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ANDY Mc A A A 
EDIT10 -IN-C IEF 

andy gameinformer.co 

Read my column or 
comment on' this letter at 

gameinfo mer.com/mag or 
follow @GLAndJ c 

• 
ear 

h -ve a love-ha 'e rel a i1ons,hip wu 'h cro,wdlfund­
ing1 services l1ike IK1ickstarter, ln1diegogo, and 
Pa I reo1n,. II love th1a pro j:ects tih at wou d o,t h • r:.. 

wi -e never see the ligh1, ,of day all across the arts 
and te ch1nolog y spectl"iu m have a ve n1ue o g:e 
fund,ed. Thi · is the cons1umer f· el1in1g t1he er a ive 
process En ~ts p,urest form. 

Wlh en g iv,en the o,ppo rt urn i y to help on of m1y 
favorite bands Iha I had split up long ago pu 
toget1her a ,documentary albout a reunion tour 
I jump • d a' the chance .. I erein1 Ii s cro dfund­
ing's bigges issue- n,o hing1 you fund is a prom­
ise,; i 1 's a wish. I wanted! that band 10 succ,eed 
and I was, more han wi11i g 10 hrow money at 
th1e c h1anc e1 but no hin g • s for sure i th ,cr,owd­
so urced world. 

To, me,, 1he 9100d far ou1i we'lghs. 1he -ad. 
Some p,r,ojects 111ever see the light o day nd 
the pledges a n,ever l'ie rned,. At the same tim,e, 
crowdfund·ng has br,01J'Qht numer,o s g1ames, to, 
lif - th,at simply ·wo u1ld111 't I -ave o h,erwis,a had a 
chance. It's a rss1k we as suppor ,ers ne d to be 
willin .. to 1 ki ., .an1d1 a promise he er ato s need 
to have th1e d sire arn d ski I to ' el iver. It s a buy,er 
beware market if tl1erre ev r was one,, as 1here 
air1e more tha1n a few cau i10 nary tales out 1he1r . 

Wlh rich brings us ,o this issue you hold in you 
h an dis an,d the ethics q ue . tion crow ..... u ndirng 
b in,gs to ,Game Informer. For me perso allly, 
I refuse o help fund any g1ame as J feel i taints 
my judgm1e1nt· in regards to, w -at I wa -t 'o pu 
in tih e magazii ne. 

In a mo me 11t of eakness1 m1 ch like th,e 
one II describ d above about my favorite ban1d 
I don -·ood o Shadowrun R turns when it h1it 
Krickstarter because I f,eared the game wou1ldln''t 
lbe m de. I fig . redl ~hat 11 'd dona e just so I could 
sleep at nigh and tel11 myse f tn,ai II had at least. 
tried. I never i mag in -· d it would m ak its goal. 

I couldn't have been more wr,01ng and it bias -
ed hro ugh i s goal. W1hen • h,e opportun • • y cam1e 
up for Game Informer to disc ss ,cover·ng1 the 
game for a fea ure, I immediately felt dread in1 th,e 
p~t of my , omach and kne ~ 'hat I sim1ply couldn't 
tak, - pa , in tile decis!on-mak.i · g process. 

I was an 1:
1 inv, stor. Even though II owned 

no hin g, II hadl p ur1: money i 11 p ace tha made me 
I -el llke part of the process. After this, expen nee 
I decided to never dona 11e to a game, ag1ai n. But 
to otlh ers, donating to a c ampafg ri rs no ,different 
th,an preordening a garme. llt's a complicated 
issue andl every individual has to dlecrde wlhere 
they stand for ttlemselves. 

We have c,over d m.an1y crowdfunde d ga1mes 
fn1 : e pasi a d ill a ways do our 1part as a 
media sourrc . Whilie I can 't give 1h1ese proj:ects 
money , I can use Game nformer to focus on 
ga1m1es we believe in. 

This morn 'h, we wer1e r. cky enou1gh to work with 
a team as they b,rought , he r gam id ea to the 
prubllic . I had never met· any of hie team members 
of Molas,ses Flood befo're they stopped by th , 
offi c - to1 show us w·ha they had in the orks. 
I found the sto:ry so comp Iii ng th1a I I knew it wa ~ 
somethin1g we n1e-ded to shaJFe, as i explores 
the life-changing power of crowdfund1ng for both 
good and ill I. 

Enjo,y the i,s ue .. 

Claire Redfie 1d returns to Res·'1dent vii i1 h the da ghte1r of 
legendary S,.T.A.R.S member B,arry Burto1n i •01 fight throu,g 
,a demented t.orture iislan1d Read about our exclus1v,e hands-
10,n wiith t ·e first 1chapter iln1 this epis,o· 'ic: mystery· by Tim Turi 
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Readers assure us t ey 
are no tired of Assassin's, 
1Creed ,and don m11 • d 
seeing mu lt1i pl e entni es in 
he franchise e ch year I 

te I us how th1ey feel ,about 
co1nso e exclus • ve games. 
a d nominate ,c'tles hey 
would like an1 o en world 
ga1me to ta e place in1 .. 

80 

1 Ca nee , 
We h1ave reports ,om 
Tokyo Game S o 
dis,cuss, w at s, nex fo1r 
Oculu1s Rift, and look 
at the cu1rre nt and u1p1-

co1m in g offenings ,o 
. OBAS. We also, C a 

with To m 1 '~ Syn d ,cate ' 
Cass,ell about 1reac ing 
one million follow,e s 
on l itch. 
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75 

2 P,revie- s 
Tearaway crosses over 
·to Pl ayS at i 01n 4 F i1n1al 
F ant,asy XV fin all ly com es 
out of hiding, ,and e lay 
some more M· tal G arr 
So lid v~ The P antom Pain~ 
We also ch,eck in 10n Dying 
L1g ht. and The Crew. 

7 8 Rev' .e,· -• 
1 e h1oll 1d ay video gam 
r,elease season is starting 
a1nd we h.ave reviews 
for some of ·the biggest 
1Q • mes o,f 1he year inc u,d­
ing IM i dd le-earth. -Sh1adow 
,of Mo:r; 'or Alien: lsol tion" 
Bayonet ; a 2, Dest i1n1y 
Su per S m1as,h B o s, .. , and 
Hyrul e Wanrio rs. 

games index 

Alie m: Isola ion. . . . . . .. . . . , . ~ . . . 81 

Are 1n1a ,of Fate. . . . . . . . . . . . . . . . . 2 5 
Azu rn Stri 1e r G u1nvolt . . . . . . , . 9 2 
Battlebor . . . . . . ..... . . . . . 23 64 

Bayo ena 2. . . . . , . 8 9 
Behemoth's 1Game Four . . . . . . . . . 31 

Bravely Seco di ............... 75 

Cre Th,e . . . . . . . . . . . . . . . . . . . 6 8 

D4: Dark D earns Oon·t Die ...... 94 

Dance Gen 1ra : Spot.lig t . . .. .. .. 92 
Dawn gate . . . . . . . . . . . . . . . . . . 2 3 

01ead Island IEpid mi C . . ' . . . .. . ' . 24 
D1ead 1or A l1Vie 5 Last Rau nid . . . . . 76 
01ea br1eed . . . . ... . ........... 25 

D1estj ny . . . . . . . . . . . . . . . . . . . 84 

Disney l1nf1n1i y: 
ar el S per Heroes .......... 85 

D i1staince . . . . . . . . . . . . . . . . . . . 3 2 

Dreadnought ......... . ..... . . 73 

Dying Lig'ht . , . . . . . . . . . . . . , . . . 6 6 
f enix Rage . . . . . . . . . . . . . . . . .. . 912 

FI F 15 . . . . . . . . . . . . ,. . . . 8 2 
Final Fantasy IE.JC.plorers . . . . . . . . . . 7 4 

Final Fan asy· Ty1pe-10 . . ... ,. . . 73 
FinaJ antasy VI . . . . . . . . . . . . . . . 9 4 
Final Fan asy' XV .............. 72 

Fla1me in the F o d, Th, . . . ... ... 52 
Forza Horizon 2. . . . ... . . ... . . 88 

Gang Beasts . . . . . . . . . ... 32 

Gi g1anti ~ . . . . . . . . . . . . . . . . . . 2 2 
Hain d of Fa e . . . . . . . . . . . . . . . . . 716 

He1roes, of the S :omm . . . . . . . .. , . , 22 
Hy rill le arriors, . . . . . . . . . . . . . . . 9 O 

Meta Gear solid V :· 
Tn,e Pha tom Pain. . . . . . . . . .. 62 

licld le~ earth 7 
Shado of Mordo,r . , . . . . 80 

lghty No. 91 • • • • • • • • • • • • • • • • • 3,1 

,oonhu ters . . . . . . . .. . 3 3 
BA 2 K 5 . . . . . . . . . . . . . . . . 6 9 

e er A one . . . . . . . . . . . . . . . . . . 6 7 
Hll 1151 ..... ... . ........ ... . . .. 83 

Residen . Ev1il Revela i:ons, 2 ...... 40 

Sal and S net ary . . . 32 
Sims, 41 Tlhe . . . . . . . . . . ., . . . . . . . 8 7 

Sins ,of a Dairik Age ... ., ... ., . ~ ... 2'5 
Strife, . . . . . . . . . . . . ... . .. . 24 

Supe eat Boy f,ore ,er .. ., . . .... 30 

Super S,masrn Bro ·. 3DS . , . . . . . . 91 

Tales of !Hears R ............... 74 

Tales of Zes1 irl1 ••••••••••• ~ ••• 71 
Tearawav Un1folded . . . . . . . . . . 70 

Tlh ilS ar of 1ne . . . . . . . . . ' . . . 3 3 

Titan Sou~s . . . , . . . . . . 33 

Tome: Immortal Arena., . ., . ~ . . . ~ . 23 

Toy Soldiers: ar Ches .. . . . , .. 77 

'Vain1g I ory . . . . . . . . . . . . . . . . . . . . 24 

alking Dead: 
Season T o~ The ........... , . . 29 

Waistel nd 2 . . . . . . . . . . . .. . . . . . 86 
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Two Fo O e 
I don th1jnk one of yo1ur a ti,cles h1as ever 
sati sf1i ed 1me as m u1c h1 as your Ass ass In s 
1C 1 eed Rogue cove s ory. Dur1ing a~I of I hie· 
other Assass,i s, Creed games Ive played, 
I ve allways felt a bi1t guilty taki1 g down alll 
of t hie bad g1uys. 11 f,o r one 1n ev,er· saw the 
Te1mpJa s as. rea lly evi. They promo _ed kee -
mn . he general popu la1ce s af,e and pac ijie d 
1u nder thei ru I e - no hat I would 1cal I evi I. 
Mor,e oft n than not, I ,elt the As.sasslns 
were _he bad ,g1uys, sp eadi1ng an1archy a1111dl 
vio l1e ce in t'he s_reets I'm glad IR,og e finally 
off rs a more,- -dleptn1 loo · a o,eing 
a Templar. 

Liam Faril'e,~ l 
a I 

I !love Assassin s Creed!, so I was p1retty 
e cited to see a new Assassin o,n he cover 
and eve more e ci eel to Ilea n that Ubisof 
is 1comln,g ou wi h two, ew Assassin 's Creed 
games tihis y,ea1. However I m1 torn over 
whi1ch on1e I shou d ge . Which Assassins 
C1reed game a e you g1uys more ,excited for? 
Or do y,o find it a 111 _1 le ridiculous hat they re 
1releasing wo gam1es for ·the same senles in 
0 111e year? 

-11 Avj_ · 
v a e,ma,_l 

Whi le, relea1sing I o, Ass as in s Creed 
g,-1mes on the same day does sou , a 
bit ridicull,ous, we r glad that Ub~soft 
d1idn t comrpromise its vis,ion for 1Unity 1i1n 
01rde,r to accom1m,odate old,er hard aret 
or forsake fans w 01 have yet to1 t ke th,e 

ew-g en 1p1llu ge Wh e·th r the doubl,e do. e 
of Assassin1's Creed! w II cause fran1chise 
fati1- ue re 1 ,ai1n. to be -een1. b t so far lboth1 
games are llooki1ng grieat f ,o,r more ,o,n 
U1nity a d Rogu:e . ,check o tour monit lh of 
b1on1 s cov,erage at 1gameinforme1r.c,om/a,c , 

Mus ay? 
In An,dy 1s et er from the d1itor (Streaming 
K"lled The· S n1gle-Player S,tar, iss e 257) he 
ques ioned whethe someo,ne would play 
a llnea1r single 1playe g1ame if they al1ready 
watched someone else play i . I w • ch1ed et:'s 
Plays o,f the enti e Sten IIHilll and R, siden Evil 
series a1n d liked what I saw so m uc I th at I 
bou 1ht ·the gam,es a d p ayed them 1myse11· " 
I think g10 od . 1am eplay w1i 11 cause so me 1p11 ay 
ers to buy a ,gam,e h • y v all ready a 1c hed 
and it c · n1 eve nr lead to sales 1h1at would have 
been to st o h erwise (i1n my case I w,as con­
vine d I'd hate s1urvival horror u ii I a ,ched 
those Le·t's P1lays.). W. ile 1h av,aillabil ir' y 01 
gameplay v1ideos c:ou d damage the m1arket 
for s ngle-playe r g . mies, II t' I k, the· oppos1ite 
is also, poss i1ble. 

