVE TIME - No waiting for shipping. Play your game now.
© SAVE MONEY - No shipping or delivery fees.

© SAVE GAS - No more driving all over looking for your game.
@ TRY IT - Less time waiting is more time playing. Truth.

ik aqalabeat (GAIME

power to the players:
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| Will Educate You

Ty ome people will tell you that defining the term “games™
=, s difficuil and pointless. Those pecple are morons. It
U we don't decide exaclly what it means to be a gamer,
then bow can we Teal superion 10 thoss who fall 1o mest
our criteria? Don't worry: | have all of the answers.

Il you ke social games, you are nol a gamer. Seriousty,
i wou've ever played a single game on Facabook. or your
iPhona, don't even talk to me, becalse you are barely

q.
&
al

| Real Name:

aviean a person. Same thing goes for e people that only
play one game non-stop. News llash: Making a bunch of Withheld To
DA;:T‘](—)'R?&F:? musde dudes hug each other for a few seasons in Madden leect Dignity]
cloes NEt ake YOU a gamer, o Haadle
Il you like manstream series like Halo, Assassins Cread, Chocobro
o Final Fantasy, you definitely cannot call yoursell a gamer,
Fiead my cokmn onfne OF  oh_| love Red Dead Redemption, ust like the millions of
follow @GLOash  other paople who bought it” Way 1o be original, sheep. Oh,
and don't think reaching prestige five in Call of Duly is & free
ticket. .it's just another way of announcing that you're a
fake garmer who only follows the crowd.
Real gamers con'l ke the popular crap everyone else Accomplishments: Best Class:
does. If we did, we would have no way o showease owr Chiocobro s the longest-standing {and “1 thirk mmy guy was a mage of
dsceming taste. Underground indie PG tiles, bizame orly remaining) Final Fartasy XIV sub- a fighter.”
rrparts from thoss tiny Buropaan countries, and poordy sariber i the world, having maintained
localized RPGs with archaic mechanics are the gourmet an active acoount for two months. Favorite Feature:
dishes thal we gaming connosseurs dine Lpon. By playing “Honestly, | haven't even played for, =“All that stull with Deattwing
games No one else has ever heard of, we ensure that our ke, six or seven weeks,” he says. and Cataclysm was prefty swaet.
opinions can never be chalenged, sealing victory n any “I just can't figure out how to cancel Wail. . neverming.”
gaming argument. ny acoount.”

Maybe you have your own definition of whal it means 1o
be a gamer. That's cute, but which one of us is the editor of
amassive video game publication? You're free to disagree
with me, but here's alitle secrel: That's anather sign thal
you aren't & hardcore gamer.

Cheers,

Darf(‘ ééar{i

Darth Clark

Game Bed

The makers of GameGulp energy diinks and GameYURIM X1 snacks ae at 1l
again wilh el Elest gamer-exclusie poduct, the Game Bed. “Sometimes even
he most hardoore gamess neod 1 spe some 25 alter kng nights of Disting bad
quys and tizaring Brough galares in spacesiips,” says Ron Clukson, resident of
GameDoods LLC, “That's whare the Game Bed comes i, providing B lardcore
shumber games crave. Skeep s gonna get prmed!” Game Bed is a compatble
with pillows and sheets, and is only available as a full-sized single bed. After al,
gamess this exdreme never need to worry sbout a bed big enough for bao.

3DS Perfect View

The 306 foes consunes’ main compikaint veth 30 technology: wend glxss-
o5 Unformmately, to eqarnence e full 20 cffect, ayers have to view the scieen
at precise angles or 1isk instant cataacts. Instead of using the leved and plumiy
Beob St comme packaged with the 305 to caltwale the proper viewing position,
why not by e Perfect Wew? The medical grade polycarbonate device props the
J0G 2t thee optimal ang ke vivb: lirmdy preventing any sty movement of your head
and ik I meay not be the most comfortable way to play, but at kast you von't
be wearing Mose ridiculous glasses.
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Activision
Unveils New Gun Peripheral

Following Activision's recent cancellalion of the Guitar Hero
lranchise, the manufaciurer ks exploring new ways 10 bundle
cutting-edge peripheraks with their most exciting brands.

Tha latest endeavor aims to add depih and realism to the
rypersuccessiul Gall of Duty franchise by putting a replica

of authentic U.S. miitary fulure-tech in the hands of gamess,
The Stratling Gun peripheral features a unique rigger mecha-
nism which alows players to pick off single tangets with a flick
of the: thumb, or shred waves of enemies by rapidy moving
the trigger up and down. Players can select between differ-
ent color-coded ammo types by depressing buttons near the
gun's barrel, such as green gas grenades for beginners, and
orange napaim stirikes for expens. The Stratling Gun ratails
for $129.09, but Activision is offering a discount 1o anyene
who trades in aused Guitar Hero confraller st purchase, no
uestions asked,

news

Sony Reveals
Incomprehensible

NGP Pricing

Alter the recent debut of the next generation portable
PlayStation systemn, Sony has finally pecled back the prici
detais on the NGP. See if you can figure it oul, because we
drawing a blank hare.

o Wi-fi model (3209}« Soeenless, non- ® Wifi and 3G-

» Wifi and 3G portable option enzhled. Featwes
enabled ($399) that plugs into a nuciear uranium
: TV and plays the core for infinite
* Wi-fl, 3G, and enlite P53 collec- battery e, The
IMO"'“' compatible fiom (HE99) only modl to
f”‘gg-’ « Smaller screen stk backwards
= Cell phone edition. sl wilh only compaliility
Oefault ringtone one analog slick 599,999
& an autotuned and acoepts
take on Kaz Hiral's PSP UMDs. Aisa
ciassic "Riiliidge inchides a puppy,
Racer” meme lor sofite reasn.
{8599) (5799)

ACME AUTO REPAIR

FOREIGN & DOMESTIC CARS

WHAT WILL 3

* Do what he recommends ($2,000)
= Actlike you know something about cars ($2,(

($400, +35 Stress)
breakdown chance)

* Try to fix it yourse
* Ignore the p

Gran Turismo 5
Gets Even More Realistic

Palyptory Digital and Sony have hoard user complaints regarding unimgressive car
damare in Gran Turismio 5, and they're set 10 address those issues and mere in a new
litle update. “Damage is an integral part of racing, and we're taking it to the next level,”
says studio president Kazunor Yamauchi. Games have featured detalls ke tire wear,
crumpled hoods, and detached bumpers, bul they haven'l caplured the real experi-
ence of car ownership. This updale gives every player a new garage that just holds
two cars = then the fun begins. "Car customization is so realistic that only an actual
mechanic could possibly understand whal's happening,” says Yamauchi. Gamers who
aren't fariiar with how cars work can still interact with their vehicles by inspecting the
garage floor for mysterious stains and leaks, trying 1o suss out wiy the “check enging”
light won't stop blinking, and popping the hood o stare mpolently al thal bewildering
mess of an engine. Once ther car stops running or gels in a wreck (hope you bought
n-game insuranceal), players must um o the people on their frisnds list, asking for a
virtud ride o the gamea's microtransaction-supporied repar shop. “We're ntent on
bringing players the most realistic experience on the market today,” Yamauchi insists.
“This is whal driving is all about."

Datarlile

Microsoft On Einect:
We're So Busted

If you're one of the exght
million Kinecl owners looking
forward o the second wave of
releases, Microsoft has some
Dad news for you: There aren'l
any. “We didn't anticipate

that people would want to
continge playing Kinect, so
we never planned any more
games,” said Microsoft's Kudo
Tsunoda. “We're mystified by
the device's success. Frankly,
Ihe whole project was just an
laborate Lax dodge.”

EA Buckles Under
Pressure

Retreating from its “every
game needs a good guy and a
oad guy” stance, EA has caved
in to protests and removed
necromonhs from U Dead
Space series. NASA scienlists
Uhrealened to hoycolt the
game at launchopads and the
international space station due
to ils frightening and unflatter-
ing portrayal of space travel.
The only scares lsaac needs
1o worry about now is running

ot of asteonan ice cream and

Jamming up e one working
shuttle toiket,

Killzone 4

Killzane 3 supported 30 along
with the PlayStation Move, but
he latest entry in the Killzone
franchise will incarnoate even
more gimmicks — a goal previ
ously thought impossible. “This
time we just said, ‘F--- it,"" re-
veals a Sony rep. “We use the
Rock Band guitar, Tony Hawk
board, and ulvaw Tablet —
oasically anything that only six
percent of players will even try
pelore immediately returning
1o the normal conlrols.”
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LittleBigPlanet 3

Taking user creation tools to
terrifying heights

¥ Platform
FlayStation 3

» Style
1-Flayer
Development Kit
# Publisher
Sony Computer
Entertainment
» Developar
Media Molecule
» Rolease

If you can make it,
you can release it

ariginal LittleBigFlanat, the sequeal gave players
a host of new creation tools, nduding the abil-
ity to make enlire games. For LitlleBigPlanat 3, Media
Molecule s pulling oul all the stops
New leatures in the creafion mode include a full suite of
development tools, nduding support for Unreal Engine
3, Euphornia, and Havok physics. It also contains a diz-
Zying amay of modeling tools for 3D characters and
environments. Direct G4+ programming is not only sup-
ported, but required s a USE keyboard. The actud
levels, however, can stil be played wilh a controller.
Media Molecude's Alex Evans summed up the possibili-
fiess: “With a big enough team, you can create anything in
this game. RPGs, first-person shooters, MMOs. We cre-
ated a Missie Defensa done, and then created an actual
missie defense system, Seriously, the U.S. Depariment
of Defense is using it right now." » Darth Clark

T fler seaing the cutstanding community levels in the

After the commercial failure of the futuristic Call of Duty: It's The Moon, Activision is
ok, Ancient Warlare is set during prehistory's notorious
Battle of the Cave Baar, and features dl-new perks, era-appropriate bone weaponny,

going back in lime — way

and customizable kr singets.

D

# Platform

PC

¥ Style

1 or 2-Flayer
Johnny Depp Movie
¥ Publisher
Anyens? Pleasa?

» Developes
Telltale Games

# Release
Stretched out over
several episodes untl
you just stop caning

Y

Tales Of What's Eating
Gilbert Grape

Fat of heart

with no fir
Park imo

elltal
Clas
faithiul adventure games, 15 taking WENCE O

another surprising project: the dassic What's Baling
Giibwart Grape

These episodic quests recreate the touching 1993
‘Golden Globa-nominatad fim, teling the story of two
dissimiar brothers struggling to find their place In the
wortd while caring for thair sirict but well-meaning cbese
molher. The episodes will nighlight key points in the

g, el £ e whera players contral Johnry

Depp's chara clowi a lonely ciet road,
and anoll which thay must select dialogue oplions
1o 1alk his brofher down from the water tower.
& the fim having a nunning time of cnly 118 min-
game will be split nto five individual dhapte
each sporling two and a hall hours of drameatie, hoay-
hearted gameplay. » Darth Clark

Years after his death,
Jotn Marston stil has
a soore o setio
bl winen b OOMmes
back 1o Earth, his
ghost accidentally

gets Irapped inside

an okd Frigidare! This
hiarious sequel s full of
wacky dsguises, comic
misschiet, hare-brained
schemes, and all the
hijirks Fars loved from
1he previous entry.




Heavy Ram Before The Fold

All of the story,

none

Style 1-Player Dinkan® Around Your House And Sroff
Publisher Sony Developer Quantic Dream
Relea=e Delayed Until Next Month ESEE EIQ+

PlayStation 3

eavy Rain was a pratty good game, but it had a » Concopt
H mager llaw: I was a complete and uitter bummer, Takie what made Heavy
Quantic Dream has wisaly shifled away from all Rain great, and remove the
of that depressing stuff about kilers and sacrifices ickty stuff
in this prequel, focusing instead on Ethan's past... » Graphics
and whal a past it is| You learn exactly how Ethan Every detail is faithfully

Mars got his cool hou
the numiber of activit
Between paying bills, walkir
answering telemarketing cal

2 (spoder: he bought it), and
al his disposal is amazing.
up and down stairs, and
s a wonder Ethan

rendered, from steaming
mutfin tops to the weave on
Ethan's monegrammed towels

» 5
has any tima to spend with his sons Jason and Shaun Chi;:ﬂ:;:‘;s sound vaguely
and his awesome wile, Grace. If you enjoyved drinking foreigm, but not in that
orange juice in Heawvy Rain, rest assured that the Mars  bad way
Tamily refrigerator is overllowing with muiliple bever- ¥ Plagability
ages. Fans of QTES invalving armpit farts to make You can press buttons and

babies laugh are in for a real freat. | can't wait fo see
whal happens next 10 these characlors! Well, exceplt
for all that bad stuff. » Darth Clark

your guy does things
» Enftertairanent

As good as the Sims, without
the breakneck pace or genze
of progression

SONIC Rebom

_)II]"|' |J|||.

Styls 1-Player Nothing Else Works So We'll Try This Style
Fublisher Sega Developer Sonic Teamsters
Rslaass Who Cares? ESRE MMM

Brain zone, His cheeks are caked n mud, and

blood seeps through his mangled blue fur. He
ks vulnerable. but his green eves still hold the spark of
defiance that has entralled gamers since the early "90s.
Behold the new face of Sonic the Hedgehog. This gritty
reboot will have you questioning everything you thought
yiou knew about Sonic. Retom is aboul survival - not
spead - and delves Info an emotional portralt of what
it means to be a hedgehog, Alter the Eggman Plague
wipes oul 80 percent of the world's population, the
18year-old Sonk: is lefl 1o fend for himsell In the waste-
land, fighting off hordes of robo-ghotls. The tension is
hwilling, arvd fleeing k't an option since psychological
Trauma prevents Sonic from ever breaking into a run.
Forgat spin jumps and loop- de-loops; as you search for
tarnishec rings igments of Sonic's r.aL.th\r.i rmirl thal
represent a broken angagement), your only weapons
are improvised shivs and your hedgehog wits. This
makes Rebom the most mature Sonic 1o date, though
Darth Clark

/\ lone figure staggers across the ruins of the Scrap

10

PlayStation 3 « Xbox 360

¥ Concept

Follow in the rebooted
footsteps of Tomb Raider

and Devil May Cry

» Graphics

It's got lots of blood, so you
know it's sophisticated, Also,
the fur physics are impressive

» Sound
HNolan Nerth voices every
character

» Playability

Sonic's blazing speed is
now a plodding limp, and it
feels perfect

» Entertainment

Thils is Sorde as you've never
seen him - staming in a
good gamea

» Replay Value

» Replay Value giving Ay those double-Ds helps, too. Sure, knock yourself out
S0 many replays
| I .
Racing Game Flowchart K12 2]
5 Makeadecahal T Upgrade transmission | New rims Nl
says “fan”
* | 1 | ' I
1, L - - {2
R3] 1 il spakpgs = |, Flstypantin ] Beginrace
Jieiedtin | 44— [
T Improve sspension. Add a spoiler =1
T”* [ i 4l Tum!
| T Tl* (AR — 141
to-charge.  —T— | Tweskeng - -
Buyacar T L 1= rm 1 oh! Tinted
11 , A LA Lt
I T

—  Debale race tres
V. spert tires
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The Last of the Independents

In an industry that's increasingly divided between mega-publishers i
tally focused independent developers, Atlus continues to
Japanese RPGs. With a rabid fanbase and sensible business, the company has
industry. We recently spoke with Atlus VP of sales and marketing Tim Piviieny about the company’s success

some of the recent changes in its focus.

interview by Matt Helgeson

In thig industry, which is dominated by a few
mega-publishers, what are the challenges
of being a small, iIndependent company?
Well, in lefrns of acquiring product, you'ne going
up against companies that are bigger, mone
internalional, and have more money and feat
on 1he ground looking for things. Over tha last
few years, we've stepped up our aflonts 1o be
more visible in the markeiplace. We are talking
1o more companies about procucts. Interms
of gatting retal presence for our games, agamn,
there are aiways the big guns out there that
can afford high-priced in-store marketing and
things like thal. That makes it more difficull to
get visiility n a store, However, the one great
assel thal a company lke us has is having
dedicated fans and some recognizable fran-
chises thalt the fans love. Those retalers that
can handa, in o case, Japanase RPGS, know
that the pre-order business will be there. They
know that the fans wil be there on launch week
and therealter. There's a history of our games
becoming scarce - nol dways, bul often, We
iry 10 balance those things. We can't throw al
the monay at the marketing and we're gends-
ally ol going 1o have the big licanses that ail
across every demographic, so we Iry lo slay
wilhin carselves,

You mentioned the fact that your titles
often become scarce, What is your formula
for deciding how many coples of a game to
manufacture?

For thi miost part, we work very closely with our
salos reps and accounts in advancs 1o gauge
the interest. We don't try to oversel our games
or hype them too much. The most important
customens thatl wae have can help sell our prod-
ucts, they get a good feal for what the game
can do. So, we round up all these numbers and
take thal and add in what we're doing in oxtra
marketing or what wa leel about the quaity of
the game. Can it have more legs than the typi-
cal gama? Then, we decide what the launch
quantity should ba. Pre-ordars ara very, very
important, We can look at that history 1o halp
e The nlenest,

What's a successful title for Atlus in terms
of sales?

That really differs a lot based on the ficansing
deal, and aso the platform and retall price. If
WOou ever ook al NPD industry stals, you can
tedl how dilferent games sell, but for us, some
games will do 30-356,000, others wil do two,
thres, o lour times thal, Sometimes, whan &l
the planets line up, we have a really big game
Iie Demen's Souls.

Were you taken by surprise at the success
of Demon's Souls?

Wall, il taken by surprise mears that nobody
predicied it o bae This big, we wara taken by
supdise. Bul we also falt, going into it, that it
had a high probabiity of being our best lile
ever, Il was also a risky tille from a lnandal
point of view, and the risk of doing someathing
different from what Aliues normally does. It was
alitthe scary. | was our liest PS3 game. Bul as
we dug inand began to understand whal we
had, we were definitely fueled by the fans that
were playing the Asian version and talking about
how great it was in the forums. Finally, when we
announced it, they all rose up and supported it
and got everybody jazzed. We made the right
decision and dug in 1o do as good a job mar-
keting it as we could.

Was that one of the most expensive games
you launched in the U.S.7

It's definitely up thene. It wasn't apparent how
big il could be nghl away, because we didn't
buid 200,000 or 300,000. We had significantly
less than that. But, right away, every day we
ordered more, Sony was doing a very goad job
of buiding and delivering — ususlly quicker than
we thought the lead time was. Except for the
frst week, where everybody ran oul of stodk,
we were inslock all of the time as orders came
in with a few exceptions. Over the subsequent
months, we redly maximized the sales and sat-
isfied every customer that wanted it. I was really
fun, and we want to do that again.

N isp g Dark Souls,
the successor to Dornon's Souls. in
America, Did the fact that you had so much
success with Demon's Souls drive up the
price for the sequel?

Well, | don’t lnow for sure, but anybody with a
sound-thirking mind would think that.

Is that frustrating, as you took all the risk
and helped establish the series?

Well, that goes back o one of the questions
o asked earlier about what are the challenges
when you're one of the smaler gquys. But, yeah,
that's frustrating.

You specialize in bringing over games from
Japan. What's the process for deciding
which titles can be successful In America?
First of all, we're not just looking in Japan any-
mare. We're looking everywhese on Earth, and if
there are olhar planets that have developers, we
weant to talk with thern as wall. We are stretching
out. We're also looking at gerves that wouldn't
b considered a typical AL ganre. But, in
terms of what we look for, s pratty simple. Its
what most companies look for: the competi-

Tive erwironmant, the devalopar’s Track record,
what the cost ks, the platform; &l Those related
subjects. We don't go too lar into a cornversa-

thrive publishing physm

ke Activision and EA and small, digl-

copies of largely traditional
carved out a unique niche in the

tion 1 the game does’t sound like fun o | iho
playable 't fun. Using Demon’s Souls as tha
axtreme example, il you have a game that peo-
e dove; 1L miaans s going to sall mare becauso
word of mouth means alot.

You also doing more non-Japanese stuff
aimed at core gamers like Cursed Crusade
and Divinity Il, which are European. Is

that a response to the fact that the last
few years have been pretty hard on the
Japanese gaming industry?

Generally, yes. | wish we could make tons and
tons of money on handheld games, bul thal's

a litle tougher here in North Amesica. Mary of
the: hits in .Japan are handheld, The marging and
price points are lower,

Do you see more Western-developed
games in Alus's future?