We, lh,e· · 1rd from ,a n1 1ber of re . • -e ho 
· .d they've· purch • se games .afte'r ev l1u-· 

a 1i gt vl1a :ive t • an,d ,ot w iho 
• y · y _ . tc_ onlline playt'hro h· 1mor,e 

fo,r the 1per ·on. lilt.e of th.e ho,st t:-_. 'he 
g . e be·i g p I ay dm Wh _ • _ e 'II I · _ • y . 
prefer pl.ay 1ng .a g _ 1e fo,r OIIJ . s1e ves, t .e 
g owln.g p1op·u1a1r1ity ,of sire ming cont ue 
to draw ne _ ero,w,ds nto g1amin . . 



A Pao Su e 
I m1 wo ried Sony Is investi1ng too m,uch in 
onli1ne gaming services ~ike Sh re Play. Whi e 
playiin,g a game . itih ain online friend even if 
you don t bo,th own i .so n1ds l1ike fant stlc 
tech1~ I'd muclh I ather 1ave Sony Inv ·s its. 
resou1rces into bulldin • real couch co op e pe 
nences rather t'han a virtu1al CO'UCh1 that fiurther 
separates me, from my eal friends. Is 1here any 
c!hance that _his new gen,era ion wi ll b ·ng us 
to -,et'he physically -ather han virtually? 

Anthony Palu.so 
-~a mall 

So -y ha.s indeed p -_ -a 101 of mo,ney 
1upgl'i d - _ its, o _II e cap bl -: ,es,, but tlilose 
1-_v -' I_ _ _1 _ _- \t , topp~ __ g de lop 
from inc d -g couch co ... op- If ,anyth -g 
lh e · hor epo _ er of ne .. g n yslem. 
1make·s loca~ m1uhipJayer m,o·re viable. Eve -_ 
If tr1ple .. A game con inue t,o, mo • e o __ ine, 
ekpect o see plenty o,t devefope s emb,race 
lloical m 1t:playe tih1is ge -_erati,on. 

A Tall 
I vas surp -i1sedl b,y your Tai s • fom ,. h, 
B·orderlands, 1preview las issue (A ,case o 1 1e 
Said S -- Saidi, issue 257). lln m.ost p~ views 
from med o tlets. you hear noth • ng bu opt,­
mism. Ye your TaJes p:review had a very ,cau­
tiou1s. isappojnted ·tone I u1nderstand why you 
1usually shy aw,ay iro,m th,a - 1 on,e as developers 
can try to take you to, tas1k for any lost sales/ 
pre-orders; you = · -m o save more neg at1ive 
com mien ts only for r1eviews. lbecaus o hart. 
Than s for tlhe previe · though and we shalll 
see ho , the game develops. 

P pS, b 
a email 

---,le previ ws a· di revie- -s typ·cal -y diff1 r 
iin tone it as not ing to, 1do, - ilh poten1 iall 

l~e: o,r t -e h,op s of th dev -op -r: A 
revi e s an eval uati,on of a fina- prod -c 

nd a • uch " - more c - i,ca1 by nature - all 
1comp i --e ts ,and com- an :s are fair ,g me. 
P ·v e---s on th ,o r a d a look . 
1un 1inls -ed expenenc-es;: 1m1a , h ngs are stilJ 
being tuned ,andl • xed during devetopme- , 
so sing-n _ out spec--ic bugs or game·ptay 
i ues i -n--fa1 However, - -- do,n,·t e· 1 

tate to share ou ,co eenns wi h u111d1er1 yirng 
concep -- problems, as n • he c e ,of o r 
Ta es from the Bo -erland preview., 

• 

Short A To 
Rea • 

0 

hy was 1C lassi c 61 
discontr lll!Jled? Is there any 
possilblllty it OOLll'dl comie bac ?' 

t as never d sc n ' ued, 
and it 1is in h. v -ry issu ," so 
• he od s of it cam ing bat,k 
ery good. 

100 yot11 ever 1envision a day 
when t~ e whole commu rn lily can 
just lhave· co11versattons wiithout: 
all Hle shouting 1mat.ches an,d 
label i rng1?'" 

llhat ure 111fd lbe n oe. But 
-=- e d n, 

D1id you bilo, about the 1game 
you suck?' 

¥a rea 11 needl to orik o­
yo r i nsl!I Its~ 

You snould pos the ams er 
to ttle question of the month i 
Ule maga21 me." 

ha · s the game you 've put ·the 
most hours int, and hy? 

[Le ) e 're not Sl!J re hy 
l~e w.a ted to rma~e the 

co abunga' hand sign I rn 
famed designer and Anal Fantasy 
ere tor H1rimnobu Sakaguchi, but 
Sa · guo11 i was p.o1 r~e, en . t.1 . h1 
too 1, e 
[Rig The random han , -es-
tures 1contl ue Ith N r nte do's 
HI sash I Noga ml Tsubasa 
Sakag hi, ancl translator Robert 
Tunstall I. really have no ldea. 
what hey're doing 

eedback 7 
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■ 36,0/o 10pen- orl1d 
ourists 
■ 22o/o Assassin·'s 1Creed 
Adorati·an 

■ 1 &,0/o IFall lRe ease 
Schedule Exoitem1e11t 

_ 12°/o R.I.P. Neverso 1 

110o/o Liivestreamr Fans 

■ 04°/o Fans, Ot Assassr11~s 
Creed tAouge '' 

( eft) Sega s forimer 
d' rector o m.arketing Al Nilsern 

and CEO Tomi IK lins e • ere ,on 
an a th~s y ar's San Diego 

Comic-Con to discuss the 1gror 
,days of t e Sega Genesis an,d 

Sonic the Hedgehog1 
Rig 1 1Comcep ( CEO Kei" i 

lnafune and In i Creaties CE01 

Tak1u1ya iz u are so excr . d 
abou A:zur1e Striker Gunvolt llat 
flley were 't evern1 embarr,assed 

rat they s o ed up to PAX 
earing ttle same shirt 

8 

ever Say ie 
II oved y,oru r in erview witlh Joel 
ewe aind Scott Pease (20, Yearrs 

of INe • ersoft, issue 257) , It as awe­
so m,e h,eaning about th,e his'tory ,of 
he dleveloper om t e stiru1ggles 
o hie hrlghl lghts. • • s g1reat seein,g 

how pa.ssionate • hey were for thei 
games and th,eir careers showed it 
not many studios get one game ou . 
andl N,eversoft was able to, be ahiead 
of the curve for 20 years. Kudos. 
Joel and Scot and est o, luck on 
your futiu e ende,avo rs. 

B,ra,d C hill 
~ia email 

11 ~ ust fin i1s ed read irn 20 Years, of 
Neverso1 . I m sadl to see such a 
grea oompaJily dlisbanding. I need o 
hank Joel and Scott for malking he· 

Ton1y !Hawk's Pro, Skater nch·se. 
WI _hout I neve would have met 
m1y sigrn iifican o her years ago 

hile playing1 THPS 4 ,o:nlli e. We tel 
in llove hile 1play~ng I ony Hawk's 
Ulnderground. We ares ~II _ogetlher 
od,ay aind ar raising1 o,ne lh ck ,of 

a gamer daughte Tharnk you Joel 
and Scott; 1he 1mag ic Y·O'U created 
will be missed! 



• 

(Le I if Team1 Mearl:1s 01mmy 
Aef enes lo ks a liffle su rprl:secl 
ttla 's lb ecaucSe e Jumped 
ou • of th,e crowd and too1 this 
p,ic1ure wi '111 out arn ling. e 
call it gue~llla phot graphy 
(Rig t) lne IBehemoth1s 

1Game 4" doesn"t have, an otti~ 
cial tiltle vet but i • does h1ave 
an aiwesom e arcade cabine , 
which director 10,an1 Pallad i n1 

S1110 ed us a PAX 
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16 irtua progr,ess: oculus rift 
takes anot '1 er· step closer· 
to reality 

20 m oba 1evolved 

26 ttJe, b ginn rs guide to, 
lbuilding1 a pc 

30 impulse: 11"e indie games 
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i nte r • : an it - sarkeesian 
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lbros. diaries 

10 



e 11

, er 
-

0 V'e • 0 
, · , · es 

Th - lll'pokyo 1G1 -m -: 1S- ow m- a. y· e 1 1 _ _ a ___ e __ _ 
look like E3,, but 1t sure 1doesn't 
fee like it a -1 • 01re Be·fo1re the 
n,se of o ___ er conv,e_ nons like 
PAX a . - Games,com" G:s an 

E3, w,ere tw10 sides of th,e sa1n 1e com - ana ogous 
video game 1e,vents t,ailored to their spe .~ ·c regions~ 
Today, despite th,e el,abora e b,001ths, bustling crowds,jr 
and hands-o • demo1s,, the tone :in Tokyo 1s vastly 
dill_ r· .c nt fr101m what we _ .x- er1 nc .. m - os An1g1ele,s 
every s:-~-.mmer. 

A clo 1 _ 1d of ,e· pectatto1ns s- rr1ounds E3 every year. We 
look forward t101 n1ew announ,cements and maJor re­
veals to1 map out the drrecti,on ga_~_·.·ng will take f1or the 
co 1 • 1g ye · For TGS, the sense ,o antic·p . tio a d 
1mportan1ce just 1ca~-~-ot compare, with other conve·n­
=ions stealin1g the spotli 1ght, 1t no1 longer has the sam,e 
r·eac ·•• ~ Nmtendo usually :skips the show entire y, and 
his year s,aw 1S0,ny· and Mi,crosoft remai_-_ - -~et on any 

maj1or . -ew:s r1egar1din•g • -eir gam.es or hardware 

by Joe Juba 



12' 

Tokyo me o-Shows 
The Tokyo Ga e Show bro ght news n ·m. y gam • , b t s · -
er I high-profi e ·ties from Japanese dev lopers ere con icu­
ously absent om the even . We d·dn' hea a peeR about Tb Last 
Guardian, which is sad but unsurprising at is poin Altus put u a 
new tr • er [ nd announced a PS4 release) for . er on the wee 
before TGS. but didn't have anything new beyo d tha o h w 
floor. Square nix only mentioned Kingom Hearts I ,a . i rel tes to 
Tu uya o UJ'a leavi he ·na Fa tasy XV roject. Su St s e , 

Die was a o nowhe1e to be seen. Thanks to intendo's tra itional 
absence# we also didn't learn anyth ng new abo t upco ing w·i U 
titles like Supe Sm Bros. and Xenoblade Chronicle X. 

Some people mtgh say publ1ishe s 1 ires· 1raint 
d1urfng1 this sho . is con rmatio1n of the decline 
of t1he ,Japan1ese ga1m1tn1g mairlket1, lb1u you only 
111eed to see the thousands o,f people li1ned1 up 
outside o,f· the· M,akuhari M,esse ,o reallize TGS 
1is slil important. As a co,ns mer- ac.ing eve t, 
the show floe r is ,01pe to the public for haJ f of 
ii s ou -day run1. With l!ess IPR aJnd post111r-
1ing1 th1e c,ro,wd 1s 1excitement and unbridled 
enthusias1m takes precedence o,ver the d,esi1re 
to, appeal to, ·th,e pr,ess. 11 • puts gam,es from 
genres that are con side red niche on a global 
scale· - Ii e r1om1ance andl J RIPG - ront and 
ce;nter: People wait i111 Ii n e for h ou · s. Security 
guardls constantly remi1nd at ,endees not to 
u 11 in the hall. A special co rtyard is s,e aside 

fo · cosp, ayers. The 3DS Stree Passes max 
out in min t ies. 

That 1i s the, alU d ienc e for T1G S. The lh an dis­
on gameplay on1 the show floor isn' arrways 
lb1ran d new nd the s . rprises re ew lb1ut 
developers seem ,o e n1joy tJh,e oppo,rtu n1i. y 
to share th,eir g1ames with a gratef I aind 
eager pub1lic. 

, .1g Events 
Despite a lack o.. jaw-dro1ppin g an noun oe-
1m1ents TG1S 20114 was. f r from a ba ren 
w,asteland when lt com es t.o g,ammng news. 
1Using1 press r,eleases, trailers., and s .. a,ge de m­
os I we saw amid leairned more about some of 
the most anticipated g a.mies on the ho ri1zon~ 

At his poi1nt most fan1s just ,a.ss1U1me major 
gaming events ill come and 910 with no 
o·ffic'al mention of Final Fantasy XV. lbut 
SquaJ e E1nix surpris.ed us with o inter, 
esti1ng pieces of n,ews. First tlhe tit e has 
1u nd1ergone a change i • leadership I and 1is 

1now being di1rectedl by Hajime Tabata (Crisis, 
Core: Final Fantasy VII, F'naJ Fantasy Type-0) 
instead o Tetsuy,a No1mura. Squ r,e nirx 
says the 1move alllows Nomura to ,ocus on 
Kiing,dom1 earts 11111 b1ut the change appeaJrs 
1more ,a.imed a flinish'ng F1nal Fantasy· XV- ,a. 
game in deve1opm1ent ove ,eight yeaJrs under 
• om u,ra 1's su pe rvisio n. 
Tabata seems to1 be ma. i1ng1 progress 

allready·, the second pieoe of news reg rd ing1 
he titl,e is S.q . are Enix will release a demo 

of F1inal Fantasy XV in 2015 called IE1p sode 
Duscae. A free v,oucher to tlhe ,demo willl 
lbe included with FinaJ Fan as·y ype-0 HID1 
hough Episod!e IDusca.e's 1reiease date 

and price (for thos·e who don t buy 1ype 0) 
w,ere no1t specified. For more dletaiis and 
houghts from TaJbata h'mse~f,, 1read our Fi1nal 
-antasy XV preview on page 72. 

Konami used GS as a chance to show offi 
1mol'8 of Metal Gear Solid V: The Phan1 ·om 
Pain. with a new trai1ler and a stage demo 
highligh1ti1ng t e new bud y syst1em in ac-
ion1 (page 6,2). Bandai amco, off1e edl some 

hands-on t.i'me, ith. Tales, ,of Zestiria (page 7 ) 
ai d N IS rel eased! th.e first su bsta1ntiall d e.taii ~s 
about tih e upoom1ing Disg1aea 5. The sn o . also 
!brought w itih it ~11 a surpri • e re rease o,f a, 1: D1,ark 
Dreams, Don ·t Die., the, episodic Xbox ,Qne­
exclusive title from1 Hidet:aJka JSwery I Suehiro 
of Deadly· Premon1ition f,ame 1(page 912)., 

Som,e t itfes wer;e only present as trailers, 
lbut that didn 't make tihem any less e·xciting. 
We ,got new lo olks at Sony's 8,lo odbo,rne·, 
Capcom •s Deep ID own and Bethesda 1s The• 
Evill Witr11in. Even though we didn 1t ge·t ·to [play 
new content fo th1ese titles,, the videos suc­
ceeded i1n drum1mi111g up plenty of e11 lhusias1m. 



. -anguage Barrier' 
F o'r North American gamers, one of tih e 
1Pi falls of TGS is ge Ing you · ho1pes 100 
h 1g h1 .. Am id . he· big-name franc n ises lboun1d 
f,01r worfd ide rereases are smaller and more 
specia ,zedl games tha . may never reach 
our shores. These aren't always one-off 
games in un -nown series· sometimes ·1 les 
with popular ped i.g rees don get lo calla.zed 
outside of Japan. 

Sq1uaire Eni has ye o an1no iu1nce an·y 
Engll1sh language plans for Final Fantasy 
Ex1plor:ers and Bravely Second, despi e 
he cache those n,am es cu rren ly 1c arry in 
orth1 Ameri,ca. The G r1ea Ace Attorney f om 

Capcom is also [n ll'mbo, especiallly conisid­
erlng 1·he last game mn tlhe se les skipped 
ire ail s -elves In favor of a do -nl oad-only 
rellease. Sega1s, ,coopera ve ,aotlon/RIPG 
Phari1 asy S arr ova from v,e eiran d!evelo per 
Tr'-Ace) also had a good showing1 bu the 
Pha1n1tasy Sar name ,doesn t mean wha I it 
once drd. 

Learn i n,g more abou these • les is o:n e of 
the u1nique benefits of TGS. It· ,can also be 
lbi ers, ee1 = seeing sometin ing1 you ant, 
bu may never e. UI imately, all you can do 
s wa' 1, show y,our support and enthusiasm, 
and hope ha pub Ii shers g1e the message. 

The Tokyo Game Slhow is a s,trainge c,on lu­
e'n ce o w,ell-known ga -es. n tche ti tiles on 
the fringes and zany hings tha would nev,er 
h a:ve, a sho • a success anywih ere b1ut Japan. 
TGS may no be 1he spectacl~e i once w.as, 
lbut wi I h so man1y cool g1am es on ,d is1p~ay in 
one fc rm or ain other 1t 1conti nues o b,e ,an 
en1 e a~ning showcase for Indus ry pr,ofes­
sionats and ans alike. 

GS e nab 
Total att ndee in 2014: 251,832 
To al att deoo ..... 2013: 01197 

Number of e ~ • itors: 421 
Total games s Low : 1.3 4 
Number of role- aying g m s: 
Number of racing g es: "1' 

Number of Pl yStation 4 games: 42 
Number of Xbox One gam s: 24 
Number of Wli U games: l3 
Number of iOS g mes: 2 59 



- s-- ~van,a 
h1en sl,ayi ng a -p res rmost people hi -• 101 s akes and cross,es The 

Belmornt clan Ices 1n the face ,of · 'hese ,co1n1v,e1nltons by battl1n1g DI this 
:sna,ppy her oom., The Vamp r1e Kille ,can b: upgrade1d ftrom a standard 
l1e,athe - hip to a briu i~ sp1 • ed ch1a1n .. It's not the, most obvious bet,, but 
1t s be·. n enou,g1h to 1d1et_ at Drac,ula several dozen nmies 

.. Bulletstorm 
Graysorn IHurrt is a .sm,art- 1 oulh,ed ass-kicker that raves bla -
in,91 his foes io blts, with style. His energy leash helps him k,eep 
the krlrs Qoming wi11Jh slgnature flair. lhis, handy tool can1 lasso 
1enemies, rrom1 ,across the battlefie d, sending mern into the air for 
am impro11i111pb.J trap~shooting sessio1111. 

• 

.. Final Fantasy VIII 
At a 1gfanoe, Ouistis is am unassuming teacher irn FF Vlll,s Balamb 
Garden. But on • e bai re field she wietds a ,compact metal whip 
ha.t unfolds to de!iiVer ~ustice 011 the mo11cSl1ers of the world. The 

,deadly Save me Queen is oratted wi h energy 1crysta.~ ss,·kes1 

arnd most impartanUy 1he te acles of noxious malboros. 

Super Smash Bros. Brawl Ka'buki D1uantum Fighter 

Earthworm Jim 
orma11y, brand~hlng an overgr,o WII nigh crawler ould more 

likely get you lau 'hed off the batllefie d han featured ,on1 a pres­
~g ious Top 10 list. Earthworm Jim not only gets a pass, but h 1 • 
honors, for be ng ,able o use hlmsell as a slimy w~1ip. 

- R9sident Evil 2 
le n an -1 Cl lre first e counter these supe IJtatecl zom bi s 
• n me bloody ha I ls of the Raccoon City Police IDepartm e11t. 
These s · ·n1ess freaks get , hei namesa • e by i . 1lently 'lick-
ng helr prey • irtlhi a sl . foot I ng tong I e. These, s'lobbery 
a · cks am ,enough to stun heir lctims a111dl se them, up fo a 
s 11 beheading. 

• - Indiana Jones an1d the Fate of Atlan,Ds 
Indy .a11 I his infamou ip didn't g their s1art in video games 
b t the well~wo n bull hip plays a ,ey role, in tlhi6 Lu asArts 
adventure ~ ame. ~ ays ,a Indy's, side, the bui i,p1 is, per1ec 
fo 1e e~ing f om stunning 'az·s to s In · in aofoss chasm,s. 

• ' • ~ Double Dragon 
The Legend 1Df Zelda· ,Skyward Sword' 
link acquires 1his shiny whi1p, after a !>attJe 
with ,a multi•limbed skeletal war11ior in the 
Ancient Cistern. The wh1µ1 lleits Link grab i1 ems, 
and switches ·from far awa , andl the, glo -
ing lig1h orb on ffie tip 1can even damage 
oertain reriem tes. 

Sam1us Aran likies to col let a variety of weap~ 
ons thr1aughout er intergalactic missi:ons 
from po erfu l mrissrres 1n ernergry beams tlia.t 
gra.plp'le 10nm enemie-s. The minimalist Zero S1uit 
Sainus may have fewer oys t her ,disposal, 
rou ,. her plasma whip helps 1make up for the 
II ig'nter arsienal. 

like a Slayer ran wiih a long mane rodking ,oUJt 
on 1he outskirts of a • osh pit, t -i1s haggy ar­
rrior uses his gi rn.ger locks acS a whip1 to, destroy 
evil dogs and giant fire~breathing1 .sk!uJls. 

A bunch of tti u Q<S punched your girrifrien in 
Ule gut and prompt if id11apped her, so, you re 
willing to 1use whatev,er • oois you1 can to get her 
back. The • 'eceptively deadly Lind . carnes o 
of e most useful wea ons - a chain h rp. 
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As developers, investorsr and p1 1ess g· there 1d in Los 
Ange es rec 1ent y for the f~r:st Ocul s1 C,o nee event, i 
was clear something ha 1d 1changed for Pa me·r Luck 1ey's 
l1ttl 1e Kick1s,tart1er· p1ro1ect. Lo 1ok n 1g at a gather 1g of 
I,0001 peoplejr w th even more watching 1v1estreams 
of GE Q1 Brenda 1 [ :·be, c • • ef s:c1ieni i • Mi1chael Abr·ash, 
and chief tiechnology officer John Carm1a1ck, 1t's1 easy 
to and on the 1obv· 0 1 s answer: Fa1c1ebo1ok',s. $2 bi lion 
bet ,on • irt _ al r1ea i·ty. 

by Mike Futter 



It w . sn•t that s·mple th,ough. Confidence was ~n the· air. When 
we las • met with1 I • be Luc key· andl v1ice pa,esident of product Nlate 
Mitchel at GIDC this year righ1 befoM the IFacebook acquisition, 
there was still an atmosphere ,of uncertainty. The teaim was proud 
of the newly a1r1inou111ced seoond developer kit 1(DK2) but ·there 
was talk about survival and 1inch1ing toward a cornsumer product. 

Now the senior team (which has s.welled with the hirin,g of 
technology ·t'tains since IF cebook purchased the ,com1pany) lhas 
put dcurbt out of their minds. v·rtual r;eality is going to, i,,appen 
and the company • s o 1111e step closer. 

Ocu1lus unveiled "ts next feature prototype1
' at the event. cal l1ed 

' ·C1rescent Ba.y ,1 
• hich is a !eap fo'rward from ,even he recently 

shi1pped D K2 u1nits. The new head-mo u nt:ed disp,lays1 which 
Oculus has made tglhter than the c;u rrent deve!o;per kits are 
covered in LEDs for p os i' i onal ti ac kin,g .. 

If yo,u have been keepi111g up, with virtJual re lity progress, tlh!s 
will sound very simi lar o tt"11e 'Crystal Cover' demo displayed! 
at CES in January 2014. This tfme, though, the s·en1sors are also 
ocat,ed ,on the back of the head sim1ilar to hat is offered by 
Sony s Proj:ect Morpheus prototypes .. 

Ocu.lus wasn11't erribly 'fortihcoming w1ith the techn,ical specs. 
The resolution? Improved from th,e 11080p, of the DK2. The 
field! of view? Also increased beyond ·th,e 00 d agrees i 1111 
the cu · rent devkit. Weight?' IN oticeably lighter than what's 
c1urirently avai,ab le. 

The 20 or so headsets available for demonstrations at Ocurlus 
Con1nect we e handmade at the company s head quarters just 

days be or,a the ,event. The Cre,scen1 Bay de·mo, was afcso the frirst 
1ime Oculus ,enco,uraged us to stand while us1ing one of 1its p,rod­
ucts. The co mp any has been ,emphatic that the Rift i.s des.i:g ed 
as a seated exper[e111ce , whrch made us take note·. 

o give the strongest sense o,f presence stand~ ng up, helps .. •• 
lnibe says. Sitting down, it's sti II inc1redlibly impactlul and II did 
the mom many t1imes sitt'ng d,own. Standing 1up, it is a litU,e 
more, awesome. Just ·tln,e ·way he, b ain1 works l''m a little more 
c,onvinced .. Sitting down, you'r;e feel1ing [the clhai ]. Wlien y,ou're 
standing up and ail! ·there is are your clothes on your body 
yo·u1 re !less rem'nd1ed that you'1re not realliy there. We wanted to 
give the str,ong:est sense of presence for everybody.' 

The C~scent Bay demo cons·s ed of a n1umber of scenes 
that s,how,ed off the posir "onall acki1ng 1po,sitional audio, and 
improved clarity The sc,ene opens in a sulbmarine, with a peri­
scope, immediat,ely [111 • en· and ·the claust,roplhobic electronics 
and machinery whirring and thump:ing airou1nd. 