We wil maximize what we can get from Japan,
but we wil look dsewhere. We'll take a hard look
al ary game developed amwhera in the world,

How closely do you work with Japan in
terms of the games you bring over here?
Wedl, it's on a couple of different levels, One

15, Wiz can see into the fullre and see ideas
and projects thal are in the works. But, it really
unifolds for us as they get doser 1o releasing
the garme in Japan, That's when they've gotten
averything done that they want to do lo launch
the: garme over there, and are in a pasition to
begin to help us. The fiming generally works
ckay, bacause we have to go through the local-
ization of it. That's not done overmight. It can
take many months, depending on the game.
That's when thirgs star for us, The timsline is
when they gel ready to launch, that's when we
start getting heavily involved in it.

Is Catherine coming to the U.S.7

How do you spall that? [Laughs] We are plan-
ning on bringing Catherine out in the LS, in
summer of this year for PS3 and Xbox 360.

How do you feel about digital distribution
outlets like Xbox Live, PSN, and Steam?
Part of the process we'ra going thiough in
rvestigaling products is digital downloads
across gl platforms.

Do you have ambitions to grow the com-
pany significantly or are you content with
the niche that you have in the industry?
Well, number one, we wanl to be prolitable. So,
in tamns of growing, ves, thora's an interest in
doing that. Our appetite was certainly whetted
by Demon's Souls. So, whils we spend a very
good amount of our time looking at small, niche
games — and wa'll always love Thal business —
w810 cane oul Somia Time 10 look at soma
bigger possibiliies. Our eyas are big and they
are widle Open.
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Fender Squier ‘o
Stratocaster GUITQY  —

Rock Band 3's pre-

and Controller === =

but like a true rock star

it makes an impressive entrance. For most users, the chief reasen to buy the
guitar is for its excellent game functionality. Superb detection on the fret board
shows you which note you're holding down onscreen the instant you depress
it, and the guitar detects which fret you're pressing even with a relatively
light touch, which is crucial for beginners. Finger picking works well, but we
recommend using a pick for the best detection.

The guitar works great in concert with Rock Band
3's excellent tutorials and growing library of Pro
Guitar-enabled tracks. Don't expect this to give you a
shorteut to becoming a guitar virtuoso, you stll need
to invest enormous amounts of time to learn the gui-
tar. That said, the peripheral and the software com-
bine to great effect, making the slow process much
more fun than learning from a book or video.

On top of its Rock Band 3 functionality, the Squier
doubles as a real electric guitar. It's essentially an
entry-level option, but a decent one for the price. It
has one knob for volume control, and only one pick-
up. The custom polymer fretboard will feel strange
to experienced guitarists, and the unit we tested had
some consistent buzzing on certain frets, Even so, the
guitar played and sounded good when we plugged
it into an amp, and the solid Fender construction is
light years beyond any existing guitar game control-
ler. The Squier can also function as a MIDI controller
if you have the necessary setup.

-t

$279.99
(requires Mad Catz MIDI PRO-Adapter, $39.99)
fender.com




Shooter

The teams bebiind Killzone ad SOCOM
helped concepiualize this durable Movwe-compatiie
pesipher h offers a more aufhentic shoot
g experience. The qun features a shardy frame

[l slock kenglh and well-p

I's nat as precise s holding e
controlier in your lap and using fing wiist motions
1o alm. Plus, don't overlook the dovinside of arm
Taligue alter you hold & plastic gun aloll Tor a six
hour marathen session.

| AvERAGE (11

$39.99

, " a7,
us.pl com/ps:

I PlayStation Move Sharp

Mad Catz Marvel vs.
Capeom 3 Tournament
Edition FightStick
Iad Catr used o make the junk you had to buy if
woul didn't e the cash for an official periphesal,
but the company has started defivering qual'ty
products in the kst few years. s Streat Fightes
IV Toumarment Edifion FightStick was one of the

best on the market, and Mad Catz has done it
adan lor Capoom's ned g Gighting titke, Balh
The PlayStation 3 and X 360 sticks feature
arcade-qualty companents sourced from expent
Japanese manufacthurer Samwa Densh!, dual-urbo
functionally Tor every action Bullon, and a retract
ahle 13-foot cable.

$159.99
slore.gameshark.com

Razer Onza Tournament
Edition Xbox 360
Controller

Razer's new confroller is 50 solt and form filting

that your hand practcalk s into it Almed at

professional gamers, the O

feature |

s two adjusiable
can be tightened to provide a higher level of preci-
sion. The backil face bullons have a shorler oy
o star an most 360 controliers, and He nper
TESPONSENESS i5 & boon s nead to rekad
CECK]y o jLmp bo 5
ler features don'l 3

support the Onza tethers you 1o your Xbox with a
15-food braided cabbe, the d-pad & crky, and he
e remappable shoukder Lutbons e paced s
close to he LB and RE bultons that you're Dound
o hit the wrong one when te acton gels lenzed
Raer Dasn'l crafted the perfect controller, bul it
you're: leoking for precision analog controls the:
Onza is your bast option.

$43.89
FAIErZoNe.com/onza
Dead Space Plasma
Cutters
Epic Weapons has designed bwo Fle-sized
models of Dead Space’s phasma culler — one wer
son lor cach alry in the series. Made mestly of

metal, these deadly sci-f weapons come with et
awn display case and have ol vertical and oo
Fontal firing pos®ons. They only fre gentle

of Fght, but that shoukl be encugh 1o
romorplis from coming out from under your bed.

Media Shelf

THE WALKING DEAD:
SEASON ONE

$45.99
ametv.comy/originals

THE WISE MAN'S FEAR
(KINGKILLER CHRONICLES,
DAY 2} BY PATRICK ROTHFUSS

$29.95
WRATH OF ASHARDALON:
A D&D BOARDGAME

$64.99
wizards.com/dnd

ZITA THE SPACEGIRL
BY BEN HATHE

$10.99
firstsecondbooks.cam
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The Fine Print

End User License Agreements:
Can’t Read Them, Can’t Game Without Them

by Matt Miller
senior associate editor,
Game Informer

increased rights for the consum-
ars of those products, not less.
Would you put up with a brick
and mortar store that made you
sign a 10-page legal document
before picking up a new sweater?

Second, these agreements are
fundamentally incomprehensible
to the average human being. How
can | be held accountable to a
document | can't understand?
For now, the courts seem to
think | can. So long as that's the
case, no one should expect that
software companies are going to
change their approach.

In 2009, Congress passed the
Credit Cardhelders’ Bill of Rights.
While few would claim this bill
was perfect, it did put into place

I'm sick of end user license agreements. A few weeks back, I excitedly popped DC Universe = $ome basic protections for credit

card use, including disallowing

Online into my P83, looking forward to diving into some superhero craziness with a few of CG companies from changing a

my buddies here at GI. What's the first thing that greets me? A legal contract that would put

my house mortgage to shame.

What are these things, anyway? Terms of ser-
vice contracts are a legal agreement between
you and the company that makes or sells the
game or product you're using. You see them
most r,:l::mmunly with games that have an onling
component. Thaey tend to set up a lopsided
structure that favors the company's rights over
yours and helps assure that you will not use the
software in & way thay don't want you to.

I get it. Companies need to protect their intel-
lectual property, But is this really the way to do
it? In a recent poll on gameinformer.com, we
asked our readers whether they ever actually
dig in to read those lengthy missives penned by
lawryers for some distant game company. The
answer? B7 percent said they never give them a
second glance. Less than 2 percent of respon-
dents said they actually read them complataly.
Despite any misgivings, we scroll to the bottom,
tap the "I Accept” bex, and head on in to our
beloved game. So it's our fault if we didn't read
it, right?

Well, the matter is at least up for debate. Last
wear, an intriguing case went before the cours.
In Vernor v Autodesk, a man bought a few cop-
ies of an AutoCAD imaging program at a garage
sale, and then tried to resell that software on the
Internat. Autodesk threatenad to sue him, claim-
ing that not only did he not have the right to sed
the product, but neither did the original owner.
Why? Becausa the end user license agreement
only icensed the software to the buyer, Neither
buyer ever actually owned it

What? He bought it, right? How can he not
own it? The district court seemed to agree that

something was fishy, and it ruled in Vernor's
faver, Sadly, an appeals court reversed the deci-
sion, and ruled for Autodesk

Even ignoring the issue of the license versus
ownership dabate, this seams a itthe ridiculous.
The “buyer” had no reasonable way to under-
stand that he didn't actually own the product in
question. End user agreaments are couched in
so much legalkese than even a trained attorney
would have trouble parsing what they have to
say, That's the problem. Even ff we did want to
read and comprehend these agreements, most
of us can't without an advanced legal degree.
Nonetheless, we're held legally accountable
ta its contents. By hiding behind obscure and
incomprehensible language, software develop-
ers and publishers create a nearly impenetrable
barrier between themselves and the gamers
that enjoy their titles. Even if | did read the 30
paragraph agresment you made me sign, |
weuldn't know if | was breaching the agreement
if | wanted to.

For some people, |'m sure this couldn't be
less of a problem, Agree to the nonsanse state-
mant, and move on. What's the big deal? It just
bugs me. When | agree to something with my
name attached to it, | like to know what it's say-
ing, er at least have an expert | trust give ma the
go ahead.

End user license agreements in their current
form aren't the answer to [P securty for a faw
reasons. First, thera are littke to no protections
for consumers. In a world where people increas-
ingly purchase games, music, movies, and
cther entertainment digitally, there should be

user agreement without advance
netice. Sadly, similar protections
do not exist for software users.
Software agreements change all
the time, but m many cases after
the first few weeks of owning the product, you
can't return it if you decide to declne a new
agreement. That's presuming you could even
understand what has changed

There's also the way these agreamants back
gamers into a corner regarding the functional-
ity and lifespan of the game. Most agreements
don't guarantes service, and absolve game
makers of delay or failure of servers. When
you accept the EULA, you agree that the
publisher can turn off its servers at any time
without netice,

Just once, I'd like to turn on a new game and
read a user license | could understand. Maybe
five or six rules = things like: Don't steal our
game. Don't use the game to make real world
money. Don't harass other players. The sort of
thing | could read in a few minutes, and agree to
with my eyes open,

But | think the agreements are so long and
perplexing exactly so that we can't do that.
Make something convoluted enough, and no
one will take the time to figure it out, Like the
recent financial instruments that caused the
mortgage meltdown here in the United States,
it's easy to overlook something that's too com-
plicated to comprehend. Admittedly, we're not
talking about the fate of the free market here,
We'ne just playing some video games. But a
little transparency and simplicity couldn't hurt,
whethar you're talking about the contract for a
house or the ability to enjoy your favorite MMO.
e S
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Get Super with the ultimate version of Street Fighter®, now in
face-punching 3D. Perfected for Nintendo 3D5", Wi-Flght your
way with all 35 characters using local and online multiplayer.
Enjoy new visual perspectives, new modes, a_nd so much more.
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www.streetfighter.com
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he 3rd Street Saints used to be just another group
of thugs with Glocks and itchy trigger fingers, blast-
ng their way through the city of Stilwater's count-
lezs gang wars. Fast forward a few years, and the
boys in purple have buried their rivals and even
formed a marketing partnership with the gigantic
Ulter Corporation. After ridding the streets of numercus gangs,
the Sairts are haroes of these once-treacherous neighborhoods.
They pose for pictures with kids, sell t-shirts and bobbleheads,
and even have an actor embedded in their ranks so he can
prepare for his role in amaovie about the gang's exploits. Like
fermer gangsters Snoop Dogg and lee-T, the Saints bacame a
mainstream presence. While the public sees them as guardian
angels who only want to keep the streets safe, the group can't
quite shake their rocts as thieves, dealers, pimps, and soldiers.
These instincts inadvertently take them out of Stilwater and into
new termitory.

With no competition left in Stilwater, the Saints run wild like
kids in a candy store. Robbing banks is a common activity for
the group, and that's where you kick off Saints Row: The Third.
In typically bold fashion, your crew attempts to score some quick
cash by airlifting a bank vault out of the ceiling via
helicopter. Things go awry and the Saints end up in
the slammer, surprising many considering the cops
are normally bribed to avoid public busts. While
incarcerated, you learn that an intermational crime
ring lnown as the Syndicate owns the bank in ques-
tion, and they're none too pleased with the Saints’
act of aggression. After slipping the cops substan-
tially more cash than your crew could pony up, the
Syndicate holds you and partners in crime Johnny
Gat and Shaundi hostage on their private jet. The
three of you awaken to the sight of a cigarette-
smeking Belgian named Phillipe Loren, flanked by
his femme fatale assassing Viola and Kiki. An offer
is presented - the Saints will be allowed to live in
exchange for 88 percent of their monthly profits.
Unsurprisingly, your character retorts by saying, "Go
make yourself a f---ing waffie” and a gunfight breaks
out onboard the aircraft.

At this peint you take contrel of your character,
securing human shields and blasting your way
towards the cargo bay at the rear of the plane.

After dropping saveral of your captors, the cargo deors open and
dozens of the gang's cars (and bodies) begin to fly cut into the
night sky. You grab a parachute and struggle to hang onto solid
ground, but an SUV tumbles past and sends you and Shaundi
hurtling toward the ground. Gang warfare didn't properly prepare
your character for this particuler situation, but his instingts tell him
to act quickly and secure a weapeon. Controlling your character as
he plummets through the sky, you steer him towards an airbome
Syndicate member. Upon reaching him, you pummel him in mid-
air with blows to the head and steal his double Uzis. You're not
the only free-faller with survival instincts in high gear, however,
as Syndicate members are firing at you from every angle. While
avoiding debris and falling cars, you Kill your enemies and manage
to cateh up to Shaundi. You deploy your parachute, and the girl
seems appropriately impressed with this act of extreme bravery.

This mission's already featured more action than any previous
Sants game, 50 we expedct the protagonist and Shaundi to float
to the ground followed by a nice end-mission reward. However,
Vaolition prefers to layer crazy on top of crazy, so the plane begins
a slow 180-degree tum in an effort to ram the two of you during
your descent, Abandoning the role of gentlernan, your character
toeses Shaundi toward the ground and attempts to break through
the window of the oncoming plane. You manage to shoot your way
into the cabin. but aren't able to gain solid footing long encugh to
go after Phillipe. Instead, you fly cut the back of the aircraft and
attempt to save Shaundi once again. She understandably berates
you for throwing her to a certain death, but you land safely and the
mission ends.




;| ACity In Turmoil

After touching ground in anew city and assessing the situa-
tion, your character realizes he can't return to Stilwater with

h the powerful Syndicate controlling the banks and police force.
i. He instead calls up some key Saints, prompting a mass migra-
tion to this new town of Steelport. It's probably for the best,
as virtually all of Stilwater was covered in sewage, set on fire,
or blown up in Saints Row 2, and its entire population is likely
rendered infertile thanks to countless blows to the groin

For years prior to the Saints’ arrival, Steelport sufferad from
aconstant economic decline. Founded by blue-collar factory
workers, elements like proper zoning were a foreign concept
during the city’s conception. City planners built skyscrapers
adjacent to warehouses and ignored the benefits of mass tran-
sit, and the city gradually decayed ower time. Stilwater featured
suburban areas with white picket fences and freshly mowed
lawns, but the closest comparison in Steelport is a section of
densely packed, rundown one-story houses. The Saints aren't
the only organization with its eye on Steelport; the Syndicate
smells an opportunity and begins taking over the weakened
city. They renovate slums with gaudy casinos and brothels, but
the lure of sin and vice chearly takes precedence over appear-
ance. You won't find glitz and glamour in these areas; they

prey on a beat-down populace’s weaknesses and addictions
In an environment such as this, the city's worst comes into full
focus. If Stilwater had a serious gang problem, Steelport has a
full-blown epidemic.

With new territory comes new threats, and the Syndicate's.
extensive influence permeates every corner of Stealport.

In addition to his role in the Syndicate's leadership, Phillipe
Loren recruits hundreds of psychopaths to three different
gangs in tha area. Moming Star (personally led by Phillips) are
suit-wearing, chain-smoking European baddies straight out
of a Bend film. They peddle weapons and prostitutes, and
prefer sniper rifles and SMGs when deadly force is required,

If Morning Ster are the brains of the Steelpert gang scens,
the Luchadores ane the muscle. Patrelling the southwest area
of the city in their SUVs, these masked wrestlers deal drugs
and run gambling rings. If you get on ther bad side, they're
prone to heavy weapons and close quarters combat. Finally,
the Deckers are the computer nerds of the bunch, dealing with
security and money laundering. As the gang wars intensify,
another faction will arse - the STAG (Special Tactical Anti
Gang) unit. This government-sanctioned force is tasked with
ridding the streets of any gang they encounter, regardless of
whether they're Syndicate or Saint.

If the migsions we've seen are any indication, Saints Row:
The Third is even more chactic than previous installments.
Camage can be a great thing, but not if it comes at the
expense of playability. Velition has specifically designed the
city te include numercus landmarks that clue you in on your
location without the need to constantly stare at the mini-map.
Casinos and SUVs driven by wrestlers indicate the geographi-
cal location in a more interesting manner than some color
on amap screen, Volition specifically designed Steelport's
skyline so it can be seen from almost any area of the city, so
you always know which direction is downtown. Great fictional
locales like Gotham Gity and Metropolis become just as impor-
tant characters as any supar-villain, and Volition wants to make
Stealport equally vital to Saints Row: The Third.




it's About
Respect

The Saints
Go Marching In

Previcus Saints Row titles featured similar three-gang structures,
but each organizaticn had distinet story arcs that rarely intersected.
In an effort to create a more cohesive narative, characters from
each gang in Steelport interact with each other and are featured in
ather gangs' stories throughout the game. The manner in which you
interact with these gangs and make decisions during missions will
impact your experience in significant ways. At one point in the story,
the Saints come into possession of a gigantic bomb. The Syndicate
owns a towering skyscraper, and blowing it up would earm you a ton
of respect [see sidebar]. “Your choice will affect both the skyline of
the city and how pecpla in the city react to you. People are gonna
talk about it...this giant f--ing building just blew up,” says designer
Scott Phillips. Wyou'd rather preserve the Steelport skyline, you

can lead an assault'en the tower from the inside and take it ovaer

fiar yourself. With this tower under Saints jurisdiction, it gives you
access to more weapons and cash, and becomes your new base
of aperations.

Smaller decigions also play a role, such as amission where the
Saints raid aMorning Star boat filled with prostitutes. After capturing
it, you can either sell thesr boat back to them for one lump sum, or
keep it for yourself and pimp the girls out for the Saints. The instant
cash-in v& long-term investment concept is similar to the options.
lottery winners receive, and can reward patience if you're willing to
tum down the large initial payout,

Bringing down Merning Star, the Luchadores, and the Deckers
requires more than accepting a bunch of story missions. Various
flashpoints scattered throughout the city feature the Syndicate
gangs partaking in their faverite illegal activities. One involves a
group of over 20 Luchadores guarding a shipmant of drugs, and it
appears entirely out of the context of any mission or activity. By call-
ing in an air sirike, it's possible to send their flaming bodies scatter-
ing in every direction.

Aggressive actions such as these eam you respect, but they're
also a crucial element to taking over the city. You can take several
different approaches to overtaking an area, and there’s no cne right
way. Destroying flashpoints helps the Saints move into new turf, but
purchasing shops, completing activities, and taking over strongholds
also gets you closer to dominating Steelport.

LET’S PRETEND

dao Suims » SPACE SUIT
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Anatomy Of An Empire

Even though Velition has taken several steps towards 8 more cohesive story,
it still prefers for players to create their own character rather than provide
one with a predetermined lock and background. Your character is the same
protagonist from the first two games, but you're free to change his or her
entire appearance at any time thanks ta the Image As Designed plastic sur-
gery locations. Customization options are even more robust than in previous
installments, o you can easily cause havoe as yourself, a celebrity, a ficticnal
character, or a superhero. Triangle sliders streamline the process, and new
skin color options ensura we'll see a few Incredible Hulks running around
Steelport. YouTube videos showease fans in Saints Aow 2 causing trouble as
rappers and the team of Will Smith and Martin Lawrence from Bad Boys. and
Volition has hinted at an online community system that allows. players to share
their creations.

Every gang needs some signature rides, and you can tweak the cosmet-
ics and performarnce of your automabile of choice. Instead of being limited to
nitrous or kneecappers. players can upgrade bumpers for added durability o
pour some cash into torque to help cutrun the cops. If you really want your car
to stand out, add gigantic spoilers or a customizable underglow. Don't worry
about losing your investment if you wind up carsening into the ocean, as your
rides. can always be retrieved and repaired at your crib.