I tried to 1reach out andl grab the handles of the· cylinder., but 
the comp,an1y s tll isn ready to reveal iits input deViice. he scene 
f d ed a • d was replaced w 'th a toothy d inosau in a blaclk r,oom. 

The creature sniff'ed ·the air and roared in my direct'on. T1LJ1rn·ng 
my head made, crea.r ·that the· !built-in headphones (which were:rn't 
high quaJ1ity), w,ere de!liive·nng d1irec ionally based sound. The 
software fo • positional audio is a.s important ,as 'he quality o,f 
the, hardware. 

The demo progressed th1rcugh a num1ber of scenes including 
a sm a.II town w irth a circling airjplane ovem ead I bustling traffic 
and people 1mi ling1 .a.bout The paper ,aesthetic was ad,orable. 
and I was astourn,ded as I feanedl to examine the finer detai1ls. 

One of the houses was i1n flames, as fire,figh1be·rs aittemp·ted to, 
put ·1 out II could! loo inside the windows and see ,01ne iof the 
1resi,de1i1its pacing and crying. lnhe 1detaill was extraordinary. 

The 110-min1ute demo closed with a brie· clip ,developed lby 
Epic ,Games in Unr,eal Engine 4. ·'Showdow·rn • walks play,ers 
down a. city street as polioe lake aim at a rampag~ng mech. 

As, the ,camera mo,ves. 1u s closer to th,e hulk~ ng beast, b'u II lets fly 
in s!o mot!on 1 their con1trruls I ippling the ai1r. I move• out ,of their 

ay because i1 just feels Iii ke 'the rig ht tJh ing to do. 
As the ,carnage ramps up concrete starts fly~ n,g, glass sha -

ters,, and explos.i,ons oom. A ,car f11ips o,verhead, and looking up1 

revealls terrified passengers, most l1ike!ly in the'r final mo1ments. 
R,each1ing the m etaJI lie beast eii i cits one last roar sig in,aling the 
end of my time ith Crescent Bay and anoth,e s ,ep closer to 
brin,g·ng a ,cons mer model into our homes. 

Oculus sti ll isn''·t committing to a ime1line, but in conversa­
tion with ribe it1s cl,eai that visua.~s and audto are the two mai'n 
c,ornpone·nts that 11,eed to be in place, before launch1. It's unlikely 
that a cus·t,om input devioe wi1II be re.a.dy in time hou1gh, which 
means a consumer m,ode1 is1n1t the e,nd o· the road. Its just 
he beg1in1n 1ng. 

Samsung Gear VR 
Ocwus has split its d velopm nt 
. Hons into two branches. . ot 
only is 1t working on a PC-based 
conswne headset. but the 

company has teamed up with 

Samsung to make mobile virtual 

r a ity possible. 
The Samq11ng ·Gear VR will 

be :released in an ~ovator 
edition,. this la11 as a companion 

evice for the ote 4 Android 
phone. you need do is p g 
th - phone in and p,laoo th - cov­

r on the ead mounted di.splay. 
Usmg the evice is simple. 

with a touch-sensitive pad on 
the dght temple with a back 
button above it. Targeting m the 
Oculus Home menu is handl d 
with head pos1tlnni1ng. and a t:ap 
of th . touohpad morves forward. 

A number of video, media,, 
and game applic ··ons ,are 
a\railable fo th Geat VR. Video 
options are offered in e'fuer 

irtua.l cinema or 3 60-deg 
otterings like the Pa·ci/ic Rim 

eger • ot d mo,I. . usic op­
tions mclud Hannon 1:x VR, an 
mte:rac:t:ive visualizer that offers 
seen -based options cti ted 
by foGUSing on Objects n the 

n@onment. Games run the 
gamut from t:hlrd- _ rson action 
to atmospheric p11izzte to rh 

I lightly na s ating I fust- • rson: 
version of 'fem le Run. 

Beeaus G . ar VR doesn • yet 
offer six degrees o freedom 

(yo c 't lean • to ai scene), 
it's C'UJTently b st for media 
co ption. It ,do . h v 

is,uaJ passUuough (activ t d 
by holding the back bu ro- ) so 
you can ch ck in ,on th world 
around you. Gear VR also offers 
dir ct sound from the· Nore 4. 

obile VR is going to 
a re . • n. ct ito, 

art • in the ne t 
. m . 
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chi g eo gc11ne-orlente. stre,ams has • ec1ome a popullar pa .,.· 11e or 
m:any g.a.mers o I e pomi here many 1ee s: pr1efe P'ew ... 1e e o Smo :.· · 
over traditio,nal I ollywo,od 1ente ainer,s~ Tom C.as1s1el, who goes by • e 

na1ne Syn cate,, recentiy b1ecame the first person 1(or company for that ma e.rJ to 
r1eac:h 1on,e 1r11Jli1on fo owers on the increasingly popular Tw~tc:h :stfieanting S'ervi1ce 

How ,did this • anchesf,er, U.K. 
1n ative tu · 1n n is love for games irn o 
a car,ee.r as an I ntemet phenom­
enon? It alls arted with h's love of 
games a a. young1 age. My super, 
super earliest memories would be 
rmy ncl1e ,actua ~y playing Sega 

ega Drive ' Cassell says .. 
He played variefy of ,games 

growing up d,espite his parents' 
rreti cen ce, lbut his olbsessio 1!11 truly 
ta ·, ,ed hen1 a friend introduced 

him to, Call of ID uty . • · odern 
Warfare. 111 anted to be a pro ·t 
it C • ssell says .• , wanted tc do 

G b , then ~I ki1nd o got bored 
of he competitive srde of it. As 
time progressed! and new games 
came ,out I moved O'ril to1 Call of 
D ity • o,mbies. With this oftsh cot 
rmode Cassell foun,d his 1ntche 
th • would ater bl1oom in' o a 
1much larger pres.en oe in the world 
of L.et s !Plays,. He made video 
tutorials or he popular Call of 
Duty mode, and slc,wly began o 
fas er his a1udfenc,e. 

As Cassel II gained m,o'm1en um 
online, he realized he wanted to 

not on y talk about games, bu • 
make them ,as well. He enro I fed 
in Hy,de, Clana,ndon Sixth Form 
Col rege to leann how to do, so, lbut 
• idn1·t s ay. One o,f Cassell s tutors 
saw his potential in the world ,of 
onli1ne video and enco raged h'm 
• o drop ou with the caveat tha., 
he couldl return if it did 111 t ork out. 

Casse m de a name fer him­
self ,orn You I u be, ,and c1u rren ly 
has more, than eig t 1milll'on sub­
scribers, but over time gravi • ,ated 
t w rd str • amirng. I remember 
• oing super small streams on 
Justi1n.tv1 like, way back in lhe 
day w1hen it was 't even known1 
as a gamingr s~te- 'it was just 
a pllace where you could live 
st1rea1m, f Cassell says, 1recall ling 
onlly having ,a handful 1of viewers. 
He ried out Twiitch ea1rly on after 
receiving requests from his audi-
ence1 gaining 301 1000 surb,scriber,s 
in a sho,rt amoun • 1of 1 

• irm e. 0 nee 
YouTube implem1ented s ream1ing 1 

h,owever. he, moved is s,t earning 
efforts h,era 

After streaming on YouTube 

for two years, M'neorafl (a game 
Cassel II still treams o· en oon­
v[nced him to Jump bac • over ',a 
Tw1i ch th nks to its integrat d 
s reaming fea ure·. • I g:ot a reallly 
good response wi h my audlience 
and new people on th,ere Cassell 
says. 111 decided, screw· i - l1et s, 
try o se a ,goall ,of hi'. ing a million1 

efore Rio· Games and lbe e 
first person • ,o do it. ' 

Since the I Cassell has put his 
vrdeo efforts toward Twitch a mos • 
entire~ He thinks ·it has been 
wortJh i1 ev1e11 if it has1n1t techni= 
cally pa'd off. You don't make 
more money o of witch1 ,na 's 
a act. 'You j 1.1 st don ~t, ' ,Cassell 
says. 110 111 1h 1na111oi al side of 
thing1s you are bette off if you do 
it on You1iulbe. !But ... I love having1 
a l1ive audien,ce ,an,d to1 be able o 
,eac and respond with 'hem at 
any given moment on -~he spot ... 
That's why t d10 It. 

Casse1lll set is goal a hi ing 
a mill" on followers, but even 
1i m ch 's overseers we ren I sure 

e could beat an es abllished 

Tom 
'Syndicate'" 
Cassell 

Pro1lession I • re er~ 
1game· 1eve~o1 -er 

www.twitch.tv/syncbc te 

1anches er.UK. 

company like Rio·. he · t1ie saw· 
hjmseJ getting close, Cassell 
decided • o m,arathon Call of Duty 

o·mbies,. He even abandoned a 
ully paid tfiip ro,m • ic osoft o 
, . endl Gamescomr so he coul1d 

stay compet'itive with1 iot I was 
ecstat1ic -- my face was Ii ke puriely 
pumped I Cassell says about 
cros . i1ng the one million1 mark 
whi,ch1 appened midst earn. 'My 
audience is an absol1u. e tank, aind 
I cannot tha hem ,enc· gh for 
heir pi1ng1 me ac1h i eve it. I could t be 
morre p cud o· my au ience." 

oday; C,asselll is still streaming on1 
Twitch and ~illling 10ut his YouTube 
channe1 and he hopes t,o keep 
doing so ,or he foreseeab e fu u e 
He doesr1' think Tw~ ch ·s fad 
especially 1consi:dening he eS1pcrts 
imp!ica 1ions of the webs1te. 

Casse119s popularity has a~low1ed 
hrim ·t10 pursue is go J o, ge -
ing i nrto game developm -n 1 • 

He recently founded a company 
called! 3BlackDo w ich has 
grand plans for bring1ing new 
games, to the worl1d. • 
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As I h,e m ult1playe1r on i -1e ba le ,a1rena (M018,A} 1ge re has, 
rise - t,o p1 om1 nence ,on1 the P'C an,d in1 the eSports scene 
im11t,at ,on h,as be,c,01me the s1inceres ; fo1rm o,f flatte1ry Wh,il,e 
a n,umbe of games are s11mply l,oo,k1 g to c a11m a prof11t­
able slice o hie g,enre that Heroes of Newe1rth _ Do 'a 2, 
and leag e o,f Legends h,av,e defined aft,er ,ts mo1d-m,ap 
beg1 n1n1n,gs n Warcraft Ill man1y pcoming titles a e m101v­

i1ng away - so,me slightly some heav ly - f1rom _ hie tried and 
true three lane two b.as,e f 10 1mula tha has chan1ged the 
PC, garni1ng landscape forever. A.tter resou • di1ng s, ccess in 
tie PC spac,e the 1g1enre 1s lookiing Iowa.rd oth,er platlo1r - ,s 

as i he nex fr10 1n 1er. . ith H i-R.ez S 1u1d10s '1 Sm1. e s,ched led 
to debut on Xbo•x One and Battl 1ebo,r1n1 lau1n1chrn,g on both, 
c rre1· .-ge 1co,1n,s,oles, as ·wel as PC~ 

ncorpo1rat1 ·1 1Q e ,eme·nts from d i ,e1rent gen· es , chang 1ng 
the focus of hie f11ve-on-f'1v,e bat1 es,,, ,and 1cutt1ng do n the 

game leng1 h ar,e all factors being experimented w 1th, 11n the 
next b,a. ch, of titles ent,eri1n,g th,e I 0 1BA space., Accessi1b,11l­
ity ,and shorte match length ,appe,ar to be popu l,ar b1road 
bas,e,d sh ifts movi1ng away· fro,m the sig1n11f cant b11u1rden 

o,f knowled1ge and t11m1e re .-u11re1ments tha.t the, f,oundat1on 

t1itles ,can be assoc1a.ted . 1th .. Tlh1es,e n,ew MOBAs, a J-d I h1e1 
o, n • 1avo,r i o th1e pr,o,ve - f,01r1m1 la and someti1m1es chang,e 
the recipe c,omple elly· 

Free-to-play models, mesh1 well w11th the MOBA pa,ckage 
allow·11n1g playe,rs to, pur,chase ,or e,arn he1ro,es and ,c ,0 1smet-
1cs thro,1ugh1 _ amep,l,ay and as, such all o,f these , le·s w1, h 

the I ot,able e,xcep 110, - of 8,attlebor1n1 ar,e expect1ed t,o be 

free-to1-p,lay 10n rel,e,as,e eve1n1 if th,ey 1c rre1n 1ly ha've a b Y'-

i 1n early· ,acces,s opt i o n1 ~ 

.by Daniel ia,ck 



P • ,omm· PC 
P . b i sh,er: Bl ~ard 
Dev,eloper· Bl~zzard 
Re1ease. TBA 

B,lizz rd s take o,n the -OBA is fast and friend ~y. 
W1 • 1 ding the ,oo,mpany s, su bstan ial stable o 
ioon·c a1n,,""' lovabl, ,characters r,an in ·1 rom • he 
tanky D iablo to StarCra s, Steg . Tank Her,oes 
o • tlh,e S,torm may be, tihe most accessible ,of 
any entran I o the, ,gen re thus far. With shared 
tea1m e,xperience,, no ritems o micromanage or 
P'IJ c1 a,se. and maps tih · · t ,off er cl ar ,object1ives 
that b ·111g a team together: tie focus h,· re is on 
.. nsur ng , ha ev,eryone, can jump ·n an,d play 
wi hou , learni g hundre s o,f items, an abilir1 ies. 

Unlilke many otiher games inr he genre 
Hero s o the Storm has a variety of ,d uffere·n i • 
rmaps tha ,all play ,qui e differently, using side 
objectives ,and min i,games , o promote ··earn 
ba 1les - owers have a se amount of amm1uni 
tion promoti1n,g P'ush-c,· n 1 ric h,eroes and mak­
ingr ·th:e lane con ,rol aspec ,s tihat can slow down 
other titl s obsole 1e Ir ''s, in your best i1n1e~ sts 
to k ep your c ree1P waves pressing u P· gm ns,t 
n,emy defenses 
Games take 1 o ,o 20 1mrin1utes ins · a,d ,of 

around 40 !eaving1 pl aye 'S fr e • o grab a match 
in a 1· o~e or iving ti1me lb1lock. More advanced 
p1layers m,ay gravirta e toward heroes llike the 
Z-• g A bath U[ who can essentia ly be anyw er • 
on th,e map, at any ,given time and break ourt 
o • trad it io · al -o BA ,character albi ity space 
Players ,can cu rf ·~ rn1tly op , & irn to partccipate 1i n the 
alpha an b ta phas . a Battlle ne , 
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!Pia onn: PC 
Publ sh ,r Motiga 
!Dev - op - r~ o ig 
Releas - 2015 

Gi1gantic akes the cor MOBA con­
cepts - a 'five-on-t·ve brawill w·th l1evels. 
1 pgrad s. and rrespawn times - and 
mi es things up by wo:rik:ing wi1 1in a 
third-p rso • shoote framework. Play~ 
ers m ,st sti des roy base ,objec iv,es 
bu • Gigan 1ic~ he b . se is an eno -
mous mobi1le creature that unl~eashes 
devastat1i n,g attacks an . as huge 
pooll of heal h. 

Players battlle to oonitro I 1 , e board 
lby settiing down creature summons 
(, he - ar n,o creep wav ) at vari-
ous ,capture points and g,uar th, 1 to 
ace mulate power or , • eir huge 
monster. In ,close games the • a le 
often ends •with bot ea,ms forced to, 
figh nder the huge presence of hei1r 
res ec iv beasts, creating a situatio,n 
where botll1 s id • s ar,e spurred irnto, team 
figh s by 1n, cessity wh~~e thee rli r 
gam,e allows o 1more lone woJfing and 
small-scale r1coun ·rs 

The th1ird-p ,rson, shooter aspects that 
this ir le brings to the table make it fee1 
a lot Ike a more re ·nedl ,deathmatch 
style gam, . ith overarotiing obj ct1ives, 
making it a ast-paced att,ernative for 
those who, 1may b b :rn • ou1 on isomet­
ric ATS-style opt1ions. Pllayerrs can s lg n 
1. p, or atp1ha no,w via the official websi 1e 



P atfo,nn- Play.Sta 1o·n1 4 Xbox One,, PC 
P b isher 2K Games 
Developer: Gearbox Software 
Re1ea 2015 

Wh1ll1e many ,of Ba !eborn's features separate it· trom tradi ional 
MOBAs (see pa 64 • 's ard ·o 1ignore tha the co·mpeti iv,e 
1mulltiplaye aspects of the gam draw upon many elemen s that 
,make up the groundwo k of . genre. Mov~ g · 0 1 A. ge:nre 
conventions into he first-person shooter sphere 1is going to b 
in ere ing. 1Combin1rig bru ; .· I mel e, attacks and bristling, gunr­
play should lend! Itself o console controls as wel I as PC. 

Wh1l1e ma- y ,curren gen·re tit1es re1y ,on con rols lifted 1...... the 
once proud real- ime str,a egy ,genre, n, ose reams ,of ho,tkey.s 
and map movem l1t des gnatr.ons · re difficult to translate _ o 
the joys.tick worid1 so i i'rs -person shooter may e the p~r ect 
fit o t e ,al I the best Jpieces. of • he M OBA p le a fit t i • m 
to. ether mo something that cou1l!d stini ke hot acrioss platforms. 
Battl1eborn also has the disti1nctlon1 ,of being built to fii the stan­
dard 1retall box mode1I eschewing ·the free= o-pl1ay pay modell 
that Is, now almos u iversally .accepted tor ·.OBA rtfes. 

P aU,o,r,m- PC 
Pub is,h r IEl,ec ronic Arts. 
Dev ~ loper: Waystone Games 
Release= TBA 

Etectronic Arts and Ways1:or1• • ,Games have eir 
own entrant in 1he comin,g MOBA ,clas1h .and it1s 
the mostly tradi 1ion1al IDawngate Fea1!uri1ng two 
anes instead of hree andl side· objectives 'h,at giv,e 
resources, to ~he oont o1 ling • , am Dawngat,e allows 
players a goodl break tom stan,dard ive on-five lane 
composltjon i' 1hey want to try 1hings like declioat,ed 
1roa_mers in addli ion ·to c1lass1ic ju111glers and in-lar1e 
supporV,carry combos. 

In addit1ion to, th · new lane makeup players also 
pick roles before the game 1 'hat off er re ards for 
w,cori, ct ' play -- th carry g • ts additi,onal resour, • 
bonus.es from ge ing las.t hits. while he su1pport may 
get e tra r,esouroes, • rom harassing the enemy heroes 
ins ,ead. Gankers and j nglers have h ir 10Wirl1 roles to 
select oo. and while it s perfectl,y fine I o pfay outsid,e 
of the role you select such as a suppo starting 
to 1Pile on last h1i s there are· stgnifioant incentives 
tow,ard p!aying your arc e•type ·well Dawngate is c,u 
rentlry 1in1 a commun· b ta state, whe:re players, can 
si n up and pfay now if hey wish 

rTT"'r.rt'"1 ' . :Al..l..LLLI 
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P-atlotim: PC 
Piub i:Sh e IKixeye 
D .v .lope~' Kixeye 
Rel,ease: TBA 

Tome 1rims ,down t1h,e MOBA exp riien,ce by offer-
ing Quick three o· -three mate es that take aro ndl 
110 minutes. no last hri , ing and 10,wers ha run ou 1 

oi • ammo to ,ens re lanes fall . B, ing1 abfe to buy and 
heal right in llatne make Tome an e· t1reme1,y fast-paced 
aJlte,rnat1ive to some of · he ot1h,er 1itles out lh,er . 1Color­
ful c'h aracters, with faction affil i1a ions that you can 
work on at th account I' vel 1providle s.pecial abilities, 
c . rrency, and custom1 skin unlocks. Probably the big­
ges,t 1actor ha separates Tom,e from the res of t e 

erd is you can play 1it right in your ro·ws ... 1,, mak·n 
st an1 .a ractive lunchtime o,p,tion or ,o,n the go choice. 
Tom : l1mmortaJ Arena is curr1e I ly· available for 1play in 
a be,ta phas . 



P atf,o-,m· i OS 
P bl, sher. Super Ev· I M1egacorp 
Dev,eloper.· Sup . -r Evil Megaco,rp 
Relea.s • October 

Whlrle ·the rimary pla .fo -• 1 for the MOBA has, lbee PC, some developers hav,e 
offered qualjty tablet varrants such as Zynga·s So,fst1ce Arena and ammer and 
Chlsel 's Fates Forever Vainglo:ry is l1ooking to capt~va e tab!et sers y providl • g 
a! 'ttie best elements of the 01 IA without making any sacrifices in the transi i,o 
to the mobile p~atiliorm. Wi h1 a lalige, rost r o I heroes. games hat last around 201 

minu· 1es, and he same cor;e gameplay efem,.._." ts a user wo Id fi ndl on a PC title 
Vaing1lo:ry is attemp,tlng to a e tap, gameplay to t1h,e ne level and arget core users 
with 'the same associated challleng,es and ski1lll 1req1u~rements. 
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IPlatlor . PC 
Pub isher. Deep Si ver 

IP atfo,lffl: PC 
IPub:l,sher. S2 Gaimes, 
IDe -eloper: S2 Gam,es 
Relea -: TBA 

S2 Games is back: for ano her round after bei g1 o e of the 
g,enre frontrunners w·th Heroes of N w, rth Whil · Strife 
1ls qu1i roo in1 the five-on-f~ve,, hf - -lane design" last 
lh itting1 ~ arin i g go1ld by getting th 11ast attack on a mons i er 
!before it dies) is such h • players shar,e earned go1ld, so 
y,our supports will !have n:o pfoblem gainin,g resources. 
Players can afso augm nit heir hero with companion pets 
tha • pro,vi'd,e func _, ional en -fits These . ts aijlow y,ou to 
accent your eroes 10 sui your g:ameplay from the d.efense 
!boosts of a turtie or some gold gai1n or mana reg n ation. 

Another major c1hange is that players can1 craft th • ir own 
1i·tems. Don t Ii e how the magic wand in the stolli gives 
health and ,damage, and -iind yiourse1lf simply needli · g 
1more, ealth? Using era - ing rmaterials gained! after each 
1mat,ch you can a1· er existi ng1 items to t· your eed s lilke 
turning hat ma ic wand i to a ealths ick. While these 
1modi 1able item rec·pes presen1t a balanci1ng1 challenge, rit 
g1ives pi ayers com1 !, te control of how they want to play 
various heroes. 

Wh i1le S2 is also 1malkin g an attempt o ired uc,e elements 
tha1 con I rib' e t,o, • • 0 BA community ,oxicity, Strife s foe ,s 
1is 0111 allowing players to p1ay h· hero roster in ,a num1 -. r of 
diff :rent ways based on p ayer preference and 1c _ stomiza­
tion. Play rs can siign u and play S ife, now i - open b. ta. 

!Devel ope~· Stunloc -- S 1udi'os 
IRe,leas,e TBA 

Dead lslaind -pjdemic features all those lov.ab!le z,ombies and some int,erest1ing 
diversions from the standard form u Ila~ Pla:ye rs ,can band toget1h,er , . nd pllay cocp­
erativ,ely • n a horde mode. or. in a n,ew take 10n MOBA design battle in a massi\fie 
12 perso'n1 brawl where three 1ea.ms battle for vi1ctory as they attempt to con· ol 
points, on the map whj le fightl n g oth,er teams ,and th,e zombie menace. Dead! lslan d 
Epidemic is curirently availlab Ila via early access o n 1 Steam1. 



P aff,orim PC 
Pub i s,her I ronc a.d I ames 
Developer: l1ronclad Games 
Rel1ease~ TBA 

The I OBA space is new territory fc'r Sins of a So Ila Empire deve oper II ronc! a.d 
Games A far dep rture from its critically acclaimed 4X st ategiY title the, g1ame 
incof!Pora,tes mainy of 'he tr dltio1nall MOBA features an,d b ings quests into, the 1m·x. 
In ,S111s o a D rk Age's dark fan as,y envi'ronment uests serve as a primary mot1iv . -· 
tion to, coax players 1out of • he lanes and act as an incentive • or big1 team fights long 
before • -e lat1er stages o,f tifi"I e game where the,y would normally occu1 Sins o,f a Da -
Age is currently avai able v1ia ea liy access on Steam. 

Platf,o,r, -" PC 
Publmshe ~ Crytek 
Deve • oper." Cry e k 
Relea _ TBA 

With games l'ke Smlte t -- · pirng into myth and egend fo character inspiratton Arena 
of Fate l1ooks ,o lh • s ory and story for its heroes. In a trad1itiona11 fiv,e-on-five orm a_ 
p~ayers, can pay as Robin H,oo , Joan of Arc • 'le Red Ridring Hood, Tesla and 
oi hers Arena of Fate continues t e tr d toward shorter game Ieng 1h 1, with ma ches 
rru ni g aro llld . -o, mri n ,es. n er1est1ed p! ayers can1 s1ign p fo'r _ e • a now. 

p·auo~m PC 
P -b is,he Deadbreed AB 
D veloper: Deadbreed AB 
Releas ' TBA 

DeadbJeed is a horror I ake on the 
MOBA. - any variOIUIS player vs. en­
vir,o' me t e1ements are· i c-0 po, a ed 
into his ga1me iincludi1ng quests dun­
geons mens ers mini bosses and 
loot. Heroes lev,el up o side o • the 
m ches themselves, allo ~ng pllayers 
to specialiize in their avorite play 
styles such1 as tanky !bruisers or d1am­
age cannons. lih ese accoun 1-leve1I 
1unlocks give 1players ~ncen ive to, -- ork 
on lo g term goa, s and progress1on 
ha stays wiith lhem ou side of the, 

temporary advancement. in ma ch1-
to-1m ch battiles~ and ou 1t I helrr 
chara1c ers wi ha ifacts and gems to 
e ance abill'1 ·es and 1powers. Dead­
breed is c . rrentijy vai able vi - 1 early 
access on Steam 
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by Joe Juba 

he,s.e days, 10 . n ng a ,ga 1ing PC is re1 i e,d to • aintain a c,om.ple·te vie of t e video 1gam,e 
J,ands 1cape .. w ·th a __ ,exp1and·ng .a~ray of ind~e ·reasu·res, early acces,s ti _les.,. mods., and tripl 1e-A 
biockbu,s.ters eve· p,eopl1e who h,av1e trad1 ·anally b11een consol.,e gam,ers a e supplem,ent g - o 

rep 1 ,ac·1ng - their co

1
nsole· s with custom-ma e · mac: h1nes 

For firs - ti.mers:, buyin,g and assemJJ,l.ing the components C'an be da1 nting,. but the, pro,c,e s shoul 1:n' 
scare yo I away. W th s10 many different op1 ions ,an,d varyin,g b . 1dgets, creating a o,ne-size-fi1 s-,a 1 g,am-
_1 n

1g PC is, - 't po·ss:ible, but you can fo,llow a han,dful of general t.1ps to steer y,o in he ri 1ght d1rec ion . . 