Saints Row 2 allowed you to customize your entire gang if you were tired of
the thug life aesthetic. You could class things up a bit by having your crew wear

sUits, or make a ridiculous game even more surreal by having hundreds of ningas

drinking 40s and patrolling around town. Rather than sticking with one uniform
leck, in Saints Row: The Third players can mix and match four ditferent cutfits
for your Saints. With these new options to diversify, you can turn the sireets of
Steelport into a parade of furries, pirates, S&M gimps, and the mascot for the
Saints Flow energy drink.

You may find dozens of these customized gang members on the street, but
one character stands out in the crowd. At over eight feet tall, Cleg Kimrler is a
towering beast who can toss cars like they're made of styrofcam. He'll even-
tually be an asset to the Saints, but the Syndicate captures him in an effort
to create a clone amy. Oleg is highly intelligent, but the Syndicate's cloning
process proves imperfect and his copies come out dumb as bricks. Despite
their lack of braine, they're still shippad eut as cheap muscle to the gangs of
Steelport, After getting used to taking down waves of standard-sized, gun-
wiglding baddies, you'll have to shift your strategy when one of these cloned
brutes charges you with piledrivers on his mind. Unloading shells inte him will

weaken his defenses, but you have to complete a quick time event to delver the

final blows. If your Cleg is in the same room, a batthe of the titans plays out like
a Hulk vs. Abomination duel. Your version of Cleg is the chess-playing original
(known as “Patient Zero"), so you have both brains and brawn on yourside.
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Shoot To Thrill

Oleg won't always be around, so you'll need an arsenal of weap-
ons. The typical asscrtment of pistols, SMGs, rfles, and grenades
is back, but a wide variety of less traditional tools of destruc-

tion are also at your disposal. One melee weapeon — a giant bat
shaped like a certain sex toy —leans far towards the novelty end

of the spactrum. This floppy rubber weapon is fully animated

and endowed, and adds an unmistakable degres of insult to an
attack. Beating an elderly woman with a sledgehammer is typically
frowned upon, but you're really pushing the lines of decency when
you're pummeling her with a purple phallus.

A sex toy might be good for a laugh, but it doesn't do much
good when faced with an angry mob of Morming Star. When over-
whelmed, players can call in an airstrike by painting the target area
with 2 laser. The ensuing explosion turns any flesh within a large
radius into azhes. If your enemies are camped under an awning
or other cover, you can opt for a Predator drone. Like the iconic
AC-130 level in Gall of Duty 4: Modern Warfare, this changes
your perspective to a top-down view. You can pepper arcas with
standard bombs or release a smart bomb that can be precisely

controlled with the analog sticks.

Attacking from the air is great for keeping your character out of
harm's way, but there's ancther way to mount an attack without
ever stepping into an enemy’'s crosehair. The RG gun shoots out
an electronic bug that allows you to control wehicles. It starts with
the ability to confrol cars, but you can eventually upgrade it to take
over tanks and air vehicles. Once the bug is attached, you assume
full control of the wehicle just as youwould if you were nside. Want
to deliver an explosive package to a gang? Altach satchel charges
to a station wagon, take it over with the RC gun, and drive it into
enemy territory. The detonation will take out a good chunk of your
rivals (as well as the unfortunate driver) without putting yourself in
danger. If you'd rather get a gang into trouble than murder a large
quantity of them, simply take over one of their cars and ram # into
a police vehicle. It may not make much of a dent in their control of
the city. but watching the confused driver get chased by the cops
is good for a laugh.

o

Phillipe Loren

This elegant and poised Belgian is the leader

gangs. He specialzes in international arms L

deals, and was responsible for recruiting , A
members of the Luchadores and the Deckers. !

He's not happy about the Saints” attempt to %

steal from his bank, and he'll do anything inhis~ *

power 1o keep them from taking over Steelport

the way they did Stilwates.

iy, A
of Morming Star, the oidest of Steelport's three % {&
—— h

i " _ ]
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Viola and Kiki DeWynter
After graduating from business school at
Harvard, these femme fatales joined Phillipe
and began managing the Syndicate's financas.
Thesa sisters are expert assassing and operate
ag the right hand of the crganization. Their

cool demeancr, business savvy, and deadly aim
ensure that they're the heiress apparents to the
Syndicate.

ALY

Killbane
Banished to Mexico after killng 2 man mside
the ring, this luchador returned to America in an
affort to reclaim his lost fame. Obsessed with
his legacy, this temperamental giant rules over
the soutivwest’s Luchador gang, While he can r
tum on the charm during a media interview

or business meeting, his violent nature can

manifest dsell al a moment’s notice. 5.




Matt Miller

The leader of the Deckers, Miller is treated like
a god on the Internet. Like a message board
trodl, he's loud, confident, and obnoxiows. This
hacker may talk a big game onling, bt Miller's
inexerience and social awkwardness become
apparent when the guns are drawn and he's
forced to deal with reality.

L |

Angel De La Muerte

Angel iz Killbane's high-flying formes tag-team
partmer. They moved up to Steelport and
temporarily ran the Luchadors tegether, but
Killbane's jealous nature resulted n a falling
ot After he was publicly demasked by his
former friend, Angel fled the city and went o
Tiding. Losing your mask as a luchador is seen
asa serious mark of shame, and this former
slar becomes afraid to go out n public. With a
common enemy in Killbane, Angel eventually
becomes an asset to the Saints,

S

e

Zimos
This smooth-talking, cham-smoking charmer

ig the oldest pimpy in Steelport, After a trache-
alormy, Zimos was fitted with a voice box that
emits every word he says in T-Pain-quality
autotune, His slick ways led to a friendship with
the icy DeWWynter sisters, but they eventually
ha a falling out. The Syndicate responded by
locking him in the basement of one of their
human teafficking operations, prompting the
Saints to come 1o his rescue. After a daring
escape ivelving a gimp suit and a rickshaw,
Zimos betriends your crew and provides infor-
mation regarding the city.
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Saints Aow: The Third features a wide arsenal
of weapons, but they all have one feature in
comman - a specific animalion for nut shots.
Hold a pistol as you melee a bum and your char-
acter will drop to one knee and throw stiff jab at
hig ereteh. If you're wielding a bazooka, you'll
perform a golf swing that connects squaraly
to the family jewels. We've never seen a game
freat testicular torture so lovingly; it's nice to see
Volition appealing to the 12 year-cld in all of us.
One tedious aspect of open-world erime games
is waiting for the repetitive carjacking animation
to complete. The last thing yiou want to do when
youl're on the run from the cops is wait for the
door to open, the driver to be pulled out, and your
character to get ready to drive. In Saints Row:
The Third, the LB button acts as a sprint button
as well as a modifier. Volition refers to it as the
“awesome button” because it amplifies almost
any action you do. In the case of carjacking, this
shortens the process down to a missile drop-
kick into the driver's seat, Sprint at the car from
the side and you'll break through the window,
sanding the driver flying out the oppesite door:

Good Dumb Fun

In a time where the “gam

a noble effort, but thers will always be a spot for crass

lendid job filling that role. It was at

a5 ant” debate is more pi

Approach from the front and you'll leap over the
heood, giving the driver a face full of boot. If you'd
rather stick with traditional means, the camera
Zooms inon your victim as you shaot them in the
face point-blank or repeatedly slam the door on
their head.

Like many modemn games, Saints Row: The
Third gives grenades their own dedicated button
rather than lumping them in with the rest of
the weapon selection wheel. Pressing the right
bumper tosses a grenade (or other selected
explosive) in the direction you're facing, regard-
less of your current primary weapon. This func-
tionality takes the place of food on the radial
selection wheel, so you won't be scarfing down
burgers or malt liquer during gang wars any-
more. Sinee this was the ge-te methed for health
fecovery in previous games, Volition is softening
the blow by decreasing the time it takes for your
health torecharge. We'll miss the visual of our
character snacking on chicken nuggets while sur-
rounded by explesions and gunfire, but it's a fair
trade if it means we can toss a grenade whenever
wa want,

O...

t than ever, many journalists rely on

or and comic violence, Saints
it in Saimts Row 2, with the ludicrous Insurance

Fraud, FUZZ, Septic Avenger, and Trail Blazing activities. Whether you were spraying poop on an elderly
for littering, or driving a flaming ATV through a college
ble to play without a grin on your face. Here are some of

Professor Genld's
Super Ethical Reality Climax

As opposed to the random nature of these activities in previous games, these hijinks are tied to the
Syndicate war in Saints Row: The Third. “We want this cohesive experience where players walk away

going ‘1 can't believe I'm seeing this. | can't believe I'm f:

ing doing this,'” says senior producer Greg

Donovan. Mayhem missions reward you for taking out Syndicate property, and the gootier ones like
Insurance Fraud and Guardian Angel are billed as tralning exerclses to strengthen your character so he

can face the enemy without fear.




Never A Dull Moment

The first two Saints Row games crammed more activities
per square foct than any other open-world game, and the
third entry is no different. Driving just & few blocks gives you
plenty of cpportunities to start a story mission, customize
your character, engage a flashpoint, surf on top of a car, or
throw yourself into traffic for some good old-fashioned insur-
ance fraud, Interactive darts and bowling minigames aren't
nearly out-there enough for this saries. The calling cards

of this franchise are cartconish action, a wicked sense of
humer, and gratuitous violence.

“One of my favarite things | heard from a Saints Row 2
player was ‘| was driving down the street with knee-cappers
on my pickup truck, nning over old grannies while my
co-op partner skydived naked out of a plane and landed in
the back of my pickup truck.” We want that s--- to happen all
the time in Saints Row: The Third," Donovan says. With cra-
zier waapons, more colorful gangs, and a new playground 1o
cortain it all, the game hardly has a shortage of maybem.

Because of the series’ cutsized antics) many critics fail
to mention the fantastic gameplay experience at its core,
Gunplay feels great, vehicles are maneuverable and fun,
diversions are sprinkled across vinually every block, combat
encourages craalivity, every mission objective feels fresh,
and the action is relentless. One mission in Saints Row: The
Third features an asral battle that places you behind the
controls of a falling tank, battling cther airborne tanks'as
you both plummet toward the ground. Greg Donovan puts.
it best when he describes the Saints Row design mantra -
“Embrace the crazy. Fun rumps all.” ¢

Ko a0 eye o JRTariomnes ComSanisr o Svoupoul March for more
Saunts fowe The Third coveags
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A FANTAS E
DREAM TEAM CR
THE NEXT GREAT

CONTENDER
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hen | first heard the story
w be the development
of Kingdoms, of Amalur:
Reckoning, | found it ha believe.
From the legendary talent inviolved to

the way things have serendipitously
fallen into place for a once-humble
real-time strategy game developer, this
tale perfectly fits the structure of an
epic fantasy game in the same style as
Reckoning. The story is real, though,

and with helpfrom Curt Sehillingls 38
Studios-and publishing Mer ED%:

Huge Games could be fh&wnext na
worth watching if'the wordof RPGs.

by Phil Kellar




Fg Huge Games ceative direcior Mark Nelson jokes ihat Reckoning
has mare impresgve doors than any RPG 1o come belore




INTRODUCING KEN ROLSTON

It's possible that you've never heard of him before, but if you love the Elder Scrolls
saries or BPGs in general, Ken Rolston is a name you should know. Reckoning
crealive diwector Mark Nelson describes Rolston as “the father of open-world RFG
gaming,” and he's gol the history 1o Dack it up.

Rodston's game design career started i the “80s. Warking at the time as an English
teacher, he decided to take a chance and send some Dungeons & Dragons manu-
Scrips in to publisher TSR, He quickly discovered that he “coubd not get anything
rejacted” and went on to work for various pen-and-paper projects, including
‘Warhammer and Paranoia.

Rodston shifted into the world of video games in the *90s, but did not find immedi
ate success. His first five projects were canceled, including an adventure game
about dolphing n space iled Blue Star, “[The publisher] wanted a Star Trek thing
where there's no conflict,” Rolston explaims. “It had not occurred 1o them that if
they didn’l have conflict, they were not going to be deing what computer games do
particularly well."

After a layolf due 1o yel another cancellation, Rolston joined Bethesda, Unsurpris-
ingly, his prowess with pen-and-paper RPGs impressed the company, particularly his
work m the RuneQuest setting, “The lead designer at Bathesda loved RuneCuest,”
Rodston remmisces, "It essentially uses the Elder Scrolls system, You advance your
character by using your skills.”

Rodston finally found his fooling al Bethesda and became the lead designer for
Morrowmd and Oblivion, Foellowing Oblivion's completion, Rolston retired, only to be
pulled into working lor Big Huge Games fowr monihes [ater,

Though he's not yet sure what the future holds, Reckoning could be Rolston's final
game, which is one of the reasons that he doesn’l think he'll screw it up. =1 want
something that's new and worth having," Rolston says. “l wasn't going to come back
and do anather role-playing game unless it was befler than anything | had done
before. 1t's too much trouble, 100 maivy vears out of my life, too many oppontunties
to fail to want to do that."

featie B)




THE AMALUR
DREAM TEAM

While Elder Scrolls veteran Ken Rolston
and his team at Big Huge Games are hard
at work on Reckoning, the greater lore
and look of the Amalur franchise s being
shaped by a talented trio at 38 Studios.
Here are the big names behind the cre-
ation of this new fantasy universe:

Curt Schilling - Former Major League
Baseball pitcher Curt Schilling may not
sirike you as the most obvious choica
for a game developer, but ha's an avid
MO player and has been since the
days ol EverCuest, I's unclear how
much Schilling is directly involved in the
development process, but he founded
38 Studios.

Todd MecFarlane — McFarlang is a vigion-
ary arfist best known for founding lmage
Comics, creating Spawn, and starting his
own high-end toy line. His visual style

is informing the world of Reckoning.

Big Huge Games concepl arlist Sean
Murray says thal McFarlane is constantly
pushing the art team to try new and in-
novative things within the fantasy setting.

R.A. Salvatore - Salvalore has been
writing hit fantasy and sci-fi novels
smce the "B0s with enough success that
he's had a whopping 22 books on the
New York Timos best-gellers list, As tha
creator of fan favorite Forgotten Realms
hero Drizzt Do'Urden, you can expect
him to bring a literary edge and depth to
Reckoning's colorful fantasy.
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AN RPG WITHOUT CLASS

Like the Elder Scrolls series that it has dravan so much talent from, Reckoning does
not use a strict chass-based system to lock players into a certain ay style from the
beginning. Instead, players can assign mulfiple ability poinis per level to one of three
primary trees: might, sorcary, and fmesse. As they progress m each tree, players in-
lock desinies — essentially class titles that conler bonuses for sticking to a certain
path or mixing and matching in interesting ways.

In addifion to mixing up the progression path, Big Huge challenges itself to make the
mage and rogue classes as fun to take into batle as warriors, For magic users, this
means inroducing a brand new weapon type called chakram, circular blades that
are probably best known for ther use on Xena: Warrior Princess,

Reckonmg's version of chakram allow for some awe-inspiring combes, including
moves that shove enemies away and send the mage flying back, creating distance
that allows them to sling spedls. Get far enough away from enemies, and you can
unleash a room-clearing spell like meteor, If you prefer to stay close, you can lag
enemies wilh mark of flame, a damage-over-time fire spell thal can be detonated,
exploding multiple baddies at a time of your choosing.

The rogue character | saw looked more like a ninja than a traditional fantasy rogue.
Creative direclor Mark Nelson said his goal with the class was to make daggers - a
narmally wimpy weapon type = more fun than they've baen in any previous RPG, It
you time dagger combos perfectly, the weapon will glow, allowing for a guarantead
critical hit.

Rogues also have actess o some powerful abilities, such as smoke bomb, which
stuns enemies and pals you inte stealth. Once in stealth mode, you can sneak up on
unsuspecting enemies and launch inlo nstant-Kill attacks,

The key to Reckoning’s destiny system is keeping it flexible for players of all types.
“We want the game to respond to how you're playing mstead of forcing you lo make
a choice,” Nelson says.

feature &3
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® Platform
PlayStation 3
Hpox 360 « PC « Mac
» Style
1-Flayer Shooter
(Oriline TBA)

n Publizhes
Bethesda

# Daveloper

id Software

¥ Reloase
September 13

Rage

-

e

Variety is the spice of life in id’s potent wasteland

n the six and a hall years since id Soltware
released Doom 3, the industry has had no
shortage of genre-redalining first- person
shooters, Fallout 3 deftvered one of the de
role-playing experiences players have saen y
Borderlands fealures a gun count nurmibes
in the millions, and Left 4 Dead revolutionzed
co-op gameplay. What can Rage offer players
who are dready velerans of Ihese posl-apoca
yplic wastelands? After gatting some hands-on
Tim 1 the game the answer became dear: a
little: bit of everything. We've broken down live
different areas that separate Rage from the rest
of the shoolers.

Open and Closed

W describes Rage as anopen-world FPS, bul
Raga's world is defined as much by what's miss
g from it as wh includad. The de i
laking a decidedly linear approach o crealing
an open-world gama. That may sound fike a
disappointing contradiclion, Bul you lkely won't
miss whal the developer i cutling out: You won't
fird huge barren expansas that only axist 10 sall
a sense of scale, and you won't tread through
the samee cookie cutter bulldings that have

besn copied and pasted a dozen limes over the
landscape. Instead, each area senves a pupose
and fealures unicue geometry and texiures. The
larger wasteland connects gaming hubs, but

thiay are ightly packed 10gether SO vou won't
spend a ot of time ravaling between action
set pleces. The areas inhabited by enemies ae
Turther broken down nto the kind of smartly
designod lavals For which id s known,

During our demdo, we explored a city built out
of a dilapidated subway station, blew up an
enamy faction's axplosives caches in the bowels
of a dam faciily, and glimpsad the mutant
niested streets of Dead City. Although the areas
wa saw shared a similar color paleile {don't
expect a lol of bright primary colors il you sunvive:
the apocalypse), ki succeeds Inmaking each
lecation feal dstinet thanks inpart 1o unigque
NIPCs ard a healthy variely in enemy types. Each
character we talked to in town had a ur
nama and character mod, similar to F
te VL milarly concise: While you
can fraved to any area in the wasteland whenever
wou want, you are naver without a dear objective
poirting you 10 your nesxd lecation

Lock and Load

Mo first-persen shooter is complete withoaut a
satishying arsenal, and as the creators of the FPS
genre, the developers at id know what they're
doing. Inslead of ghving players millions of guns
tor sift through like Borderands, id is handeraiting
each weapon to be ndispensible to gameplay.
The waapons we tied oul are standard lare

for a shooter — a pistol, shotgun, assault rille,
ate. = but different ammao types and a clewver
two-wheel quick select mechanic for chang

g loadouts: drastically opened up the gunplay
After a fow minutes of action. we were easily
Swilching up cur gun and amma selection on an
ty-enemy basis

=h gun packed a salishying punch,

more intrguied by Rage's Guick Use
iterms. At any fime, players can equip a Cuick
femn Lo the left shoulder button. Some of
iterns are traditional oflenings, lke grenades
of heallh packs, but others inject variety inlo
firefights. W fried out several deady contrap
tions, including wingstick boomerangs thal slice
the limbs off of your loes belore retuming 1o you,
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» Release

May 3

Duke Nukem Forever

Duke delivers a shotgun blast of nostalgia

a presumed daath, and his subsequent

resurraciion thanks 10 Gearbox Soltwara's
Randy Fitchiord, Dulke Nukem s raady 1o relum
1o the spotlight. To see how the action hero has
changed sinGa s last ass-Kicking escapade,
wir blasted our wany through the first 90 minutes
of the game.

ke Nukern Forever bag with a lamiliar

seenario hat ranspons me mmadialely Back 1o
1896 — the action hero parked in front of a winal
urleashing his preternalural stream. Duke and a
group of EDF soldiers are gathered inoa stadiom
locker room with the commeander infront of a dry
erase board explaining the tactics or Operation
G-« Block, the plan for preventing the aliens
from taking our ladies, When you have Duke
on your side, the only plan you need is amme,
hawing through the stadium umnals and onto he
gridiron, | come face to face with a giant Gyclold

f fter 14 years of development purgatory,

al rmicfield. A dassic Duke Nukern boss battle
ansues, and after taling down the massive alian,
Duike Ricks il oyclops eye through the uprights in
calebration of his victory. All hal the king, batw.
The camera pans out from the football field,
Thecaagh a llat-screen tebevision, and into a heari
ous penthowse apartment on top of the Lady
Killer casino in Las \legas. Duke's haolding a
game controller while being pleasured by the
Hedsom Kids, two Lofita-looking pop stars whoss
parents obviously taught tham the value of shar
ing. Opulence: Duke has it The young ladies ask
Dk i ey thinks 1he video game 15 any good, to
which he curly raplias, “Yeah, but after 121---ing
years, it should b
Dropping the game controller and grabbing the
remote, Duke lips thiough channels and stum
bles upon a commercial for the Damn, §'s Late
Show. Tanighl's guest? The one and only Duke
MNukeam. Before heading down o the studio on a

lower level of the casino, | peruse Duke's mgres
shva digs. With marble pllars, a wading pool,

and vaulted celings nhis 0 Foom, he's a
perfect candidate for ATV Cribs. Walking ino the
lavish bathreom, | stare Into the mimor and press
the activity button, “You want to touch it, don't
you,” Duke eqomaniacally growls. Thoso classic
Dukee moments aren't just there for laughs; the
Tirest tirme you perlom ego boeosting actions ke
admiring his physkue inthe mieror o TIing an
absurd amount of weights, Dulke’s maximum ego
bar, which acts as a health meter, NCreases.

| meke my way through Duke’s gilded halls
and down 1o the tel s studio, stopping in
the green room just intime (o a break.

g mews raporl. The aliers have returmed 1o
Earth, but the President ks cumently campaign-
ing lor peacelu talks amed at strengthening

fies. As lmake my way backsiage, a young lan
approaches Duke asking for an autograph. |Hake



the copy of Why I'm So Great — Duke In His Own
wiels and a pen — s up 1o me 1o ufil he lad's
dreams. Rather than try [0 master the clurnky
Eich-A-Sketch style controls well enough 1o wrile
something legible, | dhaw a cnude hand with an
axtended midde inger and give the Dok back
1o the kid.

Untorfunately, the show won't go one When 1
walk onto he emply set, the host axplains the
Duke chat has been cancaled so the natwaork
can loous on covering the latest alien oulbresk,
Duke hoads 10 the Duke Cave 10 assess the silu
ation. During a video confarancs, the prasidant
and an anmy general both urge Duke 1o avold
refaliation. The president wanis to giv
chance, and has a mealing scheduled with the
dien's high leader,

Wihen Duke leaves his war room, he knows
il's already too late for diplomacy. Allens have
invacled his casno, diunk his beer, and Kid
napped the hot chies, During thie dllowing
saquences | restore power 1o the casino, mount
an oversized turet to take down an allen math
arship while lending ofl incoming starcralt, and
light up any invader who foolishly gets inmy
way as | move through the casino halls. Al the
whila, Duke slings his signature one-inars with
the bravacdo of Arnold Schwarzenegger, Bruce
and Fruce Campbal combined, With no
cover machanics, fimited Al, and random enenmy
spawns, the gunfights are dassic Duke Nukem,
bt Gaarbox balances these dated encounters
Wilh & series of emaronme puzAes and a
sequence Thal finds a shronken Duke racing

through the casino inan RG car,
If the fights: get out of hand, Duke has a lew
boosts at his disposal 10 UM the tables. When

Duke pops slarcid pils, he rades fireanms in
Tavor of his god-ghven guns, dropping enemies
wilh one punch. It you're Teeling overwhelmed
by gurfire and 1aking too much damage, Duke
can channel his nner Frank the Tank by cracking
open a beer to give himsell ncressed damage
resistance 1o damage. The bolstered defense
comes al a cost; spparently Duke's a lighbweight,
and pounding just one cold one gives him beer
goggles. The blurred vision makes it lough 1o ine
up shots

Cnee he's flushed the aliens from his casine,
Duke nuns mo the general and soma EDF forces
on the Veges siip. The generdl breaks down
the situation - the aliens hawe commandeered
the Hoover Dam and harnessad its generalors
fo create a wormhole, Desiroying the wormhole
is obwiously a primary objective, but Duke has
other priorities, quipping, “Screw the dam, whare
are they taking our chicks?"

The demo condudes with Duke fighting
through the Viegas streats untl he encounters

Good, bad — Duke's

a towering Ballleord, This boss batlle ple
out similarly to the first one, with Duke
around oNcoming missies whie retunming
and collecting more armimo. When he finally gels
the best of the beast, Duke humiliales it by using
its family jewels as a speadbag.
As a fan who grew up with the series, play-
g Duke Nukern Forever feals like slepping
nto a time travel machine and retuming to an
era whore Bogwis & Buithoad was tha most
popular show in school and Tupac dominated
=5. Shooters have progressed a

better and for worse. Though some may find
he sophomaric humorn, arena siyle boss battles,
random enermy spawning, and environmental
puzges frustratingly dated, jmping back info
Duke's oversized bools feels like uncovering a
lost game in an archaedogicd dig. It's a missing
piece of video gaming history that's been the
bastt of so many jokes and the focus of somuch
speculation thal many may check the game

out due to morbid curiosity. If Gearbox can
sharpen up the noticeably daled graphics, cure
he occasional hitching, and alter the pace with
non-shoofing sequences that keep the action
froem Decoming maenotonous, it could turm out
better than anyone expecled given the mara
thon development cycle that spanned multiple
console generalions. » Matt Bertz
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Infamous 2

What goes around comes around

major aspact of the ongnal INfamous, but
unclermeath all of the electrical mayham
was the story of Cole MacGrath and how he
chose to usi his extraordinary powers. Playors
datermined how Gole affected Empire City
and its mhabitants, and the concept of karma
i5 returning for Infamous 2 with some notable
mprovements.
fhen video games implement moral cholces,
your aclions are typically dassified as good
or enil. Devedoper Sucker Punch Productions
is hoping to veer away from that tradition in
Infarmous 2. 1 don’ want 1o pass 100 much
Judigment on players,” says producer Brian
Fleming. “1 think of It more as chaos and order,
Amore surgical and a more chaolic appreach
rather than good and ed.”

Repras
are two super-powered allies Cole ancountars
in the rew city of New Marais, On the orderly
siche is a woman named Kuo who controls loe,

B lasting thugs with lightning bolts was a

nting the extremes on the karma scale

while Nix is the chaolic one who manipulates fire.
These two ladies suggest different approachos
to vanous situations, and i's up 1o Cole to
choose one. Unsurprisingly, Kuo's suggestions
are more careful and procise, while Nix ermphia
sizes dealh and destuction,

Mix and Kuo aren't just volces Cole hears over
the radfio; thay pitch ther ideas 1o you in person.
Whien you choose one, the olher knows her plan
got rejectad, In that way, your cholces are tlied to
builcing redationships with thi wo companions.
Aot of the karma decisions are redly made
when you're choosing batween people and
approaches rather than mechanical things like
‘Should | do A or BY'" Reming says. “Its mona
dong the lines of two people with thelr own
approach 1o a problem.”

Onee you side with Nix or Kuo, oy worn'l
just sit back and walch you do all of the work
In mary cases, they will acoompany you on the
mission, LS Their ovwn supar powers 1o halp

execule ther plan. During these sequences, Cole

and his dly can combine cerlain powers 1o waar
down the opposition. For instance, Kuo can
create a fog of suspended ice partices around
agroup ol militia, and whon Cole charges the
doud with a lightning bolt, all of the soldiars
nsicke are frozen solid,

Ity find yoursall coveling the ice- and M
basad powers of your companions, you'll be
happy 1o learm that one of the major karma
choless you'll make ininfamous 2 rvolves
ciaining a new suite of abilities for Cole. He's
still an electricity-based hero, but after retrley-
g & piece of experimental lechnology called
The transfer device, Cole can absorb a portion
of Mix or Kuo's power, adding a handful of new
{and upgradeabie) abiities to your arsenal. This
explains the mystesious ice-relaled lease at the
end of the trailer shown at last year's B3,

One conspicuous oulstanding question about
karma is whether Infamous 2 incorporates any
decisions players made in the first game. Sony
and Sucker Punch aren’t revealing how (or if)
that's going 1o happen, but even if it doesn't,
we're exciled to hear what other surprises the
game has in store. “The whale philosophy for the
game is 1 always be making everyihing batter”
Heming says. “Karma is a big part of the game,
50 Ihat’s an area where - even if we lked what it
was - wa always have 1© be leoking for ways to
make it better.” » Joe Juba




The Last Guardian

New gameplay details emerge for Team lco’s colossal team-up

ith a pedigrea of heavy hitters ke loo Llada says he wants the player's relationship

anvd Shadow of the Colossus, expacta wilh Trico 1o feel ke e Bond vou would form

fions don't gat loftier than thesa Tor The wilh a pet. In olhar words, Trico doas’l aways
Last Guardian, the | It hou e follow your orders, Often the boy s o hant
Trom Team loo. This month, | saw the first lve down vases ull of a mysterious ligud that Trico

play session demoed by legendarny dosignes adoras, Inona ecarly araa, the boy losses a
Fumito Ueada, e | can't speak to the cverall e hia neads 1o 8 Trico
experience of the game, | can already see ele pulls itsedf Lp by ils front paws to nvestigale
ments that "i‘l(lid}"ll 5 of Team loo's 1he i), dlw]m]lumll he boy can climb up

PS2-era

Outside of some visual similsrities
thread that The Last Guarchan share
previous

thal locks very similsr
the biggest ,nnrn\ n Shadow of
s With the
ship. Al another p(ﬁﬂ later in the
Llada explains that he becomes attached to Al needs Trico 1o join I'||m on & smal ledge
charactons and wanls 1o Continug axploning new , DLt ke a rldr;llly fedirne,
ways of interacling with them in his games.

The Last Guardian offers sunprising methods
of warking together with Trico, the glant cal-bird
hytrid that sesves as the prolagonist's part
ner. Unike lco's Yorda or Agro, the horse from
Shadow of the Colossus, Tric the member of
e \-\'I"‘I peaver, The unnamed main charac
eature constantly, whether to

o cals
onier and o

g the plaver. As the game progresses, Lieda » Platiorm

yorid betwesan T ricl the boy grows  PlayStation 3

s reflected n how well the  » style
1-Player Actiony/

n another portion of the demo, the boy sepa Adventure

5 from Trico to explore a passageway 100 iy » pakilisher

ok 1.{{1& ion from heavily armored enemies follows orders, Lie hal they 1m the creature 1o squeeze through, On the othel  Sony Computer
ale nuiins, of 85 a makeshill need lowalk a ine ine by malkir % crealure rel, revedling anolher key  Entertainment

of the erraronment. reaistically follow ils own 18 without frusirat ardliar: The man charac » Dorsligar
S N0 Means of -u]l-th. Team Ico
The boy atlempls 1o sheak | the mbering

jonal lack of cooperation is inten
al, ancl the team wants Trico 10 feel ke areal,
re wilhy & will of its own rathes than
=il sidekick” that mindessly

# Release
2001

acversares i
has is agiliby ] puard s dec km outin
bukey snor, The boy cutruns him, clambering up
awall and out of the bad guy's reach. The boy
may descover a weaapon laler n the game, but for
the beginning, at least, be rmust on stealih
andl his feathery friend to do tha fighting

Adter witnessang the first 15 minutes of The
Last Guardian, | slil have plenty of burning
questions. Team loo's games are known for
sparse slores, bul Lieda and compary sti
't revesled Tost minor of detais
such as who the boy ts and how be met Trico,
.||d|or HOViCles volceover
ada-up languags
throughout the course of the gamse, but Ueda
says this will be used more lor guidling pla
ralher than storyteli

Wihate GRELE o Thiss & g duo, The
» & Ninguing
wed tha plat
wyof ko

S

el pRzzle
> crealure-climibing of
15 while adding in some ne
set the fommda rprl 1. Al that's lelt &
Phil Kollar




» Platform
PlayStation 3
Xbox 360

» Style

1 -Player Action
[Multiplayer TBA)
» Publisher
Sega

» Developer
Platinum Games
» Release

Fall

Meet the Contestants

72 previews

Anarchy Reigns

Platinum brings brawlers into the online competitive realm

aega and Flatinum Games signed a
S four game deal in 2008 thal resulted In
Madwaorkd, Infinite Space, Bayonetta, and

Vanaguish. Things want so well the companies
are leaming up once again for new property
Anarchy Reigns, Not everything about the game
is brand new, howeser, Jack, the prolagonist
from Madworld, returns with his trademark
Galor Tooth double chainsaw 1o hack challeng
ors 10 bits. This tme, i's in full color

So wihy not call this Madwordd 27 “There ara
characters that appeared in Macdword who will
reappear n Anarchy Reigns,” says producer
Alsushi Inaba. "However, the story is gl con-
nectad fo Madworld,” Inaba also says the
gameplay is very dilerent. “Madworld was a
single player, third-person action game, whereas
Anarchy Raigns is mare of an online-focsed
rmulliplayer brawler,”™ he darifies

Early trallers show named characters bash
ing the hell out of each other on city streets,
Ounside of Jack, Platinum has revealed a lechng
ninja called Zero (think Raiden from Meld Gear

Solid d), a blonde woman in a skinfight nancsLit
named Sasha, and a huge “eybrid” robotlic bl
man with the brain of a 31-year-old cadled Big
Bull. This colorful cast of characiars seams ke
ihe perlec place to reinfroduce one of Plalinum's

mare popular characters, Bayonetia, Wil she
make a surprise appearance? “Unfortunately, |
cannol answer thal al this pont. Somy,” Inalxa
apalogizes. Soyou're saying there's a chancal
These characters duke it out with each other in
whal is described as the brawler equivalent of an

onfine multiplayer shooter. Inaba won't give us an
exact number of players for multiplayer matches
bul he promisas mora than lour at once. Oulsice
of standard deathmalches, confirmed modes
nclude 1ag team and battle royal.

Anarchy Reigns s Platnum Games' Tirst
orling mdllpdayer itle, but )t Bt solaly focused
on the competitive side, "We wil definitely be
ncluding a story-based campaign mode,” Inaba
confimms. “Unlike the online ballles, it will ba
something more senods for players to enjoy.”
Flatinum cidn't revea whalher you can tackle the
campalkgn with every character, or if only a few
have storles.

Detais are vague al this point, bul we're
excited 1o find out more on Anarchy Relgns.
Stay tuned for more updates over the coming
months. » Bryan Vore




he Witcher 2: Assassins of Kings

fa}

) proved its
W], Mon

2007 's The Witcher
ich replaces the

E lime event-like
I:mIIIr =5, 15 Th argest outslandi
\'.{J"“'IE\I\ mark. | pmped at the char tor
L e how iU's

aniryside, a
3 NN

txv by, & «f

Thiz Cinmit hl'.l'. more
:;Ir:11t:5:i::e:4:;x-1;.<<1 Every action has a non-trivial
afion to i, sldufilx. :

mikdcle of am .|33. the same 1)0(;.!1 keeping

witching

paradigm

y attackers he
» michcde of

& few ¢
o Cuaimes alboul Sirking me n
Trantic: doc

s

asr

intelligent foes dedined to step in the magical
fraps | triad baiting them into, so Gerall's dazzling
swordplay carmed me through the t ]-1I'I|[“; Ona

direction
wWinding g £
realistical

The Momeniuim Bsue s ong mone reason 1o hink
3 or two ahead and act accordingly. It does

@ to the
=] Alter
Irierd

enlisting he raluctant gid o Geral's
Dandedion the bard, | head to its o clraw it
oul. Taking controd of Dandelion |N’"\-\||IIII
lute and recites ;du«uudh 'mnqhh‘ ey
demonic beauty, [
the ubbly creature

qgoat-legged yet emphatically femining demon,
o follow her nlo her underground boudor to
explore unesrhly

“F---ing it achually went in,”
in clsguest,

tack in contrad of t itcher, | determine i
SLCCLUDLES 't the Killer ' looking for e
ying her rade inthe &
. The dermo ends v oblivious
ion lying in her bed as Geralt makes his
way back 1o 1own 1o conlinue the search,

The scenario | played was roughly an hour long
.-IIH Compris hall of one side
Sized lown 1 takes place in and around won't
hreughs of the game; the dec
15 you make earler may not lead you there.

& scale of non-inearity that this suggesisisa
bigaer draw than the combat rework, the pretty
graphics, or anything else. » Adam Biessener

Spits Geralt

ea

quest, The

Even the weakest creature is
threat in sufficient numbers

¥ Platform

PC

v Style

1 -Player Role-Playing
+ Pablisher

CD Projela/Atan

» Developer

CD Projelet RED

it Relense
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Ignition Entertainment

» Developer

Ignition Entertainment
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El Shaddai:

Ascension of the Metatron

Hellish

been fas

| in-chopk sivie of B Shaddai: Asconsion of
the Matatron ever since its coloriul debut

at E3 2010 This month | had my first chance

1o pay the game. Alter working through four

chaplers of the Biblical N garme, | can

confirm {hat this cult-hit-in-the-making is worth

your attention.

After a briel cutsoena introducng |
scribe Enoch and his quest giver, the angel
ifed, | took condrol of Enoch and began
learrirg the basics of combal on "the Hand of
Micd 3 grant stone palm with seven fingess
WS

ated by the quirky, tongue

v

ors lor seven angas that B
God, Enoch and Lucifed i
I(KFI(‘I]I(XIP(!’I-" e,
Though some of its devetopers worked on the
May Cry games, combat in Bl Shaddal has

e reballed agans
{ hunt down the

De

aunicpes feal, Rather than locusing on the onca
that you

) togoethar button presses, Enoch's
' ). Repeatedy tap the

5 a series of quick
dashes with his defaull weapon, the arch, a

curved blade used fike a raditional sword. Pause

for a beal betwean aftacks and llick the analog
slick up, and Enoch launches enamies into the
ar. It takes gelting used to, but le:ﬂ | feund tha
combat flow, it dmost felt I, Adkding in a
Guitar Hero-style notbe wtmlgh\-.lxn m.m'on\fd
comibxd wouldn'l feal out of place.

The weird yet cote nephilim are destined
likesablo aloolne

0 bér & hit Tor

I addition to the arch, Enodh gans access o
a projectile called the gale and heavy gaunilets
known as the vell. Enoch can only carmy ong
weapon at a time, so il youwant 1o switch you
heave Lo Sleal 4 reaw ong from your OppOr el
This adds a layer of rock-paper-scissors strategy.
For example, the lumbering power of The
quickly takes out weaker opponents, bul L]
baddies are less of a nuisance if you're L |
the gade, Yol can survive with any 'weapon, but
deciding which is thae baest lor each situation will
distinguish the be

Stealing weapo SCONES: 8N mporiant
way of cleansing your amament of choioe,
more hall-bound opponants you take out, the
IMCre OO ‘]15!{1 Yo weaapon bacome _':'I'r]klll]
it weakar against fulure baddies, In order 10
power up, you nead to deanse i, which noomally
recqires stancing still and leaving yoursell open
10 attack. However, il you disarm an opponent
mid-battle, the weapon you sted is automalically
deansad, providing a quick way 1o strengthen
vour attacks during long combal sequences.

I l)c‘M"i‘H combiat, Enoch navigates color
Tl Bens s based on the ikeal
workd of [I'I[‘ Ldltnmqﬂ nhabiting it. The light
3D platforming breaks up the combal bt
likely to b a highlight, However, the quality of

opponents, divine combat, and a little bit of platforming

the bried 20 sidescraling interdudes may surprise
SOME Qamors

In these caroonish, kaleldoscopic segments,
Ernoch tackles dangerous platforming challenges
Your aauipped weapon also has some ellect
hare. For exampla, Encch moves slower while
wearing the vel, which can make longer jumps
mmore difficull, The arch allows Enoch 1o modity
ks jurmg with a lleating fall, slightly axtanding his
remg length,

The 2D areas are populated with the Dizanrdy
adorable naphilim, the warped offspring of
humans and angels, These chaming, chid-like
crealures serve as both aies and cbslacles for
Enoch, floating by in balloons, pushing beach
ba il eccasionaly tying to devewr the
heasenly acvaniun.

All of these detalls don’t even get into the
i that tumned ma onto B wchchal in
2 Whe hall-serious, hall-tongue-in
iling. Even in the lew brief culscanas
I 'watched, the tone feels unique. I's not as
serious as most Western action games, but it's
dlso nat as off-the-wall as Bayonetta o [
Mayy Cry — not yet, at least. We'll find out if the
game's sense of humor and gameplay hold up
for the entire Jourmeay when B Shaddal raeases
year, » Phil Kellar

‘The dude wath the weird gant eyeball is Sariel
ane of the fllen angels Enoch 15 hunting, They'd
show up 1 mock him before confrontationg




LESS VIRTUAL.
MORE REALITY.