W,e spo_1 _ce with Jeremy Va ghan, editor at Ov·1er clo,ck ers. com, for some s1mpl,e a,dv1ce o,n how to buil1d ,a 
p1owerf _ - PC 1n y10 r p 1c 1e range 



a 
Building a functional gaming 
computer r quil'es surpris-
in ly few components. You 
only need to purchase eight 
thin to get started - though 
you will probably want tog t 
muI ·p1 hard drives and add 
in an optical drive tor DVDs 

d B r . -~ .. O adv ..... , 
builds might re mul pie 

p ..... cs car • ere 
cooling opfio . Thos . dd.i­
tions aside. the basic checklist 
is s lollows: 

CPU 

2 CPU Cool r 

3. Motherboard 

4.RAM 

s. Hard Drive 

6. Graphics Card 

1. C se 

8 Powe SuppJy 

Don't Worry, 
A compu ,er is a complex mac i e and this, leads. to the assump­
tion tha. buildin,g IPC is, a hopeles.sly complicated ordeal. ~ The 
first th~ng o treal'ize, Its not as hard as 'it. !looks, Vaugh1an says. 
' Yes I th ere are ,a lot of w • res an,d plenty ,of inti m td a.ting lo oki 111 g 
contnec ions. However· i today1s compu, 'ing environment, it is 
essentially !hard to mess up assembl~ng a IPC. lit you try some­
thing on,e way and ·t ,doesn t ftit, don't force it be au e it prob­
ablly isn't suppose to ,go there ... Aside from maki ,g sure you 
discharge yourself by· touching somethi1ng metal 1(so you don • 
ha:ve, built-up static electric'ty in1 your body), i 1s actiually pretty 
ha.rd to hurt an1ytlh • ng. i, 

lnve,st In So id State 
Le' 's say yout have alll o,f your components chosen but you have 
a little bit of your budget left to spern,d Where · ,0 1uld ·tha . extra 
tmoney make the most di1fference? The firs step is to ma e sure 

you have enough RAM· 16, GIB its a good p ~ace to, start After that., 
a soli s,tate dr've (SSD) is y,orurr next priorirty. These dlrives are ,ca 
pable of booting quickly to get you into games mu;ch faster than 
traditional driv,es. II' you already have n SSD and have so'me 
leftover· budge ge· a bigge SSD Vaughan says .. ·Eve:n orn1 older 
com pu1ters, 1given a decent amount o,f RA I an SSD is 1111 a nu m­
be one b tggest. most in oticeab I e upgrade a perso:n can get 

Avo'·d Ch1eap Power Suppli1es 
Saving1 money i!!s good but your 1powe supply is o 111e plac,e t,o pay 
a ittle m10 re to ensure that y,o u re gettirn g a q u I ity p rt. -A cheap, 
powe'r supply can not. ,on~· faill but it can • a.ke eve rythi g it's con­
nected o down ith tit, Vatughan s ys. 1 1ig re, ,orut thew ttage 
you need and buy a solid reputable power supply. 11 A bargai1n 
doesn t meain much if i1t costs yo1L!I more tmoney in the long1 run. 

1ddl,e 
Your mo· herbo.ard is impo ant aJ11d it's important to rno,t go ·too 
cheap on1 it. Ho ever. don 1t be foo ed into1 spendingr oo muclh, 
ei1th,er. Mo,t'herboard prices rang1e from chea;p to ridiculously 
expensi e an,d the ad van· ages of o,111e 1model over aino,th,er may 
not ibe immed1iately ajpparent. Hlowever, even if you'tre build1ing 
a good g1amin,g PC, y,ou like.I¥ don't need one, of the high-end! 
optio111s. 'There are cha.aper motherboards that aren . nec1essarily 
w,orth their w,eight in pllastic, l Vaugh1an says. -Once y·ou're above 
the low end, what re all ty ep . rates motherboards ·f1rom ,each other 
arre fea· u1res. P1ick a boairdl i the m1id-to-lhflgh1 end 'hat has tlhe ea­
tures ·you ant and ge 1it. If the mothenboard you're looking1 a 
has four graphics cafli s ots ,andl m101111ito rs pmcess,or heat down 
to s1ub-zero temperatu1res, ~t's more, th,a.111 you r1e ,going to need for 
your ·fiirst home-buillt PC,. 

Don,'t Ge Lost :In The 
Poringt o·ve'r tminori d11 ,erences be·tween similar p oducts from1 
various manuf ctul'iers is -1t going1 to yie d some game-changing1 
rev,elation. eature-f,or-featur,e and caipaci y-for-capacity, m,os,t 
graphics cardls,1 RA . a1nd SSDs/1HID1Ds ar,e going to be a leas · 
in the general[ allp,ark as all of the others.' Vaughan1 says. 
llh ere are on fy so, many feat1u rres you ,can add to that kind of 

thing.' If t o components 1ppear ·to h ve· sim' ar features an,d 
are albout the same price, ,don't w,o • 100 m uclh abou mak1i rn1g ,a 

ong ch,oic,e. 

10ver,clo,ck ng Not :Re. . ired 
~v•Ost gamers, h1ave, probab,ly heard th1e term1 1ov·erclockmng • itn 
relatiiotn to PCs. It ref,ers to running your CPUI at a h1ighe speed 
thain it has !been specified for hticii1 can increase performance -
but it also gene ates more heat, wh i,ch tnecessitat,es additio:nal 
cooli1ng. Wihile, this is ,certainlly ain option for ' 1rst-time builders1, 

don •t ·th i k tlh at you tn eed to overcl ock y,o·u r system in o l"Cler to, 
have a -grea • gaming experience. 'The k1ind o,f 1user that should 
overclock is one th.at enjoys g1etting th,e most out of the computer 
th,ey put togethe Vaug1ha I says. Or one that just li1kes tjn1~er­
ing or 1even on,e that enj,oys seeJin,g what so:rt of be'nchmar . 
scores th1ey can get. 1 f tha s,eems like more trouble than you"re 
1n ·,erested in for y·our first builld 1 you can trust that mos,t modem 
yst,ems are po,werfiu I 8 '11 ough to p ay the• bes gaimes curnrentlly on 

th,e market. 

U'p,g,rade Gradually 
Assuming your firs b1uild is a success you willl eve111 ual~y want 
to get. some oom1po1n1ents do 111 the line. Unl'ke c,onsoles, you 
don't nee to replace your wh oil e sys em any time someth1i n,g 
gees wrong or needs impr,ovemen· •. Th,ese days, keeping itihe 
majority o,f your system bu · u1pgrading just the ,graiphics ,card 
every other year or so wil keep you playing th,e most deman1ding 
titles wi ho . it any problems 11 Vaughan says. Because bui Id ing 
your o,wn PC m1akes you familia with yo,utr componein1 s. yout''II be 
more 1com1fortable a1nd bette equipped 1lo install these 1upgrad!es 
yoursel' hen the time co,mes. 

Visit OvtJrtlockru-s. com for mm -, .PC--builrJ.ing ctJVi-tagB guides anti reviews o i"ndi'lidllal 
com{JOll1mts from Vanohao and his ca/leagues. 

Br L 
Some manuJacture s ha e a 

• ory of qu • products 
a you can't see when 

looking at co pone t' s 
spc-cs. While everyone 

as different e p rien 
with different co p • ; es, 
V: u han shares ome of his 

on brand preferences 
for various pans. 

en ran '"I h e always 
of for mo 
G. ab e, MSI. 

e oa ds. 
nd ASRock 

a o make pl nty o solid 
ro uct . but u usu lly 

edges the ou . 

"'For idia '"'apb • cs c rds 
I lean 't! EVGA. ro 

cards. 
ep 

· . EVGA 
• on for solid 

t 0-

warranty - not j 
the te . but Io 

l 

t lor 
the· 

service as well. • • no -
re ence gr hies cards. 
like their mo herboards, are 

1·1 ike lanks. G·gabyte. 
MSI, and H S make good 
graphics too. 

"Whe i comes to RA [ 
a G .SkW lo al al the way. 
T ey don·t ju.s make good 

; ey con • 1uous y test 
the l1m • of what can be 
one with i . Kings on is 
lso a ery ood comp y 

tllat , n s behind e • 
solid produ . Co air is 
• ood b t usually pricey. 
ADA! is no louch either. 
- ere really aren1t any bad 

AM a utacturers, jus 
ood d bener. 

"Po er sup • es are 
t1le easiest in my book· 
Cor air, period. Ii 





■ 
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'Je tal1e, Games r1ec · . 1 r.a . ed I seas,on . O' its ole - t and emo • anal he 
' 

Wal • 1 g Dead • · 1e seaso,1 ended wi 1 • a bangr inco1 • o a 1 • g wt 1 ·p ; 1e e,n • lf1 gs 01 -

1 e first 1 ·11 1e. - 1ellt • e preside1 - t and oo-f;ounder Ke ~ 1 1 Brune ope s up abo t p 1 •• ltting 

Clemen_ 1e, • 1 the eading r,oie, bnnglllg bac'k ol1d faces·I' •• • d ho,w fan feedback ·, aped 
'Fe tal1e·'s dir~ .... • • o b • b ..... l y Wi ll ce 

• hen di,d 'Tellta e s art 1p1lann ng 
seaso two,, and h·at ere 
your initial ideas? 
We st -rted [planning se 1son1 two 
shortly after 1h e finafe of seaso,n 
1one. First we kicked around ideas 
about what character woufid be 
playab e • or season two. We con­
sid1ered moving1 to ,a new gro'up of 
surv kvors or revisit in· - the back 
stories ,of charac ers lik,e Kenny. 
We 'Were real! ty gun shy about 
making1 Clementin,e p ayabl!e. We 
were· worried it wou Id be str,an,ge 
to play h1er after the s,eason one 
experience. We ai so ,certainly 
1did1n 1t want o lea.ve her story 

ntold since that was what we 
felt was m,ost 1in1teresting for the 
series. We even kicked around 
playing as, a new protecto'r of 
Cl,e m, lb1ut tha.t fe1t too 1much like 
replacing1 !Lee,. 

Once e. finallly came to terms 
with making Clem the playable 
character we, 1dove i ·to the sea­
son two .arc,. It took a hile to1 

land here we d rd but • lh at 's not 
. nusual for 1us One v1ersion ,of ·t e 
s ory· actually had an aban1doned 
2Joo1 and a. t1ig1erl 

1 att did e am hope, to 
,acco pl-sh ith seasoin 10 ,? 

We fel • like season one was 
about teaching C ementine how 
to s1u rvive in the apocalypse .. B Uit 
what Lee taught her was gmund-
1ed in surv1iving the zombies. 
He taug1ht her to re a gun and 
keep her h ir short. In see.son 
two , we wanted to exp,tore how 
Cllementine w,ould 1deall with o·~her 
surviivors as she grew u1p. We 
thoug I e couildl le • the player 
,ow1n tlhis aspect o ,Clemen 'ine 
with,out tarn~shing1 ev1erythi g tlhe 
p!ayer did as. Lee. 