Merge the real world and the game world
with augrmented reality games included on
the Nintendo 3D$S system. Simply place the
AR Card faceup and watch as the surface
morphs and a 3D dragon leaps to life right
before your eyes. Then fire away. Plus, explore
a world of 3D entertainment with games.
photos and more. No glasses required

NINTENDEBDS“

TAKE A LOOK INSIDE



Transformers:
Dark of the I\/Ioon



Dead Island

First-perso

N

Shortly alter, the g

early lour years ago, developer Techland
announced that It was working on a
rombie-hemed game named Dead ksland
me went dark. | checked in

with the stuclo | yfically over 1he ye and
0ol a lew e-n of the “Wa're still working on
it, that's all we S8y ¢, bt | cymically

wer dead or
Her, consiienng

assumed that the game we
chyirug, | should have krnown be
the subject matter.

Let's be blunt: Zombles aren'l eaclly as fresh
a gameplay concepl now as they were in 2007,
By now, even some of the most die-hard fars
of the undead may be suffering the effects of
zomnbie [aliue. Forlunately for Techland and
publisher Deep Silver Interactive, Dead Isandis
dloing more than grabbing a dated concept and
shioehorming a lew thousand ghouks kot

Suce ful zombie stories are as much
about the sundviors coping with their new real-
ity a5 they are aboul the undead who inbabil it
Croumstances such as a zombie apocalypse
require people from all walks of life to set aside
their differences and work logether 10 sur-
vive — r\r die trying. Dead Island lets up to four
players join up .ild test thewr fate in a doomed
if the fictional island of WH, 58l near
¢ Guinea, Each player picks from
ayable archetypes = tank, leader, jack of
all rades, and assassn - and then the zombie
slaying starts.

Dead Island merges first-person action with
Tight RRG elements. Your character wil level up
85 you gain expenence in cormbal and by belping
fedlow survivors with missions. Players can then
choose new abilities through the game's skil-
tree system, which indudes power-ups ke the
increased lkefihood of scoring critical hits and
mone exolic skils such as Payback, which tem-
porarly makes players perform more damaging
attacks after gatting hit themselves

Yo 8 al Palms Resort,
which s 8 lush paradise befors the mystar-
ouss infestation took hold, Mow that the undead
have laken over, players | 0 lakie advantage
of ther environments if they want 1o survive.
Wil ordinary weapons are e arournid
the world, 1t @ appropria 3
instead must scour thelr sumoundings for

n melee set against a ruined paradise

" Platform
PlayStation 3
Xoox 360 - PC

improvised weapons such as ron pipes
handes, and paddes. Each varies in terms of

=nglh, and durabiily, and their allac

animations are diferent from one another as well.  » Style

Thi zomibes ara homrible-looking creatures, 1-4 Player Action
ard il's ¢ HS ¥ Publisher
rush the dece Daep Stiver
spry, too, which giv ¥ . - 1
airn melee altacks loward zombie fmbs, Arms @mﬁm' hf:‘hl >
and legs can be broken and disabled, or parls ¥ Reloase
and pieces can be completely shiced off if your Winter

weapon has a sharp encugh Blade. In addiion
to reguiar zombies, which include folks on vaca-
tion and resort stalf, | saw a s
from a nearby hospilal. He <th 1 let his inabdily
to use his amms get in the way, dhoosing insh
to rush toward the player in a bullish charge

Dead Island s stil a ways rom releasa, but |
was impressed wilh what | saw. The foous on
meles combat is an intaresting dea, and it lends
a sense of urgenay and desperalion 1o each
encounter. Zombies have a tendency o swam
and overnun players, so you'll have o keep an
ava oul for an exdt at all times. If Techland can
balance that lealing of terror with game mechan-
ics that don't feel cheap, Dead Island could very
rch b worth exploning. « Jeff Cork

“I knews Priceline com
sounded too good to be tue.*

%
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LR, . This battbe erupts after an hour of sneaking
e 2 . through Haven's underground network

"
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Final Fantasy Versus XlIi

Checking in with the other XlII

quare announced Final Fantasy Versus X For tha mioment, Final Fantasy Varsus X " Platform
dongside Final Fantasy XNl at E3 remains a Flay tion 3 excliusiva, but rumors FlayStation 3
Nearly Thva years laler point toward the possibiity of it going r » Styls
(It‘ sedoprmant, while s counlorpart alres platform. Square Enix has not ye 1-Player Actiory/RPG
ormpletion, It may be progress 1o a releasa date, but ke aff members have » Publisher
ing at a gower pace, bul based on the informa axpressed doubt that the game will hit in 20 Square Enix
tion and trallers Scpeare Enb has T ] for Pencil this one in somawhers on your 2012 .
Ve o Y] . it a4 traditions i 4 . T #» Dewveloper
Versus X, it i noless exciting than a tradilional  calendar, » Joe Juba Square Enix
n.nl:hr\mc! i raleass T
Directad |ur=| The i behind TRA

the Kingdom |
A more action-ofented T;]I\r“ 10 oombal,
Instead of Just entarng commands like a lum
based RPG, players need skl and quick reflaxes
1o adapt 10 the rapidy changing battialisld, An
encounter might imalve sending an enamy iving
backwards with a lightring attack, then quickdy
g to another character to hit the aidborne
¢l dashes, then switching again 1o
ishing blow with a rangead shot.

ol o |I1c'mnl manaLe

Xl lakes

5 al

|JI;;:..' a command called “EX Arts,” but HJ]IIPIHE
Enix has nol yet revealed how they lunclion.
Siringing attacks together is a key element
o the bat m, bl the gamepla
Ehan pust n ing buttons. Other factors can
influer our combal strategy, ke the o
night Al changes the ensmies in i
FOUNGing Crnvironimonts, You also Com across
unikpue sequences that offer completely differant
mechanics, in one traller, we see the main char
acler, Nocls, hop nlo a turel and mow down
ol acvand el Later, Noctis also
a missie-equipped bipedal mech - so the
odds of combal galling slale ano low.
The world of Versus X s consicherabily
vanced than the one in Final Fantasy
in a modern-kooking city that
bles Tokyo, bul a variety of fuluristic and
sy aspects stil give it a shighithy alien fee, For
3, even though Ne drives around in
«cars and hangs oul in skyscrapers, he dso rides
aboard arships ar huiking behemoths
i the midde '8 ly these
e is unclear; Souare Enix
y closely




Platform
PlayStation 3
Xbox 360

» Style

1 -player Action/Sports

[Online TBA|

¢ Publizher
Elestronic Arts
» Developer
EA Canaca

+ Releane

2012

The character ceator frem 85X On Tows
is gone. TA Canada wanis to foous on

developing S5X's stalde of characters,
all of whom wall nawi thesr own abili-
ties and equipment

SOX Deadly
Descents

A carves a mountainous experience

hen EA detuted its new SSX game at the Spike Video
33 2 that the series v ranfing

or of amore realistic, darker edge,
redoper EA Canada is laking every-

something rele
118 likely not the game’s final
clion of around 70 moun-
tains for Payers 1o race down, and b ific=ant
upgrades 1o the trick and upgrade systems. We
talked with creafive director Todd Batty, who melted
miarny of the fears we had regarcing the franchise's
long-awaited new entry. » Ben Reeves

and shaping
58X Deadly Des
title) features a globs




We know the game still features racing and
trick events, but the Deadly Descent events
are new. How do they work?

In Deadly Descent the mountain is against you. It's
maore like an action game experience. If you look
at past S8X games you had huge chasms that
you could jump. We wanted to do more things like
that, but ramp up the intensity. 85X 3 kind of had
an avalanche. but we thought we could do that a
thousand times better with the new systems. We
have an amazing avalanche design. So we'll have
maore things ke avalanches, rockslices, and falling
stalactites, In Deadly Descent the challenge will

be just making it to the bottom alive. The over-
arching goal of the game is to work your way up
from a junior boarder and survive the Nine Deaclly
Descents. We're thinking of them like they were
hoss challenges.

Yeou guys are branching out and covering mere
meountain ranges than past titles. How big is
this game going to be?

We wanted to give people the amount of content
that mega hits like Red Dead Redemption and
Grand Theft Auto deliver. S0 in the early days we
started sourcing topography data for the entire
planet Earth. Our main menu is a 3D model of the
planet with 18 different mauntain ranges highlighted
across the globe - Alaska, Antarctica, Siberia

the Calangues mountains, the Andes, the Alps,
Kilimanjare, and Mount Fuji. We're taking you all
over the planet. We're a little challenged with how
many levels we can put on the disc, honestly, but
we're thinking it will be somewhere in the vicinity
of 70 mountains. By comparison, SSX 3 had ane
The hub works kind of like Google Earth. You can
gpin the globe around and pick a mountain range
you like, then zoom in on that and pick a mountain
you like from there. Then you get to race down the
crary arcade courses that we've built an top of real
life mountains.

The trailer showed off equipment like wing
suits and pickaxes. Are tools like this part of a
larger design system?

Wing suits are really cool = it's probably the coolest
new mechanic we've put in our game. In the past,
players were able to trick out their characters with
new gear, but aside from a board that might let you
go a little bit faster, most of the gear that you put on
your character was sirictly aesthetic. We want to
really invest in the gear, so you can earm a bunch of
new gear that gives you new mechanics in the game.
lee axes let you do things like a wall vault move in o | - gt i ot
Prince of Parsia. Say you jump across a 150 foot m the X wokd
chasm and you almost make it but you slide off the G
edge; instead of falling to your doom, you can smash
those ice axes inte the wall, vault yoursalf up, and
keep going.

Since SSX has been away for so long, have you
found that you needed to make changes to the
trick system?

Well first off, we want players to be able to ride any-
where, at anytime, and vault into the air at ridiculous
speeds and heights, and we want players to be able
to flip and spin and roll on any axis to create an infi-
nite amount of tricks. Then we layer in all the grabs,
kick flips, and all the other over-the-top tricks that
58X is famous for. We've looked at games like Trials
HD, which have a more fluid and natural system.
\What they did was a kind of two-dimensional phys-
ics. so you could flip and twist your bike arcund at
any range or speed. We're taking that same feeling
and tringing it into three dimensions.
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Total War: Shogun 2

b .‘ -
SCANCEMONTH
84 Bulletstorm

People Can Fly combines its sadistic tendencies with Epic Games’ pristine polish to bring you
an opus of gratuitous vislence. Standard headshets mean nothing in the world of Bulletstomm,

where you're revrarded tor dispatching enemiss in the most humiliating and ereative ways.

Forget what you know about cookie-cutter shooters, this is a callback to raw, unfiltered fun.

THE SCORING SYSTEM AWARDS
Cusatanding Aty alite title thet i neady perfect in aveny Flewad, 11 muy be obwnous that the game has lots of o
winy, This e o 15 given out rarely and ndecites a game potentis, but s most sagaging leatures couldbe L iamisintiiond Auwarded to gmes
dl R 5 Sl haoads WECTNUM | nssebewen
9 Superb, Just shy of girming ninernc, this scors i o high 4 Bad While soma things work as plinned. the muyonty of
rcommendtion becousa the game reviewsd i hiad- this tithe sithar maifunctions o it isso dull that the gomas
andl-shoulders dbove its compatition. s short s o whle .E"D"CB" Hwhb::':\
Very Gooel. Innovative, but perhaps net the nght choice for Painful. If there nmmhmrn\qnamef 2andas
8 everyons. This acors indsemten tat thers are many good 3 this clibar, i
things to be had, but arguobly sa. memnulﬂmum o Aaswded to gumes
Foverage. The game's fastures miy work. but are nothing Broken. Busically unplayabie. This game is so insutficient -SILVER ;l:m;mm
7 thrt even cosued plisyers hawen't seen before. A decent 2 n execution that any wolue would be derved in extremety
garne {rom Baginning to end srall cuaniiies, if 2 all
Limited Appeal. Although Svers mey be fans of games o
6 | receiving this scors, many wil b sft yeaming for a more 1 Sgiclar-Man musical, Seriously. Wit the hel? .GAME&MDN‘I’I—! m"_“‘:'h‘:"*“‘
reEwInding G eXperienae. game il




Guinton “Rampage” Jackson
Boost Moblle Athlate

seek your unlimited

$50 monthly unlimited with the samsung seek’

unlimited nationwide talk, text, web, 411, IM & email. Q boost Urc
no contracts. nationwide sprint’ network. mobile” T

For every 6 on-thme paymesrts Boost will lower your payment by 35 per month to as low as $35/month.

Int'] pervices extre. Customers must sign up for @ plan with Shrinkege 1o become eligitle for plan discounts. Shrinkage plan discounts ewarded in $5 increments after B tmely and confirmed maonthly peyments made on cusiomer’s monthly payment
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» Concept
Bulletstorm delivers a boot-
full of variety and onignality
to the stagnating FFS genre
Graphies

Masterhul ansmations,
stunning backdrops, and a
vibrant color palette assault
the senses

Sound

Your ears will be weated to
snappy dialogue, top-notch
voiceovers, and hlood-
pumping metal riffs
Plagability

The game controle hke a
dream, allowing you to easily
urdeash nightmares upen
your foes

Entertainment

Perfect for fans of penis jokes,
swearing, gore, and tight
gameplay

Replay Value

High

B4 reviews

Bulletstorm

he FPS

explosive barret? That sharp blast not only

haralded gamers” nfatuation with reducing
enemies lo pulpy puddies, it also lald the foun-
dation lor inferactive emvironments in shoolers
Clever gurimen have frained ther sighls onred
barrels and other hazards for decades, learning
the language of creative camage. All you know
abwou Killing with sivle using your suroundings
has been a prelude to the bloody playground
of Bulletstorm.

Going into a game called Bulletsior |
axpected a papar-thin story as an excusa for
nonstop murder. Instead, | was greated with a
humorous, potty-mouihed opening that fleshes
out the dramati: crash-landing of amery fugitive
Grayson Hunl. His guest lor ravenge on oomupt
millitary lesder Sarrano is a gooly sci-fi romp that
doesn't deserve 1o have its culscenes skippad.

Bullatstomm ofters a degree of character conirol
| haver'l axparienced inan FPS snce Mimer's
Edge. Gray's kick, dida, and leash dlow him 1o
mowe through and nteract with the emvronment

D o you remamber the first fime you shot an

Style 1-Player Shooter {4-Player Online| Publisher Electranic Arts
Developar People Can Fly/Epic Games Release Fabruary 22 ESRE M

with fiuiclity. In other games, it would be unthink:-
able o pudl & 1o from across the map, strap him
with explosives, kKick him back into his buddios,
and slide away whie datonating the bloody
mess. Amazing moments like this are easy to pull
oll i Bulledstorm, The slow-mo offect applied
to enemies affer being kicked or leashed offers
the perlect window of opporiunity 1o boot them
towards elecinc wires or cacli, and the game has
a pradiciive way of guiding the poor soul whera
you wish, There were only a few nstances where
| accidentally mpaled some sad sack wilh rabar
rstead of feading tham to a camivorous plant.
Othar than that, racking up points with creative
skill shols s a ralisbly catharlic experienes

Skillshols are necessary 10 gain points lo
spend on weapon upgrades and anmma, but
Iy’ re AOTOUS fun in ther own right, Working
similarly to trophies and achlevernents, playors
aarn hundreds of poinis by dispaiching foes
according 1o dozens of general and weapon-
specific oriteria. For axampla, the “French
Revolution” skiishot is pulled off by decapitating
riwdtigde loes with a chain llail, and “Fan-lastick”
s earnad by launching a foe into the ar and
mpaling him into the ceding with a rotating spike,
furning him into a human fan. The weapons
Ihemsatves are some of the maost craalive and
enteriaining 've seen cutside of an Insomniac
fite, inchuding a quacdruple-bamreled shotgun that
s enemies like the playground scene

2, ine lhese weapon chal-

lenges with the general thill of combat and your'l
be hard-pressed 1o find a mundane encounter.

When you're not mowing through legions
of foes, you're dropped nto larger-than e
maments, ke ong thal has Gray fleaing a fre-
MENCOUS unawsy cog on a tram while you
blast gas tanks to knock the wheel off course.

In another scenario Gray giddly guides a
remote-controlled Medha Godzila lookalike
through a minklune cily, blasting apart buldings
and enamies.

In addition 1o the single-playver campaign,
Bulletstomn ollers BEchoos and Anarcty mades,
Echoes takes seclions from single-player maps
and lets Inends compete with each olher for the
Fighest scong. Krnodking friends down he ladder
is a nice distraction, but only scora fiends wil
want to play this alter bealing the main game.
Anarchy 1s a cooperative horde mode in which
four players work together o earm skill points 1o
progress through waves, P‘H)’i\l_} Calch with foas
using the leash and leaming up 10 kick a jerk nto
a gigantic dino's maw s a good time, but the
higher level waves are mpossible withaut con-
stant communication. Hooking up lowr consoles
in a room among good friends is your best bet
but even then the handiul of maps start to leel
repelithve after your tenth lime attempling 1o gel
past wave 15,

Bulletstorm ks an exceptional shooter brimming
with perscnality and orginality, bul the concepl i
spread 100 thin in the later levels. New homicida
toys are constanty introduced in the first three-
quarters of the game, which makes the final
few hours a litle stale, Mix in a ha-hum ending
and the stellar expenience goesout onabit of &
low mote.

Small gripes aside, there's no denying
Bulletstorm's blisshul action. Epic Games/
People Gan Fy's sadistic opus amives at a fime
when most shoolers do litle more than let you
blast dudes in the head while things explode.
Bulletstorm has those things, but also lets your
shool aman in he testicles and kKick dide his
hesad off, » Tim Turi




Dragon Age

AMmi ep TIPC

didn’t have the same magic as its PC
counterpart, The story, characters, and

quests were dl the same, bul the thrill of battle
was damaged during the transifion. Addressing
this protlem is the greatest strength of Dragon
Age I by implementing a combat system
tallored to console gameplay, BioWare's epic
fartasy series lakes a new shape. This changed
vision for the: franchise may disappoint hardoore
fans of the onginal, but the sequel stil delivers -
though not in the ways you'd expect,

BioWare's termplale story structure nvoly-
g an intre, four main quest hubs, and a
fnale is nowhere 1o be found in Dragon Age I,
Unfortunately, no compelling story rises to take
its place. Framing the story wilh another char-
acter’s namation, Dragon Age Il attermpls to tell
the tale of Hawke's rise 1o power in Kidowall, In
exgoution, this story amounts to little more than
a bunch of sidequests lashed together, They ana
rarely connected to a central goal, and since
the main plot has no arc, you get litle sense of
mounting tension or rising stakes until the dimax
B LEION YOUL

Most of the missions are short, inFand-out
alfairs that involve traveling batween Kirkwall's
panfully imited number of locations. Whie
the city is supposadly huge, you only bounce
between about 10 aneas and a handiul of
buildings and caves within thern, By the lourth
o fifth time | was sent down to Darktown to
resoive shady business, | was pining lor the
vas! forests of Ferelden. Speaking of Ferclden,
you can import your save from Origins, but it
Just alters some dialogue and a lew cameos
so don'l expect constant references Lo your
previous exploits,

T he console version of Dragon Age: Origins

ments, Bio

Styla 1-Player Action/RPG Publisher Electronic Ans Developer BioWare Relsase March 8ESRE M

Your surroundings get old quickly, but most
quests have a clever spark that keeps the
entertanment value high, | hunted a serial iler,
fook a jaunt into the Fade, and walched an dly
awlowardy blow a date with her ideal man. A
Tesw mundlane missions (il in the gaps ([prepare
1o kil alot of slavers), bul the inveniive scenanios
and excellent writing are among the highlights in
Dragon Age Il The tasks you perform fof yoLr
parly members are particulay cod, aided by the
fact that your companions are more nteresting
characters than those in Dragon Age: Origins,

The biggest change from the first game is the
combat. Mo longer trying to stradde the lence
between lactical and action-focused systems,
Dragon Age Il gives itsell over enlirely to fast-
paced, responsive battles. This drastic departure
from the original formua & bound (o upsat
purists, but il suils the game well. Throwing
down a nor-stop barage of spells and weapon
techniKpias is empowenng, and since you aren't
Just issuing commands and waiting for ther
execution, the action feels more immediate.
Dron't expect this sensation right away, though;
yourll have 10 play for several hours before you
have enough abiities to keep combat interest-
ing. In the early stages, your'll bum through your
meager skills and then mash the attack button
while you wait for them to recharge. | promise,
it geis bettar. By the time you're wiping out your
opposition before they even hit your front lines, it
all sparms worth It

Asiche from combat, an array of smaller tweaks
miake this soqual better suited for console play
than ils predecessor. The Mass Effect-lke con-
versalion system gives Hawke a voice and keeps
the dialogue Mowing, though it also removes
some of the moral ambiguity. BioWare has tuned

the combal difficulty 1o require minimal micro-
management, but this comes at the expense of
e pause-and-play approach (which is lechni-
cally still possible, but totally useless). Inventory
and equipment are easier o manage. and the

naw skl ireas - while heavily smplified - halp dif-

ferentiate characters and give them unique roles
in combat. | also encountered some technical
iB5UesS ke enarmy pop-in and graphical hicoups,
bl they rarely hampered my enjoyment,

Part of me was disapponted with Dragon
Age I | hoped for an improvement on the origi-
nal, but it ullimaledy leels like a slep back. The
new batile system is un, but not nearly as sat-
Esfying or rewarding as Origins'. Since you don't
even have a main antagonist until the final hours,
the story pales in comparison to the onginal,
I you put those complaints aside and remove
Dragon Age |l rom the impressive shadow of
its predecessor, you'll find an engaging action/
RPG axperience that stil retains BioWare's
trademark dever didogue, cod characters, and
detaied lore. » Joe Juba

8.257

PS3 » 360

# Concepl

Create a more action-packed,
atcessible Dragen Age
Graphics

Lotks batter than last time,
but the environments still
zeem bland in gpite of a new
art style

Somnd

Quality voice work and a
suitable fantasy soundirack
Playability

Rezponsive controls and a
streamlined interface work
well on consoles

Entectairument

The story and battle system
are less satistying than the
original, but they still provide
plenty of fun

Roplay Value

Moderately High

What About PC?

reviews B85



w1

PS3 « 360

» Concapt
A witch and an immaortal stir
up troukls for demons and
gamears alike

Graphics

Vivid comic book colers

and exotic creature designs
blend to create a stakang
visual style. The cutscene
animations are lifeless

by comparison

Sound

Heinrich reminds me too much
of Frankenstein's monster,
‘whaereas the veice actor for
Gretchen is a perfect fit. The
soundtrack complements the
mood nicely

Flayability

The combat mechanics are
similar to fellow games in
the genre, but with an added
weight to Heinrich's attacks.
Magic mixes up the combat
chemistry nicely
Entertainment

Too much babysitting is
Tequired, but when you ane
not fishing Gretchen out of a
lava pit, the unique gameplay
shines and the story delivers
in a big way

Replay Value

Low

BE reviews

nghts Contract

A bewitc story hindered

ol your typical video game protagonist

He's old, arlhitic, and scarred from head-
lo-toe. He walks with a limp, and every word he
utters carries the sorrow of alifetime of depres-
shon, He's unlikable - nlentionally o0, parbaps -
but the reascning behind his state of mind and
the means 1o cure it drives his story forward

Hairvich onoe served as an executioner that
spedalized in beheading witches. Through
periodic flashback sequences we see Henrich
camying oul he orders of Faust, a power-hungry
chictator hell bent on purifying tha land. One of
the witches touched by Heinrich's scythe, named
Gratchen, showad no lear, With her head resting
gently on a wooden stump, sha casls a arsa on
Heinrich belore he can lop off her head. Heinrich
became immortal, This may seem lke a blessing,
bt whan we meat Heinrich for the first time, he's
Ivesd enough.

When | stepped info his tatiered garty, rmy first
rslinGl was 1o g|i[[ hirn with the: death he soughl
| lowered my guard and let a pack of monsters
tear the fiesh off of his hulking frame. They left
nathing bit his two legs — cut off just below the
knees. The disturbing spectacle didn't last long,
however. By jamming on a button | reunited flesh
with bone and brought him back 1o fighting fom.
Death cannot stop bim,

His soythe strikes are slow and sloppy, an
appropriate fit for his appearance. His foes
which range from armar-clad knights to sky-
seraper-sized snakes, could make short work
of him {repeatecy), bul he doesr’L fight alone,
Gretchen is resurected, and as fate would have
it, she is forced to work with her killer.

K nights Coniract's Halnrich is the antiihasis

by a nagc

Style | -Player Action Pablizher Namco Bandai Developer Game Republic Release February 22 ESRE M

Tha duo works: well togather, each offering
strenglihs where the other has weaknesses,
Gratchen is a powerful witeh whio can antangle
foas ina magica briar, summon mateor show-
ers, and make razor-sharp blades appear from
Iz earth. When shae's had enough (as diclated
by a power meter), sha can grow to giant's
size and crush a foa in her hands o batween
her thighes. The spells she casls are salishying,
violant, and just a halr shy from being as outra-
geous as those unleashed In Sega’s baloved
witch simulator, Bayonella.

The player controls only Helrrich's physical
roverments, yat handes the attacks tor both
characters. Hainrch's abilies are mapped
on the face butions; holding down the right
iigger transtorms the buttons fo Gretchen's
allacks. The battles are last paced, and
aven the smallest of encounters can bo a
heart-pounding challenge.

Heinrich's maee attacks don't deal nearly as
riuch damage as Grelchen's magic, but he has
a deep list of combo chains at his digposal - very
much inline with other genne heavywaights like
God of War and Desil May Cry. Performing wed
n combat rewards the duo wilh valuable experi-
ence points that can be used to upgrade all of
lhe spells, Game Repubdic did a great job of bal-
ancing The upgrade progression, and each one
feets like a significant boost.

No maltter how powerful the duo becomes,
the challenge revolves around keeping Gretchen
dlivix tharks to her incompetent Al She stands
n e, runs headiong into a boss's grip, and per-
forms so many il-advised actions I'm comvinced
she could never cross a street on her own, f she

perishes, it's game over.

With her bumbling mations taking center
Slage, 1he game develves inlo a lan-hour long
escort mission. The only way to heal her is for
Heirvich to pick her Lp and weave through
hostile lorces lke an NFL running back undil ber
health regenerates. Coming to her aid isn't so
easy, elther. When Heinrich falls in battle, it takes
time for hirm to reanimale; loes wisely use this
Iudl to beat the snot out of the most defensaless
witch 1o ever walk the Earth. Equiprment found in
the word can make her more durable, but noth-
g Improves her poor judgment.

Clashes with demons also run the risk of
anding abrupily due to archaic design, such as
an instant game over 1 Heirrch ks knocked off
of aledge. This happens all oo often, especially
during boss Tights. Worse yel, players must
deliver tha final blow to bosses via quick-time
events. If you don't nail all of the sequences cor-
recily, the boss is rewarded one-third of its health
back. Once depleted (again), you have 10 Iy the
same quick fime sequence over,

Heirrich and Gretchen's journey is tresome,
bt when the gaime works the way il should -
with Gretchen being far removed from hamm's
wary, and Heinrich navigating ledge-free areas -
the duo creates a wonderfully chaotic storm on
the battiefield that empowers the player with the
feefing of being unstoppable.

Even when the game seems 10 be working
against me at every mopporiune time, the drive
to 566 1he fate of Heinvich and Gretchen mada
me push forward, I'm glad | did, | didn't see
the ending coming, and | love how the story
condudes. » Andrew Reiner



Fight Night Champion

A dramatic finish in a fight to the top

suspect that although mest peeple den't
consider themselves boxing fans, the sport
resonates with us because it's been delivered
successfully via a story — whather that's Rocky,
Raging Bull, or even Mike Tyson's Punch-Out!!,
Therefare, the Fight Night franchise is the
perfect place to do something gamers have
wanted for years — create mara drama in Sports
gamaes. Champion mode’s tale of Andre Bishop
and the characters that surround him is an
excellent blend of gameplay and writing, with
each one complementing the other to produce
a step forward for the genre.

“ou can't win a fight with just one kind of
punch, and Champion meda throws encugh
effective combeos to be a formidable fighter. The
voice actors convey the story well, and ther
characters are rendered with enough detail and
subtlety to convey emotion and drama. For a
video game to deliver on all thess fronts isa
minor miracle by itself, but part of what helps the
mode work so well is that it's not just a string of
regular matches bookended by cutscenes. EA
Canada tweaks gameplay perimeters of certain
bouts in Champion modse to mix things. up.
Sometimes your goal is only to survive for a few
rounds, or maybe you have to KO an opponent
instead of winning by decision. The reasons
behind thesa staged situations vary. Sometimes
it's to teach you about the gameplay, but usu-
ally it's to serve the arc of the story - whosa
flashbacks, colorful characters, and cccasional
surprises work well because they are handled
deftly enough to be believable within the story as
well as the gameplay.

Fight Night Ghampion is aimost two games
in one, because the Champion mode doesn't
take away anything from the core Legacy mede
from past games. The revamped career mode
features an updated training regime and pre-

fight scheduling. Like in the ring, survival and
success is a matter of managing your stamina.
Gash-generating sponsorship events, marketing
opportunities for increasing your fighter's popu-
larity, pre-fight training, and even injuries must
be managed in the days and weeks leading up
to your next fight, Pack your schedule with too
many activities, and you might enter your next
bout with the tank half-empty.

| liked the scheduling aspect of Legacy mode,
but the training and subsequent XP allocation is
confusing, Different training camps around the
globe bump up your physical attributes in pre-
determined ways, but individual training minig-
ames do nat, While this means you don't have to
o minigames you don't like, it also undercuts a
reason for having different ones in the first place.
Similarly, you can assign the XP you get through-
out the moede to arange of specific offensive,
detensive, and health-related
skills (like a left upper cut to
the head). but you can't inflict
certain damage states (eritical
stun, flash knockdown, etc.)
until you reach appropriate
skill threshokis. While | agree
that you aren't going to be
flash KO-ing opponents from
the start, having to mest these
minimum levels means that
early on regular knockouts are
hard to come by, which isn't
very realistic.

With such impressive game
modes, it's easy to overlook
the improvements to the
akeady great gameplay. EA
strearnlined the controls for
punches, dodges, and blocks
without compromising the

game's overall strategy — which now takes
stamina into account better. Although your con-
trol inputs are often faithfully replicated onscreen,
| am surprised how many times weaker miss-hits
(where a boxer's arm weuldn't fully extend) reg-
ister as powerful punches capable of knocking
someocne cut. | can't figure out the rhyme or
reasan behind the flash knockout system either,
bbast the excellent degenerative defensive system
is a solid improvement.

With enline gyms comprised of your friends,
smart gameplay changes, and improvements
to Legacy mode, Fight Night Ghampion is
more than your usual collection of modest
EA Sports improvements. Some areas shing
brighter than others, but the developer's inspired
Champion mode is the star feature that must be
experienced. » Matthew Kato

Q7

PS3 » 360
# Concept
Introduce a new story mode
as well as improvements in
the controls and other areas

Graphics
Nuances in the facial
anumations for the characters
in Champion mode bring
homs the drama

Somd

The voica weork for Champion
mode is well done, and the
announcers do an awesome
Job corveying story points,
strategy. and the suspense of
the fight

Playability

The aimplified controls are
awesome to work with and
don't dumb down the game
at all

Entertainment

Fight Might Champicn
connects with its stery mode,
even if a few punches mis
Replay Value

High

reviews 87
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Concapt
De Blob spearheads a
revolution against an
oppressive regime to
restore hanmeny to the
urban paradise

Graphics

The HD editions are a visual
feast of colors, shapes, and
patterns. As expected, the
Wii version’s graphics are
less impressive, but the art
direction lends itself well to
the console

Sound

While somewhat limited in
scope, the pleasant jazz-
inspired tunes swell as

yeu rejuvenate the world,
adding auditory feedback 1o
player progressicn
Flayability

Bonus challenges and
completion rewards ensure
entertainment for players

af all skall levels, but boss
battles and puzzles rarely
test your siills, Platforming
is formidable in later levels,
and the occasional camera of
targeting hicoup is frustrating

Entertainment

Elue Tongue's ambitious
sequel presents a Pixar-like
entertamment for all ages.
The charming and somnetimes
Juvenile capers of Blob are
contrasted by swprisingly
matre conflicts involving
religious brafrnwashing,
ngged elections. unlawful
imprisonment, and

martial law

Replay Value
Moderate

B8 reviews

de Blob 2

A super-saturated adventure

4‘

Each new location 15 a hiank
weaiting to be revived

Style 1 or 2-Player Action Publishar THQ Developar Blus Tongue Entertainment Relssss Fobruary 22 ESRE E10+

wicked war on color. While we had a
harwiid of criliques Tor Blue Tongue's
Wikexclusive release, de Blob was one of the
better-received third-party titkes on the console.
Racognizing the polential to caplure a broader
audience, THQ is wisaly going multiplatiorm
wilh de Blob 2
D Blob 2's world s salurated wilh color and
personaity. As you bring Prisma City back to
life by eliminating enemies, reaing PRSONGS,
solving puzzles, and panting the anvironment
In a color-by-numbers manner, propaganda
dsappears and rash vanishes. The hustie and
bustle of daiy e rolums, erasing any signs of
a once-monotone existence. De Blob 2 literally
UNS On an economy of Inspiralion, awarding you
licght buibys thal can Be spent 1o updgrade your
silent = but thoroughly expressive = protagonist
withmore health, better deferse, and increased
paint capacity.

C omrade Black is back. and so s his

The ZD segments are particularly enjoyabie,
Torusang mare on puee solving than platorming

The action can feal repetitive at times, but
it's rarely unhulfilling. Blue Tongue maticulously
crafted the pacing, introdUcing now hazards,
anemies, and power-Ups just as the surprisingly
lengthy game begns to teeter on monotony. The
wall-chesigned user interface also halps comgle-
tionists track down hat last bit of follage that
needs colonng or the final imprisoned cilizen that
needs freaing, which bels players avold wander-
ng tha busy cilyscape amlessly,

The game plays virually the same acroes all
corsoles, and doesn't forca gesiure conlrols
on the primary player despite ‘Wil and Move
cormpatibiity, which | appreciate consickaring the
precision nosded inlater platforming levols. That
baing sald, tha occasiona camera issue mars
an otherwise enjovable experience. The canera
acfusts unegoctody, and ong Time re-orented
de Blob off a diff during one of the tougher
platforming segments, The frustration is com-
pourded by a samewhal sporade dhasdkpoint

systam, which at times restarted me backin a
noarly whitewashed level. These Riccups are the
excaplions rathar than the rule, as the bulk of do
Blob 2's machanics are wall developed.

Multiplayer challenges and a oo-op mode posi-
tion de Blob 2 as an eplimal shared axporionce
for a parent and young child. The Super Mario
Galaxy-esque co-op allows the second player 1o
paint objects and loes as Blob's sidekick Pinky,
which helps less-skiled gamers contribute to the
expenence I a meanngiul manner wilhout being
overwhalimed by the dificulty of later levals,

Because of its lighthearted nature and pre-
sentation, de Blob 2 may pass under tha radar
of “corg” gamers, which would be a crime
worthy of the INKT CGorporation. Fun, innova-
e, and surprsingly deep, da Blob 2 15 bright
S0l ina sea of gray games and feralhve
sequels. » Meagan Marie

HRRILY

The targeting system & extiemely intuitive and
ANEOUTAGNS Claining togethar articks




Select the shot you'd like to
appear in

Select Select
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» Concapt
After delivering broadcast
quality visuals last zeason,
Sony puts the authenticity

of the sport into the

player's hands

Graphics

Realistic enough o fool
three Gamne Informer editors
into thinking it was a live
baseball hroadcast

Sound

The commentary team does
a better job of following the
action this year, but they
repeat some of thedr lines tar
o often

Playability

A whele new ballgame

that now utilizes an analog
contrel scheme, The pitching
mechanic is hands-down the
best yet. Making contact iz a
bit easy, however
Entertainmaent

Not your typical yearly
iteration. Sony made changes
all acvess the diamond, and
almost all of theim are for

the better

Replay Value
High

90 reviews

MLB 11: The Show

The

close

| NFTe )

y beloved Chicago Cubs
M are Three outs away from

forcing a divisional lie with
tha Cincinnati Reds. I've tumed to
Carlos Marmed and his: filthy slicer
1o shut down the Dodgers. Only
two runs have crossad the plate al
game, both coming off a mistake
Jon Garland served up 1o Aramis
Ramirez. The fans at Wrigley Field
ara losing their minds, The electric
atmosphere screams of playoll baso-
ball. My nerves are iried, the control-
ler i my hands slick with sweal. The
Cubys’ season hangs onmy ability 1o
place my pitches.

The lirst batter | face is Casey
Blake. His boller yoars ano bahind
him, and ha's hitting a career low

235 lor the season. My first pitch, a
knee-high dider, snaps the cornear lor
a sirke. For the nexd pitch, Geovany
Solo, the Cubs' reliable catcher, dlides
o the inside of the plate and calls for e heat. |
agrea with the call, and put a litthe exira mustard
an it. My Tollow-through i st a hair off, and the
ball calchos oo much plate. Blake jumps on the
mistake and slaps a base hit to left fidd. Marmol
is noliceably rattied. He wipes sweal away from
hiis browy, and 1akes a lew extra steps behind the
maund 1o regain his composure.

1 won't walk you through every pitch in this
al bat, but crealing realislic baseball momenls
like: this ks what MLE 11: The Show is all about.
Mast of this drama is driven by the game's new
analog-based gameplay, and the studio's ability
lo make dmost every litfle detal —whelber it's
the: Al reacting logically to a good pitch, or an
animation depicling comyincing player emotions =
True 1o the sport.

The new analog pitching s the most polished
and challenging gameplay mechanic a baseball
game has ever offeraed. It's all about fnesse
and finding a rhythm with different pitch hypes
To place pitchas on thie comens, you have 1o
angle the analog stick in the direction of the
desirad location. The gesture must be fluid and
gentie, the video game equivalent of threading a
neede. Depending on where you are aming, the

MLE 11 supports 30, and you can
uge the Move contealler fo the
Home Run Derly competitions

e

2st you can come to pl

he sport 1

ng t

thout sustaining injury

Styls 1 to 4-Player Sports (4-Flayer Online] Pablishar Sony Computer Entertainment
Dewaloper Sony Computer Entertainment San Diego Release March SESREE

shightest aror could resull ina ball or worse - a
pitch that hangs over the plate. The length of
YouF motions 5 tied to your pitcher's delivery; the
amount of Time dlotted s shoror when working
from the stretch, making finesse pitching all that
rmuch more difficull. | lelt siressad when batiers
wolld ged on base. | aven got so oul of sync at
times that | would get called for baks.

This naw system not only offers a great chal-
lenge, il acaratoly simulales pitch counts. I just
one pitch 't working for you, expect 1o walk
batters and reach deep counts. Most of my
starters threw batween 80 and 105 pitches in
five to nine innings of work

The: nesv batting mechanic requires similary
axact molions, pulling the right analog sfick
back to plant the fool, then pushing it forward
to swing. Unlke pilching, however, it's easy to
grasp and master. Even on the higher difficulty
settings, | didr'L strike out very often. | didn’t
find the: new confact swing modifier usehd, as
the power swing gavis me the same results or
betler, My contact ralio was absurdy high, but
my hits per nine ranged around a realistic 12 to
15, resudting infive to sk uns. These tolals were
usiialy fer lower when lacing an ace.

Fiegdding uses analog-basaed confrols as wel,
but the acfion isn't that much different than last
season oulside of the new optlion to lake throws
and lure players into rundowns, Rather, delenss
s mast noticeably mproved in the number of
ways the fielders reacl. A distinc difference
axisls between outfiddder and infiedder moftions,
and players show a better awareness of their
location on the fiedd. They position themselves to
play caroms and furl bounces, and will bil the dirt
if thery are in the way of ona of ther teammiates’
heowvs across tha digrmond.

Road to the Show remains one of the most
addictive and safishing modes in video game
sponts. This year, a slicar syster allows you to
buid the frame for the type of player you want

to be. Developing your ballplayer no longer
refles on an arblirary set of in-game goals; you
TOW AN expenence points lor every at bat or
batter [aced. The amount of points you taly is
determined by your performance for that situa-
tion. It you perform great all game long, you're
going to be rolling In points, and your player's
devalopment takes the appropriate leap forward.
Mew Tramning minigames also give nice bumps 1o
speclic skils, | still want more intaraction wilh my
mianager, nol 1o mention a more comprehensive
look at how I'm doing both within the organize-
fion and league-wida.

Acling as a couch manager, | srmdaled five
seasons of Franchise mode, Trade logic is much
smarter this year, but may be too parsistent. In
one season, the Braves proposed a trade for my
Cubbies' stud shortshop Starin Castro. Ther
first offer was a player-for-player deal. | tumed
it deswn. They camea back two days laler with a
two-player ded. The day alter that they came
back with a three-man option. Intotal, they throw
together seven different packages for Castro. |
rejected them all. Quiside of dealing with bully
Al, Franchise's mulli-roster player management
is easy o comprehend, and | love thal the game
dllows you to make difficult (and often question-
able) decisions with injured players.