• 1hy did you dec·de to bri 

Kenny bac1k? Do, yo'u flin • 
pad off? 

e n1ew tha m an1y people were 
speculatf ng -bout 1h,e fate of 
Kenny and answerjng that would 
eel 1really cool. I do thinlk i paid 

off. Kenny is, such an interest· ng 
an1d com1plic ·. ted c1haracter. We've 
personally experienced his loss in 
se son one and experiencing the 
apocaliypse beak was, his pur­
pose in sea.so • ·two~ ' e hoped 
1tlhat players would f, - I th!a tih1e 
world was harsh enough1 to break 
Kenn1y but. they wer;e able to 
save ,Clemen ine. 

t asn 't easy ·to I ure o it 
exact what was g,oing o,n with 
S rah1, Wass e jiust a1 s e ered 
character.- 10r was 'here, mo.re lo 
it than that? 
Slhe 'W s 1ce rt inly s ,elrtered 1 

b'L.11t tihe e s 1more to Sarah th an 
an over-protectirve father. Sarah 
exlhibited m : n1y of the s,ymp-
• oms of something like PTSD 
~post umatic stress disorder 
which is something that peop e 
usually associate with combat 
veterans· however, its, sometlling 
tlha can affect ,anyone, i1n clu,d in g 
children .. It can occur 1in ·the wake 
of 1exposu e • ,o a terrifying1 event. 
and Sarah1 had e:iqperien,oed lher 
• ir s1hare of ~hat in the, u1ndead 
apocmypse. Sufferers often try to, 
shu • out or avoid anytlhin,g that 
reminds them o the trauma that 
itihey expeni1e need Sarah''s f ther1 

Carlos was ell awarie 1of his. As 
players saw, he was inoredib~y 
p·rntective of h LS dauglhter. and 
• • ed • o put her insJde a bubble. 
Sarah1 s behavio' and personality 
w s the result of the world around! 
he 1ra~h er than any o,ther· factor. 

Sarah's sc,erne in th,e tirai e,r 
• estedl the playe 's em1pathy to 
her plighr . Acting1 on empathy to 

-id ano her at nsk ·to you rseff can 
seem at cdd!s with survival in The 

al • ing Dead but ~t takes em1pa­
thy to buildl tro:ng1 relationships, 
and stf clking1 togethe ·was one 
of IL.ee s advice oiptio 11 s 0 1 Clem 
in his, 1 all momen1ts. We Ii ke ·to 
th'nk 'that Lee probab1ly would 
have 1done everything he could 
do to1 get S .a.hi ou of that trailer. 
and by look!i n g at the, 1c u mu 11at1ive 
s ats1 Lee!'s advice s,eems, to have 
had an effect because mo110 than 
70 peroent ,o • players did just that. 

1i 111ta1e us s I iv ,d ev,elopment· 
as a way to adj st whal\i 
working a1nd whats not. What 
c ang d ·n season t o d1ue to 
an feedba,ck? 
ons 0 1f stuff changes due, to fan 

feed ba.ck and our a!bill irty ·t,o I ook 
at e11emetiry from 1pllaythroughs. 
There are literally hund11eds of 
tweaks o dialogue, edr in,g and 
cinematography base 10n this 
data~, II think one of ·th.e biggest 
tihings we, were able ·to react to 

as ou ability to ,ensure that 
peop~e had ·tron1g connections to 
Jane,. She enters he story late in 
th,e series,. but is c'ne of the m,ost 
important 1peo1ple, in the story. 

e had to, malke sure, that ane 
and Clem bonded 1in a way that 
wo ufd be satis,fying to the pllayer. 
Much of hat Jane and Clem talk 
about when ·they l1eave th1e group 
(before ·-1nding Lu1ke an,d SaraJh) 
was driven lby this p'rnces_s with 
U,,e subject m1aJtter being era ed 
aroundl the w,ay peo1ple interact,ed 
with J!ane up to tha po1i t 

S aso one had su,ch a po r-
ful 111ding a d as m ·t wi 'h 
wide accl1a ·m Did Tellta1le fe • 1 
any pressure f '0 1r 'the season 
two end'ing? 
We · 111,ew 1e did1111 • -nt o 

compete with the season one 
end1'ng s111ce fna had landed in 
suc1h a special place. Righi' from 
the s.tart we decided instead ·',o 
ex,plore mu !ti11ple en,d ing . We 
wan ed rhe season to1 empower 
C !ementine to, control her own1 
desti · y b • we had o make 
sure that it w·ould be th,e most 
d'ilficur1lt choice she's ever maae. 
Tihe w yin which tJhe fi'na scene 

_ s arrf v,ed at was i e esting. 
We intentional~ sp e the se e 

son t growin1g up' er men 'ne by 
allowing !her to1 becc'me more Ii 1e 
an adult member of he group. 
S1he ,gains more respect and 
responsib'lity from the adu as 
t'he seaso1n plays o .. it. 13 Urt when 
~he stakes arie at their highes ·, 
she· s once again ,constrained by 
being mall and u1nab1le to stop 
the adu ts around her~ This forces 
her· ·o take the si uation in 0 1 her 
own hands in the only ·way she 
can in ha • mome'nt. In our eyes, 
tlhat's hen C r,em f11 -1alty· takes 
com p1ete co'ntrol of her own 
destiny, and it's up • ·o the player 
to d1ecide. None of the endings 
are· particularly h1appy ~it 1is lihe 

alking Dead after alQ bu ·· they 
are, all firmly Clemen ine s. We 
hope players fee1 like ,Clementine 
has grown significan ly over the 
seaso Ill and she is now fieady 
fur the world I even1 if • hat orl d 
is 11 arsh and has fci,c,ed Clem , o 
leave her ch1i1ldhood be1h1nd. 

Do yo kl11ow yet· o these 
e di gs wi I 1pla1y 1nm se SO'l1 

three yet? 
We ,can • real,y say arnything ,abou 
season three ye b·u -•• ·'s safe to 
assume that your season two 
en ding1 will !be an im portan • part 
of ·1. 

What can tans 001k forward! to 
i -- ea son three? 

We'll! keep clhalleng ing1 ourselves 
ass o . ellers and pushing the 
boundaries of where we· can 
take the playe buit beyond that 
I'm afraid you I II j st have o stay 
tuned! Jus rest ass1ured i II .·e 
100-percen TelltaJ e and 00-per­
oe nt Waiki ng !Dead. 



l aoking tor more inde­
pendent gam .... ? Check out 

am efnformer. co Vimpulse ta 
regular updates, pre views, 

an reviews. For more ;n 
is ue. ,check out ou 

extensive lao a.t Klckstarle 
and The Flame In The Flood 
on p. 52. We also have pre­

views of Never Alone p. 6 7}, 
Dreadnought p. 73 , Hand of 

Fate (p. 76)1 and Toy Soldiers: 
War Chest p. 77). 
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ig conven·tions like E3 and Game1SC1om hav1e no 1shortage of small1er ,sru,dios seeking the limelight, 
and m recent years, a few o • those -1,eams hav,e m,anaged to find it. But with i-s direct line to the fans 
who1 •1ght one day pure 1ase tlles.,e • die g .·. ·es . the Pe ···1y Arca 1e Expo1 is increasi gly a ho ed 01f 
indepen ent game announc1em1en - . ,and rev1ea1ls. This year was no exception, as we saw new detmls 

10n .a n11mber of preVllously ,anno11_ need title , plus some ext 1emel 1ex,ci ~ng debut -roj 1ects. So many _ me,s 
wer•e on dis:play tha i e're _aking a s1 per sizied look at some of our favorites m ·the coming pages. 

• atfonn1: 1iOS,, Andro·d, PC 

The Team eat deveropme·nt d1uo Otf Edmund I cMi~len1 and Tomm1y 
, efe:nes have been working hard on 'dieir latest game. Mew-Gen-
1ics f,or ,q1LJite, som,e ·ime wh ich is wihy i • cam,e as a st.arprise ·o learn 
the two had decided to revisi their· s ·u,dto's amesake platform­
er: Sup .r Meat Boy Foreve shouldl retease lbefore Me -Genies 
IRefenes :told! sat PAX. i,s is cu1n-ren1tlly the stu,dio sf II focus. and 
1it s a little b' , different ·from the Meat Boy we k.now. 

llnst,ead of str,aightforward lev,els ith full control ,of . ,eat B,oy1s 
1movements IF,orev,er puts. Meat IBoy o autopilo and the leve,l1s 
are made of rando1mi ,ed sect.ions that ch,an1ge on ea.ch retry. ou 
have tw,o i1nputs: jump and fal fas er. T e II a'tte • is new to Meat • ·oy 
a1nd he1p,s ,g·ve you some ex ·ra contmll si1nce you1 no longer have 
control over his feft and igh1t mov,emeints 

We wee initially t1u ned off by the randomized levels in ou1 
hands-on time because it's h1ar,d to me,m:orize the levels beat by 
beat , but as we beg1a.n to, 1 ecog i . e t e re peat1i ng sections we 
warmed up to i lnris new v,ersion ,of !Meat IBoy lit becomes mo_e 
about a·st refle es, and less about knowing what 1's ,com1·ng next. 

Regarding M1eat Boy's 1ico1nrc dea,th repl y mode .at the end o 
eac1h level , Refenes says something compa1rab,!e is planned f,o, 
I o ev,er he big c ange this time around is the focu1s on mob,'le 
1play; we, re ,e cited to p, ay mor,e of tlh,e ult1ra-hard platfionm1i1ng on 
our to chscr . en devices wlhen the, • ame releases 



Platf10 im: X ox One, IPC 

The Behemoth is kin own for i1s d isti n1ci ,art style and 
·ts action gameplay The 11'8rnowned indie studio's 
1pas·t ti es 1in1clude side-scr1ol1lers Al1ien · ominid)1 

lbeat em ups, fCas le Crashers}1 and platform1ers 
~Battleb oc k Th1eater . For its n ex game Be1h emoth 
is tryrng o, ; the s,t1rategy gen1re 

The game, without a name Game 4 is a tempo 
rary ,code name .' retai • s the st,u d io,'s art sty re and 
sense ,of humo, but places p~ayers ·n a world 
where kno ~ing where o place your team ms more 
important than ho,w quickly yo'u can p ess a button. 
I snot about u1sing he right attack In the ,right area; 
• ~ abourt m aki1ng s1u re, your peop,le are in the night 
positto n so th,ey can attack 0111 the Ir own with Ii m­
• ed micromanagiement from tiie player. 

After the wor1d is st rue 1k by a gig antic space bea 
everyth f ng1 gets disco mlbo b ulated Dimensions andl 
time c osso,ver to, crea e battles wh,er1e a m1edieva.l 
st,an1do wi h melee weaipons ca lbe inte upted by 
the appea1rance of a NASA s1pacec aft. The on,e ,or 
tw·o-player batt1 es a re charm ing1 and crazy and 'Wi 11 

ho1peful ly open up hex s,trategy to a new audience. 
Ga.me 4 and its 1na.l naime, are stil l a ways, 1off but 
the team is tar,geting a release on Xbox One and 
PC in 20115. 

I 

'''' 

Platfo : P1layStation1 41 Xbo1x One w·i1 U PlaySta ·o, 3~ 
X • ox. 360, Vita 3DS, PC 

Keij. lllnafune created and worked! heav1ily on a number o 
franchis,es for Capcom but he is, mos, remembered f,or his 
work on the Mega Mlan series. W1hen lnafune dec~ded ·to 
leave Cape om and pursue h1ls ,own ndepen,de, pro Jects. he· 
aunched ,a Ktckstarter fo,r Mi1ghty No. 9 - a ,spi itual succes-
so,r to ,caipcom ''s blue bomber - and it has easily lbecom e h hS 
most vismble a d antic ipated projec • 

At PAX we tried o,u he beta tevel. It fee11s 11 ke Mega Man, 
and makes o a empts to, hide or diminish its i , uence in the 
best way. ega Man~s de1ib rat ptatformi g is, 1present1 b'Ut 
'SO 1is M,ega Man X1s speed, 1makin1g Mighty No .. 9 live 1in1 a com 
fortab!e m i,ddle, g1round be een1 the o fran,chises. nem1ies. 
ca be defeat d with tihe, stan1dard shoo - em-til l-they-blow-up 
a ; ack but the qu1ic kest. most rewa1rd ing way to die eat an en-
1emy is o weaken them and dash hrough1 them. This is the 
ma ·n way M tghty No,. 91 separates itself from i s Inspirations. 
and dashing into enemies o ,dispatch them is . mpowenng. It 
Is especially fun o, 1use it ,as a final ,a ack agai st the difflc1u1t 
bosses. 1 alll g'oes well, we ca ex ect to play a fi • al version on 
1our choice ,of 1pla om, in 21015, 



A 
Pl1affo m_ PJ,aySmtion 41 Vitti 

Fl'lom two person S .a S udios comes a game ·that 
combin,es Casi levania and Oa· Souls for a 2D skill­
bas . com at romp ri,~ w·th dod1ging, p rrying1- and 
salt acq1uislt:ion. IJil<e tJh,e soulls resource in Souils 
gam1es, players ace um u1la e sal and drop It aft . r 
dy·ng. eaching1 bonfire-esq ,e sanctuaries grants 
you checkpoints. Players have several w,eapoin,s 
consumables, and o,ther treasu1res ,o master as they 
move h oug eac area taking on chaJI, ngi g oes 
ain,d !bosses. 