The Show won Game Informer's Sporls Game
of the Year honors last year, and the product
Sony put on the figld this season takes a dra-
matic step forward in many meanngiul areas,
Even alter 50 to 60 games played, 1'was stil
seeing new animations on the fisld, and the
commentalors were leling different stories about
iy tean. Although | wanled more challenge
from the batting, the new analog pitching con-
trods should be experienced by every baseball
enthusiast, » Anrew Reiner




Killzone 3

il itry in t

you up and pushes you nto chaos

. again and again. This newest instaliment
fulfills the promise of the franchise through
action-packed sel piece encounters, elecirifying
gameplay, and surprising environments. While
Guerila Games stil struggles to find a sensa
of pacing. and storyleling largely consists of
people shouting incomprehensiple things at
each other, it's easy 1o ignore tha paper-thin
plotting given all the shrapnel and gunlive zoom-
g past your head.

The game picks up right after the finala of
Kilzone 2. Sev is standing by Rico despite:
his moronic decision to martyr the Helghast's
supreme leader, Now, tha ISA froops are caught
behind enermy lines on he hostile planel. While
the story follows a few meaningful threads, every
emotion and moment ks ratcheted up 1o such
an axirame thal t's hard to know wi
about. Some characters shout every
of diaogue they speak, and that sense of con-
stant rsanily carmies over nlo gameplay. Most
of fhe game runs with the amg tumed 1o deven,
s0when the cool explosions, deaths, and plot
reveds happen, they don't camy the impact
they might otherwise have had. That said, as |
manficned nmy review of Kilzone 2, it's hard 1o
complain oo much about high-octane action in
a sci-fi shooler,

The gameplay that accompanies this bom-
bastic plotline i taut and thrilfing, Gunplay
exchanges are tast and merciless; it's hard to
find a safe place to hide amid the aumbling
walls and shatlered vohicles of Hedghan, Erlqarny

L ke repeated shots of adrendine, Kilzone 3

Style 1 or 2-Player Shooter (24-Player Onliné] Publisher Sony Computet Entertainment
Doveloper Guerilla Games Relsase February 22 ESREE M

Al ks brutal even on the defaut difficulty, and wil
happity shool you to hall for a momentary lapse
in positicning. The game rewards an aggressive
approach to the battefield; players that can dear
the area quickly before the enemy digs in wil win
the day. Al the same timea, cover is essential as
you humy forward. A baanced game of offense
and delense is a musl. The greal selection of
weapons is alot of fun, though most players may
stick with the exceflent IS4 assault rifte for much
of the: game. My lavorite addition is a high-power
missie launcher with an altermate fire that calls
down artilery strikes,

As you hop from one battlefigd to the next,
Guerila does a great job of breaking up the
action. From mech and other vehicla sections to
some of the best aerial rail shooling sequences
I've ever encountered, the plentitul short
exchanges help keep things fresh. The jetpack in
pariicular makes you fesd powerhul and danger-
ous without unbalancing the comibat. One of the
best parts of the game comes halfway in, when
a briel stealth sequence i punctuated by Irighl-
ening action moments any fime you get spotted.
A ey more variations in tempo like that, and the
broader pacing probkem n the sloryieling would
be solved

Technically, Kilzona 3 reachies a new bench-
mark for which other games should strive. The
graphical fidelity is high despite the overdoad of
activity taking place onsoreen at anvy one time.
It's avisud smorgasbord of acton and lights,
filed with oversaturated colors that are likely
a responss 1o critiques that found the earlier
games oo drab, Slack on gl the indepandenthy

PS3

# Concept

Survive behind enemy lines
from one explogive first-
person battde to the next
Graphics

More action unfolds acoss the
zcreen than any comparable
game, and it all looks
gorgecus in that "demolished
by the ravages of war” sort
of way

Somnd

A phenomenal soundirack
iz buried heneath overly
intrusive sound effects and
shouting. Adjust your audio
levels accordingly
Playability

No matter your control
scheme, Killzone 3 feels
infuitive and responsive
Entertainmaent

With its latest installment,
the franchise gives the other
big shooters & ron for thel
money, and adds fantastic
metion contrals to the mix
Replay Value

Moderate

moving characters and vehicles, and the game is
asight to behold,

The visual splendor and tight gameplay carmy
over into an excallent mulliplayer component,
The dass and leveling mechanic offers customi-
zation options, but the real enjoyment comes
from the objective-based game modes, which
task tearms with completing goals across vast
battieficids. The best of these game types
include nterstiial culscanes that move he
mission lorward, slaing the best players fram
the group. Players more familliar with whittling
away space marne energy shields will bein
for a shaock al how fest & duel can go dowr;
it your preference is thal momentary thrill of
ricier finger against wigaer finger, you should
e pleased

All the other ingredients are in place for a
blockbuster shooter. The great controls ana
responsive and customizatle, even wilh the new
hove dllernative (see sidebar). A bot mode lets
players familarize themsaelves with multiplayer
maps belore gong onfine. Two-player local
co-0p lets you enjoy the campaign with a friend,
though it disappointingly lacks onfing support.
The game even packs impressive stereoscopic
30 if you happen 1o have the necessary display.

Kilzone 3's shocking and abrupt campaign
ending serves as a suitable wrap 1o Guerila's
extended war-thermed tilogy. Evenifitisa
conchesion of sors, Kilzona 3 stands on its
oam, The franchise has aways lallen st
shy of greatness for me. This time, theres
plenty for any action gamer 1o dig his or her
teeth into, = R Willer

The Motion Factor

ue test of Sony's

Q77
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¥ Concapt
Take the long-nmning
hiztorical strateqy senes back
to its reots with a tight focus
on Sengoku-era Japan
Graphics

Each season hag its own
particular beawty. A solid
gaming PC makes a huge
differance, though, as
improved shadow and
lighting affects take the
visuals to the next level

Sound

The minimalist score didn’t
get tumed off 10 hours into
the game, The only other
time that has happened with
me was with Guilization Vs
Grammy-winning scundtrack
Playahility

Tt is hard to heap too many
superlatives ento the
campaign interface, [t's vastly
improved over the previcus
e

Entertainment

[ didn't expeect to be pulled
back into Total War after
burning out on Empire and
Napoleon. Shoqun 2 made me
a beliaver all over again
Replay Value

High

Total War Shogun [

H 0CL |<_\el,

[‘I[‘,l = Ta

hex Crealive Assembly
T has always reached lor

Ihes stars wilh Total War,
pushing the boundaries of
whal we thought technically
possibla to ceale ambifious
grand strateqy fitles that mix
internal politics, digtomacy,
ntrigue, economic devaop-
ment, and warfare. This ambi-
lion has olten come at the
price of rough edges, from
unil Al during real-time batlle
sequences falling to navigate
lerrain 1o mparact balancing
arel problematic rival fac-
tion Al on the turm-based
campaign map. Shogun 2 s
a repudiation of this develop-
ment philosophey. It brings the
scale down from Empire: Total
War's globe-spanning thealers
o three of feudal Japan's
slands. Instead of dozens of
countries and ethnicities bring-
ing radically difterent froops to the battlefield,
Japanesa clans fight with minor variations of
sword, bow, and spear. This culs away the
fiuff that got in the way of exploring Total War's
aripping stratigy.

Shripping away the bloat that has crept into
Total War over the franchise's many iterations has
allowed Creative Assembly to axplore the design
of the core gameplay ilsell, Dominance over
Japan requires building a strong infrastruciure,
picking your friends and enemies carefully, and
ultimately seiring victory on the balllefield itself
Unlike previcus Total Wer titles, each of these
dements & elegantly designed as part of the
grealer whole, For example, choosing what lype
of buildings to build i each province is a seres
of decisions that leaves space for developing
strategies (Merkel o archery dop? Monastery
or stables) without burying the player in triviali-
ties. Evary Dutton you press has an mmediate,

Techical Difficulties?

The Creative As:
bugs, instakbi

whas ralied ove
ar’i many technical

N to total

nat rickety foundal
combat. Shogun 2 is an incremental improvement over !
generals and your u

map, [ saw rivs

fedder and elite nocos. ard ']'.e Lcnﬂ"
ong ground to fight over and running its troops
ount of Empire and Napoleon, though,

92 reviews

Style 1-Player Strateqy |4-Flayer Online] Puklishar Sega
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noficeable effect. Upgrading a castle doesn't st
add a percentage modifier to unit replenishment;
it opens up another siot lor economic or military
buidings, adds stronger walls and defensive
amplacements, and allows faster troop training.
Instead of choosing belween borng percentile
ncreases here and 1here, you're unlocking
powerful new abifities ke double-speed samural
lraining o tiging town growlh

This streamiining extends to all areas of the
game. The agents that do your bidding cutside
Ihe fieddd of batlle have been reworked info rock-
paper-scissors triangle that has ninjas, monks,
anci matsuke (secret polics) dancing sl over
Japan in a shadow war. This simple yel engag-
ing mechanic s a massive mproverment over
the overly complicated agent designs of Empire,
MNapoleon, and even Medioval ||, Similarty, dif-
ferences on the batliefiddd are between samural
and ashigary {armad peasant), cavalry and infan-
Iry, or spear and sword, As mudch as | enjoyed
MNapoleon's artilery duels, battles in Shogun 2
are more safisfying becausa they leave more
room for lactical crealivity, Sleges finaly work
propery, as units do what they're told and the Al
is an enthusiastic third-grader instead of a brain-
darmaged poode,

The introduction of honor gives diplomacy &
new twist. Interacting with major and minor rivals
has dways been core to Total War, and having
to considar your daimyo's honor gives everything
a new weight, Renage on an alkance when a
Irendly dan is allacked, and you haven't just
pissed them olf = your honor takes a hit, which
mpacts everything rom future diplomatic rela-
liores to your gencrals loyalty and your peoples’
atfitude toward your nule. Conversely, Torgoing
mmediate advantage in order 1o gain respect
can pay big dividencts down the road. | spend as
rmuch fime mapping networks of alliances and

planning my diplomatic moves as | do building
mirastrciung or moving amies in Shogun 2,
which | can't say of any other game,

The Creative Assermbly put a huge amount
of work into an unusual parsistent multiplayer
framewvork, where players can join dans and
fight one-off battles in a league struciure.
Frankdy, multiplayer Tolal War baltles have naver
grabbed me use the contral 15 50 chunky
and unresponsive That managing combat inreal
time is urbearably fnustrating. This continues in
Shogun 2. 1like The melagame implementation
n theory, and persistent rewards are always
great, but the lackduster core gameplay keeps
me {(\u\‘d}'

| admire how many legacy issues have been
addressad, but some remain. Tactical naval
combat is slill so terrible thatl | autoreschwe every
single one. The land-based factical Al shil has a
few holes you can axploit (soe sidebar). A few
parts of the interface, ke not beng able o see
the wider diplomaltic situation when a rival comes
to you with a proposal, consistently frustrate.
| will nesver understand wity he game doesn'l
Tollow the standard tum-based model where
units prompt you to give orders before hitting the
end lurn butlon — I've wasted dozens of anmy,
navy, and agent moves by not scouring every
comer of my empire.

Less tndy is more when it comes to Totdl
War, Shogun 2, with a smaller scale and tighter
fecus, boasts the best gameplay and design
of any entry in the franchise. | can'timagine a
realistic way that The Creative Assemibly could
have made a better case to win back fans put
off by Empire (ol whikh | wasn'l one, thoughl
undersiand the complainis many Tolal War fans
have of that entry). It has made the game more
approachable 1o new players withoul sacrificing
tha franchise's soul. » Adam Biessener




Style ] to 4-Flayer Action [4-Flayer Online|
Publisher Paradoy Interactive’ Developer
Ammowhead Games Feloase January 25 ESRE T

blowing thimgs up I a video game was
) ago with Painkiller. My fime with
Magicka was cut short before |'d had ny fil
of its flexible combat systemn, though, and not
because of any mpending deadine. Single-
player bacomes unplayable due 1o horrid level
design halfway through, and technical problems
continue to mar onling co-op.

The plot doesn't do anything more than make
a few Star Wars and 300 jokes dong the way
to setfing up a few thousand enemies between
ol and some kind of existential threal o the
world, and the game lacks most commeon RPG
derments. You have no mana bar, skill points, or
polions. All that exists are the eighl elements and
the four ways to unleash them, Create volatile
lightning walks, raise volcanic geysers, drop heal-
ing boulders from the sky = Magicka's combal
systermn puls explosive creativity at your fing
andl rewards your experiments with enthusias
animations of their deady effects.

Invastigaiive players will find discrale magicks
with unusual effects, from Haste and Time Warp

T he last tme | had this much stupid fun

o Rain and Blizzard, The best lactics tend lo
combing spalls, magicks, and manual dodging.
Yiou can encase yoursell in rock while Mateor
Shower mmolates everything on soreen, conjure
bilocking boulders around you and call lighining
Trom the sky, and morea.

For the first hall of the acdveniure, Magicks
presents a wel-paced, pleasant varnaty of
oombal situations that encourage you 1o explore
the destructive potential of your wizard's stall
The level design inexplicably abandons single-
player baance halfway theough he game, hem-
ing this easy-breazy, enemiy-axploding arcade
game into a controller-smashing slog. Powering

through the worst bits is punishing with a few
friends to help vou out; only the most masochis-
tic: gamers will maka it through in single-player,

The leval design stupidily can’t stop Magicka's
briliant core gameplay from shining through. At
ils best, learing hordes of enemies limb from limb
with a buckdy IIinging spells beside you leels ke
playing Double Dragon on a flaming helicopter
flying through a tomado with a pilot on his 50t
aup of colfes, That doesn't exause the bils thal
are best compared to Battletoads” legendarity
Trustrating hoverbike sequence, but 'm not going
to pratend ke | didn't get my $10 and more out
of the game, » Adam Biessener
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» Concept

Mix eight elements into
powerful, explogively hilarious
spells that never discriminate
between friend and fos

Graphics
The kbright. inviting style

auts the lighthearted
gameplay well. It's technically
compatent enough not to

be distracting

Sound

Swedish Chef-style gibberish
veiceavers are a perfect match
for the tongue-in-cheek story
Playability

A conmrol scheme that forces
you te manually enter each
element m sequence to
achieve the desired effect
sounds dumb on paper, but
it only adds to the engaging
chaos in practice

Entertainment

If only single-player were
playable past the halfway
point, this weould be one of
the best $10 games ever

Roplay Value
Moderate

FIFAINTERACTIVE WORLD CUP 2011
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3Ds

» Concapt
Bring Super Sweet Fighter IV
to Nintendo's new handheid

with a few 3D enhancements
and a new accessible

control scheme

Graphics

Character models are big and
detaded, and the 3D effect is
glick. It's a shame about those
backgrounds. though

Sound

All the nnes from the console
versions are here, and thay
sound great

Flapability

This is the most accesable
Sreet Fighter in decades. The
optional lite control scheme
lets novices perform even the
trickiest moves with ease

Entertainment
[t might be smaller, but as
far as gameplay goes, this
hag everything that its big
brothers have and more
Replay Value

High

Figure Battles?
C A

I's hard 1o believe, but it's bean nearly two

decades since a Street Fu"ﬂ‘ntﬁl game has

appeared on a Nintendo system. More
astonishingly, Capeom decided to break that
dry spell by releasing Super Strect Fighter |V
on a porlable syslem. The resull s no simple
gimimitck, ailbar.

Capoeom has shown a remarkable amount
of restraint inwsing the hardware's 30 allects,
Dyreamnic Mode presentalion adds visua depth
Ly moving the action doser and positioning the
camera behind characters’ shoulders, but the
changes won'l make Blanka's ayos pop out in
cisbeliel, Purtsts can enter the oplions and shut
off 30 endirely — a move Thal doubies the relresh
rate from 30 to 60 blisteringly fast rames per
sacond. | expect pecple to use Dynamic mode
1o show off the game to their irencs lor e first
time, then 1o switch to the raditional side viow.

Even if you haven't kept up with Street Fighter
movasels, you can do more than walch tharks
1 & naw “Tite”™ control oplion. This schame allows
players 1o turn the touchscreen inlo a series of
customizable one-button riggers, latiing even
the greenest fighter pull off hadoukens and dliva
combos with a single tap. Even if you're not a
complete novice, IU's a greal way 1o leam how (o
Play unfamiiar characters. Il you're concemead
about people dominating online with thelr new-
Touned expertiss, you can filter out players using
lite controds through matchmaking.

Pros might scoff at that kind of contral

schame, and thay can choosa to stick with Pro
controls, The loudhscreen is still usad, but it's
mapped lor more mundana 1asks such as three
button-pross combos and locus altacks. Even
with the relatively limited number of buttons on
tha 303, | pulled oll movies: in pro mode without
a hilch. The syslemi's cirde pad s a godsend for

StreetP

super Street Fighter IV 3D Edition

Siyle 1 or Z-Player Fighting {2-Player Online| Publishes Capcom Developer Captom Release March 27 ESRET

rotation-based moves like Zangiel's spinning plle-
driver, Tha pasitioning of the d-pad makes it easy
to swap batween it and the crcle pad depending
on tha ciraumstances,

A few things wera lost in the transition to the
portable space, most dissppointingly in the
gama's stages. They're all there, bul the chamn-
ing background aclivilies wera scrapped entirely
Thie kids who used 1o scamper and chaer on
the fighters in the undempass level are now rigid
2D lacackes, for nstance. A few other minoe
graphical delals are missing, 100, bul you have
to souint 10 see them. Rulus' belly might not
figgle quite as enthuslastically, but other graphi-
Gl Mowrkshes, like Hakan's of-sodked shimmer
and the transiucent sleaves In Chun Li's allarmate
costume, are intact,

Unilike: the iPhone version of Strest Fighter IV,
which was an admivable effort thal ultimalaly
felt like a proot of concept, Super Streat Fighter
IV 3D Edifion is a comg jame. Super Sireet

Fighter IV is one of the bast fighling games
around, and players owe it 10 themselves 1o give
it a shot

« Jeff Cork
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Style 1-Player RPG/Fighting {2-Player Online)
Publisher Square Enix Dewsloper Sguare Enix
Release March 22 ESRE T

Fantasy characlers against each ofhar in fast-
paced, haphazard comiat. The rarsionmation into
a lighting game wasn't exactly a natural fit for an RPG
series that has helped defined video game storyteil-
ng tor the last 20 years, but lans seemed 10 enjoy the
opportunity 1o beal up thor lavorite vilains and horoos.
This sequel continues: 1o serve Ihose fans = and no
one élse.

The corg concepl s all thal mads the transition
from the first game; the sloppy conitrols are badk, too.
Basic maneuvers like dashing and dodging are urveliable
thanks 1o a button layoul that you can't re-map (n a fight-
ing gamed), and the awlul camera is a more formicable
Toa than some opponents. Most batlles are Tuned so
that you don't need o perform Nawlessly, but a handiu
of boss fights made me absolutely furlous by expecting a
leved of precison that tha game cannot providk,

host of the singlo-player made k'l bad or Trustrating;
it's just dull. You repeatedly fight the same opponents,
and the new overworld map 15 just more of a detour
bBetwesn grid-based levals simiar 1o the last game, The
thrill of leveling up, learmning new abiifies, and unlock-
ng secrels s stil here, but the surrounding gameplay is
more mechanica than entertaining. Tha only time | fal
the adrenaling pumping ks when | was fighting a human
opponant, which is easier this time around since mutk-
player 15 no longer local-anly.

Despita its faults, the Final Fantasy tan inme had soma
greal times with Dissidia 012, The new characters ane
solid additions to the roster; | particularly liked the twists
that Yuna and Laguna bring to combal. Tha new assist
system is good, too, adding an extra dimension that
was missing the first tme around. | also can't argue with
the amount of content, smee the story mode features
three campaigns (though one is basically a re-hash of
the original).

I wou lkeed Dissidia, you will like Dissidia (12, Square
Enix’s minimal attempts to address the first game's issues
won't win any new fans, but the comparny knows how to
pander 1o an audience, That's one area where Digsidia
012 is fiing on all cylinders.» Joe Juba

T he original Dissidia pitted an array of classic Fing

Fantasy

xad of polish

17707 |

B Concept

More Final Fantasy characters

enter the fray in this

stylish saquel

Graphics

Character models and spell

effects look cool, but the
action can devolve into

visual noise

Saund

An excellent voice cast, with

almost everyone reprising

their iconic roles

Plagability

None of the control issues

from last game weare

addressed, so expect

some frustration

Entertainment

The action i5 impressive, and
fans will love seeing the
faworite characters battle, but
the formula gets old quickly
Replay Value

Moderately High

I,II]I‘|LIf1 M

Style 1-Player Action/Platforming Publisher Majesco
Entertainment Davelopar DreamRift
Release March 22 ESRE B

hen a group of devious kids sneak Into the
\/\/ Monster Word and enslave its crealures, a

young girl named Bllie comes 1o her rescus
with the help of arare monster named Chomp and a
powertul bracelet. Monster Tale's culesy demesnor
and child-like themes may tum off some at first glance,
bt the genre-bending portable title offers a surprising
amount of depth and gameplay variety.

Monster Tale provides fight 2D platforming across five
codorhu locales, each wilh its own theme and enemy
types (though yourll un nto the oceasional palette swap).
To accomplish her goals, Bllie relies on her legendary
braceted, which doubles &5 a blaster weapon, Whelher il's
learring to roll under a row of spikes, or gaining the ability
1o performn a rapid-fire Dlast with a quick button combo,
players must master and upgrade all of Ellie's skils 1o
progress though the levels. Hand-eye coordination and
reflexes are put 1o the test inlater boss battles, which
reciuire successiul execution of all skils acouired for a
gralifying victory.

Chomp's role in Monster Tale adds a Pokemon-esoaus
monster-raising element that makes excellent use of the
handheld’s dual screens. With a press of the X button,
Chomp retreats o the “Pet Sanciuary™ below to help Ellie
activale puzzle swilches, pick up tems that provide expe-
rience for leveling, take down enemies that sneak below,
and acivale combat tems ke catapults and socoer balls
10 knock out enemies above, Being mindlul of Chomp's
activities on the lower screen while quiking Ellie through
combal sequences above makes for fun, if oocasionally
chaolic, gameplay. Chomp can roam along with Blie
on the top screen as well lo lend a hand with monsters
for expenence points. These unlock evolved foms of
the crealure, which are worlh experimenting with during
fougher skinmishes later in the game

Monster Tae does a greal job of leading you to your
rext objective on the map, but since he lower screen is
primariy used as the Pet Sanctuany, | found mysell regu-
larly disrupfing gameplay fo check the map in the menu
10 ensure | was taking the most efficient route toward ny
god. As you progress through the world, your next objec-
tive often requires tedious backiracking across several
ervironments, Instead of ghing 1he player new experi-
ences, you're stuck revisiting familiar areas and fighting
famillar enemies several lmes over.

Crilicisms aside, Monster Tale s a polished platiomming
achventure with light RPG eements that make it more than
just another pet simulator, It uses the aged DS hardware
1o full eflect lor a novel expenance, » Annette Gonzalez

8

DS

# Concopt

A young girl and her pet
monster gave enalaved oritters
from a group of evil children
in a game that combines
platforming. action/adventure,
and light RPG elements
Graphics

Childhood-themed
environments are colorful,
detailed, and well desigmed

Sound

Each location has its own
catehy thune

Playability

Skill progression moves along
a steady aurve. Ahilities are
put to the test during chaotic
boss encounters
Entertainmant

Despite its knd-friendly
appearance, Monster Tale
offers a suprising amount of
engagng gameplay

Raplay Valus

Moderately Low
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Small gripes aside, you shouldn’t pass on
Marvel vs. Capeom 3 if you have even a
passing interest in Capeorm, Marvel, the

fighting genre, or good games. This pugilistic
prize has mimicked the polished, accessible
reinvention of Street Fighter IV, forming
another strong leg for the resurrected fighting

genre to stand on. — Tim Tur
Speichnr Miry Yo Dion t Krow Jack 8 R
Shatbensd Dirmensions 85 Oct10
Seatiertoute 5 Fo11
Sperts Champion TS 0810 Ao Of Knfings 855 Jm11
Smaciing 85 Mari Avcania: Gothic 4 675 Doc-10
S Wore: Tha Assspsin's Crond: Brotharhocd D25 Doe-10
Foro Uirlominad 1| Bt Losar
Sart The Party Uismann Workout, The B Dos-10
Tt Drivom Unmited] 2 Enk Kt 65 New-10
Tema Crisk FRazing Stoem Eicad Orive 45 ;11
Trinay: Souls.of 20 O Biody and Emin Conmoction § Ma11
Trorr: Evciution Call of Duty: Back Ops 0 Des-10
Tismisks Cantovania Hamneny of Dospar 52 See-10
T Wilorts | Cantiowanin Lords of Shadow § Niew10)
Warstuish Somic Jumper. The
'WINE Sriackiown Auteeriunes of Captan Sy B Ot
s Pawe 2011 Comtume Chonst 6 Decid

Gt

Diante Gentral

Danoafviastors

Dot Fising 2

Demd Fising 2: Carier Vilest

Déndt Pl Caetad Zoros

Daad Space 2

[ Heso 2

EA St WA

Ensdwad: Ouchysany 10 hes Wi

Fi 2010

Fabialll

Fersry: Lgancs of Auslen

Fallout: New ‘s

FIFA 11

Figrtens Uincageed

From Mission Evched

Gl Hary: Wearriong of Fock

Haiky: Fesach

Hard Cerpe: Liprising

Hamy Potter and T
Denty Haloves: Part 1

AR 2

[

Jarmos Sond (0F; Hood Sone

Johin Ciaky's ProStokn Goid

Jey Fida

Hara & Lynen 7 Dag Deye

Hinect Advantuns

Kimmct Sports

Harmctimals

Lara Groh and the
Cuanian f Light

Laged of 0 Cugeths.
Thes Oty of G Hoaks

Maciden MEL 11

Mifia

5 Jaeid
875 Dac-10
4 el
88 Nowill
8 Feorlt
875 010
9 Fab11
925 Dac-0
85 Deci
T Now-10
B8 Mo il
& Decdl
B Fan1
845 Dec-10
BT5 Mow-10
4% Deocil
775 Oerg
8 M0
85 Oa-10
& Fai

55 Jan11
78 Oet-10
a8 Jan-11
16 Dec0
T8 MowlD
7 a1
6 oo
T8 dan11
a Jdem
4 Janit

2 B0
725 Mo 1D

875 Sep-0
o el

8.75 | Tales fror
About a Blob

Platform P53 Release February 8ESREBE

This is a polished and often
challenging platiormer. Nicely
balanced between tricky jumping
sequences, clever action puzzles, and
the combat, About a Bleb continues
to unfold as you play on, layering on
new mechanics and design ropes.
— Matt Helgeson

N Space

7.25 | Swarm

Flatform P53 + 360 Release March 23 ESRE T

Only a few ligh! platforming and
puizzle moments break up what is
otherwise an orb- m‘ie‘cm zq fr.‘u:c.r

ta the finish. The game fails to
innovate on its early mﬂ"famn.,
and it can feel like a chore to master
some of the later levels. It may be
fun to walch these little gquys dis,
but there were too many moments
where I wanlted to Kill the power to
my console. — Ben Reeves

2 | Dungeons
Platform PC Relsase February 10 ESRE M

This unusual strategy title
somehow manages 1o be less
than the sum of its parts. I found
myself scrambling around the
map or hacking away al some
one-off objective instead of
carefully crafting my evil plans
for optimum hero crushing.

— Adoin Biessener

4.25 | Bionic
Commando Rearmed 2
Platform P33 + 360 Release February |
{PS3). February 2 (360) ESRE T
I didn’t like Hearmed 2 a5
much as the first game, but
there’s still plenty worth
checking out. This isnt a
play-instantly title, but it still
ranks above Spencer’s awiul
console reboot. — Bryan Vore

9.25 | Beyond Good &

Platform 360 Release March 2 ESRE T

If you're aimong the majority of
gamers who didn't play Beyond
Good & Evil when it originally
came out for FS2, Xbox, and
GameCube, you have no excuse
for passing up its new form.

- Phil Kollar

1.5 evenge
Platform P53 « 360 « PC Release March 29
ESRB EI0+

The Atari classic re-launches
as a fast-paced rail shooter on
your downioadable platform of

choice. Juggling different weapon.

and dodging enemy fire makes
the gameplay feel frantic and
exciling, but too little enemy

and level design variation hold
this compelent shooter back
from greatness. — Matt Miller
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Celebrating an

30th Birthday

by Phil Kollar

ihon Falcom Corporation is hardly one
of the most popular or recognizable
developers in the industry, but it
has built a reputation for crafting
beloved role-playing cult classics.
| spoke with the company’s current president,
Toshihiro Kondo, to find out about Falcom’s
past and future.

Falcom was founded in March 1981 and quickly
became known as the premiere PC game devel-
oper In Japan, working on titles ranging across
multiple genres, such as Galactic Wars and
Horror House. In 1984, they released the
first game in a series and genre that would
help define the company: Dragon Slayer.

This top-down action RPG was one of the first
to introdu | ts that
would become standard in RPGs of
the future, such as loot collecting and
puzzle-solving In-between combat.

“For everyona who's creating games
right now, [the early Dragon Slayer
games] are kind of like a texthook,™
Kondo says. “It's like the definition of
an RPGQ, Everything that needs to be in
aJapanese RPG is in [Dragon Slayer].
It was carefully created down to the
smallest detalls, like the timing of trea-
sure boxes appearing In the game.”

Though the original Dragon Slayer
never made it to the U.5,, the 1985
sequel, subtitled Xanadu, recelved a North
American side story on the NES. Titled Faxanadu
and developed by
Hudson Soft, this
spin-off didn’t stick
wvery closely to Dragon
Slayer II, but It still intro-
duced many gamers to
Falcom's first hit series
aven If they didn't real-
lze it at the time. Later
Dragon Slayer titles
such as Legacy of the
‘Wizard and Sorcerian
made their way to
Horth America in more
authentic forms.
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The Legacy Of Ys Begins

In 1987 Falcom croaled a game thal
quickly became the company'’s biggast
franchise: ¥'s (pronounced “Bes”). Another
Top-cown game, Y's became one of the
best-known action-RPG serles in Japan.
In MNorth America, Ys was released for

the Sega Master System, but ils unique
cormbal - which required protagonist Adol
Christin to run headiong Mo enemies - did
nol catch on.

The first two Ys games told a single story
buit were separated by a year between
redeases, Unlil 2008, the second Y's tille
wias nol avallable in North Amerlca except
as part of the 1990 compilation Y's Books
| and I, which appeared
on the relatively unpopular
TurboGrale-CD. A third
stand-alons instaliment,
sublited Wanderars from
s, lollowed in 1989,
Though Y's Il macke
it 1o the US. for the
TirboGralx-CD, SNES,
and Genesis, it was the
last Y's litle to reach our
shores until 2005 Ys Vi
It had a hard time gaining
acceptance staleside,
but the series developed

Though Falcom

Ameri

remained obscure in Morth
— often at le
partially duss to questi
translation jobs

of exciting and well-
Falcom localizations. Here
are a few PSP fitles worth

Branching Out

While Dragon Slayer and Ys continued
wilh new releasos, Falcom celabrated ther
10-year anniversary In 1991 by creating

a lan-lavorite side project: tha top-down
dungeon crawler Brandish.

“Itwas an innovathve game,” Kondo says,
“¥ou wera able 1o play the game wilth only a
MoLSe. A Mouse was a rare product back
then. The president of Koel loves this series,
oo, Back inhe day, the vice-prasickent of
Koal came up to The presidant of Falcom
becase the president of Koal was too into
1he game and wouldn't gat any work done.
Sowe gol complained about, but then Koed
anded up reeasing the Super Famicom
version of Brandish,” Thal
Super Fambcom port also
made its way to the SNES
N North Amierica

As 10904 rolled around,
Toshihiro Kondo was
working lhrough college,
stulying the Intermet. In
the mickst of his school-
work,, b [ell inlove with
The Legend of Heroes
Ii: Prophecy of the
Mooniight Witch,

“It's the game that mace
me interested in Falcom,"

tities have

a passionale following
in Japan,
In 1669, Falcom started

Yz The Oath in Felghana -
out now
Yol &Il Chronicles = 02.22

Kondo remembers, “The
garme has a huge sce-

prapanng the sixth game
in the Dragon Slayor
series. Subliled "The
Legend of Heroes,” Ihis game eventually
spun off It its oven long- nurnieg franchiss
that ks still baing worked on today. Uniil
2004's PSP remake of Legend of Heroes IV,
the TurbxoGralx- 16 varsion of Dragon Slayer
Viwas the anly Legend of Heroes game to
be redeasad in Morth America,

“Back then, Faloom was known for having
beauitul graphics.” Kondo recalls, “but the
president thought that since everyone else
was becoming better in that department,
we needed somelthing else to shine in the
game, to gve it its own identity. We decided
10 put our energy into tha story. For a story,
you just need one scenaro wriler, bul you
need a lot more people for better graphics.”

Clockwise frem upper left; The Legend of
Heroes: Trails in the Sky, Ys Seven, Ys 18 11
Chroniches, and Ys: The Oath m Pelghana

nario, Usually when the
SCENEo iS5 100 big, you
don't want to read through
it, but Falcom macde a
story that players wanted to read.” Sadly,
when Proghecy of the Moonlight Witch
finally made itz way to North America via a
Mamco Bandal PSP port in 2006, fans who
headd eagerly awalted the game discovansd

a terrble translation that robbed it of the
power that drew Kondo 1o the company.

Four years after the Legend of Heroes
IlI's release, in 1998, Kondo had a chance
meeting with the founder of Falcom. He
spun 1his opportunity into a job working as
& server lechnician,

“When | first joined the company, | was
working on maintaining the servers, but by
my second year with Falcom, | was mostly
working on development,” be recalls. 1
started managing projects and getting
invalved in game design and mantaning
schedules. By the end, | was mvolved in the
whole process of development. From there,
I started managing [he whole comparny,
Three years ago, | became the president of
1he company.”

my help.

A Calculated Gamble

In 2006, st before Kondo took over as
president, Falcam made a sudden and
supHising development shift. Where they
had previously created games aimost
exclusively for PC, they redized the markel
was slarfing to dry up and started looking
toward other platforms.

“Back when | was siill on the develop-
ment staff, the founder of Falcom told
us, ‘Don't think it's going 1o be ke this
forever, We're not going to be able to
Keep redeasing our games on PG forever,"
Kondo explains.

Despite skeplicism from the staff, the
president’s warning proved frue. A shrink-
ing market for PC titles in Japan made it
increasingly difficult for Falcom 1o break
even onits games. Clearly, they had to
make a change.

After analyzing all of the systems our-
renily on the market, the PSP became the
obvicus choice. “It might be different in
the West, bl in Japan, hancheld games
are becoming a mainsiream thing,” Kondo
says. 1 fed that hardcore] gamers have
settled into the PSP markel, More of a
general market ks playing Wil and DS, Of
course, I'd like tor the general market to

play our garmes 100, bul | acknowladge that

hardeore gamers ke our shyle of games
more, That's wivw we like The PSP market.”

| Clockwiso [rom uppeor
Il Diagan Slayer IV,
Dragan Stayer 1T
Kanadu, Brandish,
Dragon Sayer ML
Drigon Stayer, and Ys |

Looking To The Future

With a sea change in the handheld
markel on the horizon with the Nintendo
305 and Sony NGP, Kondo offered
some thoughts onwhera the company is
heaacked in the ulure,

"l feel like the NGP is a very firm mnova-
ticn from the PSP he says. “The touch
panels and the Gyroscopic Sensors ook
veqy promising. We're planning 1o release a
ot of tilles on the NGP. | have hopes for this
platform to set fire to the game market in
Japan again.”

Faicom also has plans to branch out,
“Wie're aiready creating titles on a different
Plattormn,” Kondo hints, "but | cant tell you
which one at this point.” Despite beng coy,
Kondo admits that Falcom is interested
N working in the downloadable space,
which ks generally underserved in the RPG
qenre, Kondo feels that this formeal could
offer new opporiunities for how its games
are struciuned.

“Our general way of thinking about RPG
games is that we spend two years crealing
the game and thenrelease it as a packaged
Tille; that's the completion of the game. With
MNGP and Xbo Live Arcade and PlayStation
Natwork, we'va started 1o think that we
might be able 10 rdease RPGs in a diler-
ent way," Kondo reveals. "Maybe we could
refdease one chapter at a time as dovwnload-
able content. We're considerning it heayily
right now." &

classic 99



Things You Didn't
Know About...

RANDY PITCHFORD

After one of the longest development cycles in gaming history, the king is finally sst to'make his
return to the limelight in Duke Nukem Farever, thanks in large part to Gearbox Software. Leading
the cause is Gearbox president Randy Pitchford, who got his start at 3D Realms and says he
owes Duke his career. Read on to learn more about one of the industry’s biggest innovators, an
ex-magician who always has a few tricks up his sleeve.

+ Early career moves

Befcre | decided to change my
path and become a profession-
al game maker, [ was studying
law at UCLA and working as

a magician to pay my way
through school. | wiorked at
the Magic Castle in Hollywood.
Entertainment’s fun. 1 like
entertaining pecple.

+ Best trick

[ love dose-up magic. [ like
using simple objects like coins
and cards, and just doing stuff
that's impossible right in front
of people’s eyes.

+ Bringing magic to games
It's a very similar araft. We're
creating an illusion of some=-
thing that isn’t real, whether
it's a virtual world or setting
up a line of logic, and we use
a lot of smoke and mimors in
games to get you immersed in
something that dossn't exist.
Being able to get into the mind
of the audience and under-
stand how they're parsing
what's happening and leading
them to that "ahal® moment,

or that surprise or that ch
lenge that feels gratfying
overcoms, a lot of the same
thinking and same sills apply
it tums out.

+ Bast and worst projects

It turns out my favorite game
that 've worked on always
tends to be cne of our current
projects in development. It's
not anneunced yet, so | can’t
talls about it here. My least
favarite was James Bond 007:
Nightfire — not because | didn't
enjoy contributing to the James
Bond canon, but becauss the
business deal taught me some
things. We sort of got caught
in & bait-and-switch there,

and the became a work-
for-hire effort where Gearbox
wasn't able to apply its value
in the direction of the game as
eative drivers. As a conse-
fquence, the best elements of
the game are the multiplayer
modes, and the later levels
were where we were afforded
the most creative freedom.

It was a valuable lesson - don't
get involved unless we have
enough creative licenss to push
for quality.

+ Games he wants to pursue
For some time I've believed
that there is opportunity with
a quality heist game. Awhile
back I had licensed the film
Heaf touse for a video game,
but other priorities prevented
us from being able to give it
the correct attention. [ wish
someons would make a great
heist game someday ~ maybe
it will be us.

+ Games he thought of fiest
A friend of rine and [
designed Grand Theft Auto,
nam= and all. in 1990, Qur
wersion was open world and
story driven, but ingluded a
core mechanic that was doser
to the theme that was about
delivering the stolen cars to
buyers or disrnantling them in
chop shops to sell the unirace-
able components. While I was
creating games as an amateur
at the time. it wasn't my scle
focus. [ wouldn't enter the
industry for another several
years and my focus became
FPS games.

+ Games he chooses to

All games contain lessons, and
the sum of every expenence
I've had gaming contmbutes
te my understanding of what
pesn't. IFT
ok on the
were piles
and piles of shovelware that
contributed to the wvideo game
industry erash in the ‘80s -
we could've done without
those games.

+ Favorite pastimes

Video games-are my passicn,
my hobby, and mir lifestis:
When I'm npCat ihe studio
creating games, il -Gsually
playing them [.do hate other
hobhies. induding plano:
quitar, painting and seulpiure,
filrn and television, dinmg and.
travel. but [ tend to priontize
video games above all cther
forms of entertainment. Video
games are one of the only
forms of entertainment that
endst to conslrne oy time
while amusing me, but alsc
leave me with a feeling of
accomplishment and gratificas
tion for thetimeTve givelr
them: This prepérty. L ink 5
why video games afe sich'a
compellingform of enter 1din-
ment for suth-a-{arge’and
growing mEpbeEr of Deople:

+ Motivations

I still haven't figqured it out-yet,
I do not know whiy, and T've
contemplated this-a great deal,
but there is something inside
me that compels me 1o need 1o
entertain people. When'] was
younger, | would dothismore
personally iy beintr a‘clown
Ag ['ve manred. I've-(ifected
this toward the sntertaintrent
I create and-enable-and by’
honing in efrihe marics  uss
to judge mysell as an-bnter-
tainer: How many pecpie Carl
reach and 6 What ejtent cafr]
gratify those peonle wim what
[ have afferéed them?
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