During our dern o . we had a bri,ef o ppo rtun, y to 
crack ,o[pen some c ests ,ain,d exp lo re some, 0 1 the 
side scro,lling sw·ordplay. The gaimepl1ay is fresh-
and everyth l ng loo lies arnd f~is g rea . This is a sawy 
genre bl nd, and i wil I b . e,xciting to see how i 
com1es ·together when it lau ches o: PS4 andl Viita 
d Ii g an-as-ye ndisc1losed excl 1 1siv launch 
window'. After ·that i . it1al rellease, Ska may target 
other p1latforms. 

sts 

Gang Beas.ts draws immed"ate comparisons to the IDtreamc.-as· fan-favorite 
Pow,er Stone aind Super Smash B:ros b t·thiis new game from IBoneloaf h,as 
a silliness and excitemen alll its o,wn1. W~th 1established indie powerhou1se 
Do1uble· Fi e handlling publ'shing duties1 Bone1oaf has crafted an addictiiVe 
and hillarious opportu1nity to beat up on1 you1r friends. 

Gang Beasts f;eatures locall m ltiplayer battles in wh~ch several combat:­
ants. attempt 0 1 d:estroy one another as mul i-oolored charac ers 1reminiscent 
of Pillsbury Doughlboys. lnevi abfy' the matches un old on stagres 1l le with 
absurdl and horrific en1viro'nmental hazards li~e spinning saw b1lades, spiked 
grinders or speed ing1 frietght tir,ucks. Playe'rs pu ch grapple, and hrow their 
op,ponents aro'und the battleiiietd, as, th,eir vJc.tims despera ,e~ attemp·' to 

old on to the envilion1men1 (or their oppo'nents) to prevent fall ling. The sim1ple 
co111cept rs great for· part1ies even in ills Steam early access form. Fu~u re 
deve1lop,ment aims o add more co'mpleXJity, Ii ke cr,aey boss battiles~ bu even 
the curren v,ersio:n is a blast. 
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ace 
Platform; PC 

Bo,rn fr,om a DigilPen studen p:roj1ect, IDista1nce is the spiritual! successor to a ~t e called 
Nit onic Rus1h. After seve ·· all 0 1 tihe studenrlt ,earn members explored r•ple-A developme 1 

or a time t'h,ey reu i ,ed as Re act Studios, o evolrve heir rac.i g p oject. 
1 1 e ,openlng of Distaince s 'AX demo shows ,a ,car with a compute' disp,llay w,aking up 

·from so1me kindl o,f am1bi1guous computer shutdown an1d shoo,t1i g off in1 o a futuristic city 
11 he racing and art aesthetic is rem1intscent of games l'ke IF-Zero and x~reme-1 - h1igh 
speed! fu iu r11stic racers wrth mo:re neon I ights tih an are n,ecessary .. D i1s a nee f,alls, into the 
racing1 genre but he game plays mor like a h1lgh-s,peed obstacle course. Instead of 
doj I g laps and ak.ing on o her cars you · ry o stay al~ve whil1e the course does everyt1h ng 
in 1its pow,er to destroy you with lasers, saw blades and po1rtals,. Your car atso has, the 
ab~liity to srpro' t wi1ngs and ly giving1 as nse of reedom rarely felt 0111 a race track. Fly ng 
consumies your boos powe, so you ,can1 only do it for so long but the oppo1rtun1i y for 
shortc sand diff re·nt 1paths 1opens he races up. 

After spending1 1ime wir~h ihe g1ame it feels like, ,a racing pla onne·. We h,op;ped a d 
,dodg1ed using the saime m1entaJI 'tools we would in a platformer. bu we were doi1ng1 it 1111 a 
,car on a racetirack. Wat1ch fo1 a P1C re!ease of th s, s range raci g amalgam n,ex yea. 



Platf : PlayStatton 4, Vim PC Mac 

The, urn i inc1h ing. unwavering lack of hand ho l1d ing1 ·tha p :rme 
ates From Softwa1re s Souls ser'lies is i1nspi1ring ne ,games ·to 
nicle t ,e challenge ca1n !be fun wav . A,cid Nlerve s Titan Souls 
is unabashedly to g , . ith near zer,o forg1iveness a· eli s 
1its ,cu ,esy p,ixelated loo · D,ash. dodg,e. an,d see . you opp o­
n en 's weak 1Poi '111"s as you scram! le 110 take on cha le ,gi n,g en 
viro n1m ents and boss,es. Dea h is inevitable bu i ·s a learning 
e • 1penien ce that ill ard,en1 y,o,u or I he next a tern p . 

Over he course o a 'AX Satu1rday, visi ors to he booth 
had ,a chance o Beat the, Yi t1i oss to, 1in a T-shirt Of all 
the many many a ici1p,an 1s we were told tha a mere 25 
toolk home the p,r~e. Spoiler: Th,e Yeti beat us, too 

Platlo PG c. Linux iOS Andr,oidl 

Wh1e111 we thi11k of war in garmi1ng, we ofte111 conjure images, of his oricall (o f1J1luristi,c bat lefie!ds scaverng·n1g 
forr ammo an pulli1ng off siclk headslhots. Th1era 1is a11,other side of ar: though~ It· isn • • ,glamorou1s, here is 110 

1respawni119 -nd you'r,e no hero. Yo,u are just trying1 t,o :surviv,e. 
This War of , i1ne puts you i111 1cont1rol of ,a team o,f survivors using dlaylight hours • o lmprrove 'heir she~lter and 

eveni111g lio rs to scaven1ge fo,r food 1medici111e, and lbu'lding suppltes t''s a balance of ti • e and resou1rces tn,at 
creates an un1sett1·11g feelin •. You can never dlo1 ,everyth1ing you wan1 to,, and th,er,e is no real sense o,f 1

• inning. 
This ar of Mine loo . s, bette every time we see ir , offering a compelling mix of su1rvivai g1 mepl y and hu­

mani • arian commentary on the horro'rS of war. IDeve1lo e 11-bit st dios is aiming to re1l,ease I he ,game en h1cme 
comp,uters a11d mobil:e ·latf,orms in th,e ,co1mi111g months. 

0 
Pra , • PC Mac 

Wih at if ye IUI pi ·· elate di The Legend ,of Zelda and -Se= 
cret o·f Mania and merged • w' 1h some multip1aye 
RPG goodnes,s? Tha seems tc, be tihe impetus be­
hind Ki ox Gam1es,' oon H'IJn ers,, an ac Ion roe= 
playing rom1p • hat can field up to fc1U1r [players. With 
d'verse hero, ,choices like he WI ch, Druid Song 
stress, Sp elllblade and Occu i st, pl a:yers can se­
lec a protagoni s tha suits th,eir play styfe whe I her 
ut's -~ s1uppo 1ive team boos, 1in1g ole or briuta.11 - e­
llee expert. As your char,acters mak,e ,choices I hey 
de e1rmi1ne how the world around h,e-m perceives 
them. For 1in1s,tanc,e saving a stranger at your own 
peri I may ,en a nee y,o u r Sefril ess 1 .r,ai . 

With a randomized wo,r!d and a game hat can 
continue tong a er a single p'lay h1rough Moo,n 
Hu n1 ers h1as us curious abou i Is mu i iplayer 
poi en 11all when i llau1nc -es on PC aind Mac (wit1h 
more pla orms possibly coming later). 
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Tropes vs,. Wo,men m Vi ,e,o Gaoc11es presents Anita Sar ,ee ·an's cni' que of the video, ga1tn1e, mdus • portray s 
of w·omen. They've also, mad,e her the subjec o • m .. ch o,nline contr1oversy. We recently spoke with Sarkeesian 
abo,ut her work an.d en ·,cal theones .. 

mtemew by Matt Helgeson 

How did you come up, ith 'h,e idea for 
Tropes vs 01men in Games? 
The'1 was a seri s I did 1call . d 1i opes vs. 
Wome tha • was in 20 1. It was pnimar"ly 
1V aind m1ov1ies. Then the next year J deci,ded 
to do 7i·cpes vs. Women in Video Garn s. 
I wan 'ed to do one specificallly abou . v1ideo 
g,ames because there were 1more 'ropes 
I wan · ed to cov,er. II I v,e always ikedl games1 

but I 1ve al • ays, had · very con entious 1rel a e 

tio n1sh ip ith ·th1em. I played! a lot of games 
as a ki'd and as I go ,older~ so o,f was i · • 
and o u • of Ii ki lli1g gaming because I felt • t's 
a rea~ly hos rile terra•n for w,ome . When 
II go,t o grad s,chool I was, s 1i I playing gam,es., 
but I wouldn11t ca I myse f ,a gamer because, 
I bought into hat myth about ,gaming bei g 
Grain d The • Au o ~ Godl of War or Call of 
Duty. Yo'u had o, play hese mach10 postur ... 
i1ng games and hat's wha It means to lbe a 
gamer. So ,even thoug1h I was playing Plants 
vs. 0 1 

...... bl,es Spore Donkey · c,ng Coun ry 
Retu1rn1s,1 e Blob and Kata1mari, I 1didn 1t 
r,eally th ink 1of m1yself as a gem er, w h1ich is 
kind of rid icu !ou s. It was really he Wi1i • hat 
brought me lbac in o i , Ii ke, • ait a seco n1d 
I am playing gam1es. These are leg1it I can 
cal I myself a gamer because I am p,I aying1 
gam s. I tih inlk th Wi i d1i d a lot f,or m ak.i ng1 
g am i1ng 1more accessi b fe to a wi d,er a1u d ience. 

Tak about som of hose g mes yo•u 
m, ntio ed, wh th r ii s Call 0 11 IDuty or 
Go1d of Wat Have you ever found ,e'nj1oy 
ment in tho:se g mes ,o,r do you tnd them 
toio, alienatin91? 
It depen,d on the game. There are games 
ttia1t I pay because it's my job o pllay tihem, 
because I'm g tting footage; l1m doing 
riesearch1. There are some of tho,se games 1hat 
I would t no·rmal ~ hi · ve played and Ill ,actiual ly 
enjoy th,em i1n v,a ·ous w,ays,. One of the big 
pieces o,f he work th I dlo, is o, hel1p people 
understand .. hat you can bo··t, be cru le.al aind 
love ,a game o any piece ,of med i1a at the 
same time I thi k that mos · people ac ually 
hav,e ·hat lki1nd of relationship wi h the media 
es1pecia~ ly if you come from a marg inaliz,ed 
com1m1u • y. Becau,se media is1111' made for us 
t ere's always g·oJng ··o be something thats 
problematic. There a.re definit,ely big1 blocke 
bus,ter games tihat I love·, and • 's 1unfort1u ,a· e 
ttiat hey hav,e sexist or racist representa ions 
in it. The:n he fie are 01th er games tha I ,don't 
lrike ,at all andl !have toge' through in order to 
dlo tJh e work that I 1do. 

'Whe,n iii: comes to gender or r,ace poril:ray­
alls in me • • a do you thi nlk th at creators 
have e respo sib"lity t·o 1challenge he 
sta us quo or are, you just loo ing or cre­
ators, to took at their 0 1wn preconceptio s? 

Well, both. One ,of the quotes ·tlha I like to 
com1e back to, is by bel hoo s .. Sh1e says 
so,meth1ing to the effect that popular ,culture1 

for be . er or worse1 1is cur ently wlher,e ·the 
learn·ng is happen1i11,g. That means tlha lV 
shows, m1ovies,1 books, viideo g1ames are help= 
ing h pe our col~ective cul ·1.Jral runiverse. 
Garn ing plays a la1rge ro e in o 1.J r co lective 
cu1ttural unders,tand1i·ng ,of he world. I th'nk 
its abso1Ju·tety the riesponsibJlity iof developers 
to cha lenge opp essive socia!I norms, to do 
more wi 1h • 'heir gam,es, and to challeng·e 'he 
sta 1us q1u o. I h ink part of what my seri,es ,does 
is it g1ives peop,l!e the language to unders,tand 
what they1re seeing in he medlia. It ,gives 
developers 81 • op1port n1ity o see the his ory 
,of worn • 11 's re·presentation s. in gaimes, i a way 
they might not have noticed befo e. 

hat has been ~h • cep,tio·n o your work 
wi h'in the industry, among1 the p ope o 
.ac al make ,gam, s,? 
I have vls1ited some ,gam1e s 1.J,di,os and talked 
in workshops w'rtlh them abou women1's 
represe ta , io n,s • n ,gam1es,. 1 • •s in eresti ng, 
because the i · ,dustry has b en1 very recep ive· 
for the 1most part. Whe I s artedl the series I 
didn : eatly co1ns1ider developers pa • of my 
audience I dlidn' real y think about i . As th,e 
a ention1 to1 my project g,o b1igger, I 11ealizedl 
that ,developers aire actually watc ing hi1s 
stuff, and they're i11terested and engaged. 

ey lbr1ing • • . ck i1nto their studios nd they 
have ,conversations, around their represen a-
tii ons. Sometimes th ere are debates and 
so,metim1es th,ey re li~e ~ Hey, 11,et 's not do 
t1hat. • h 11s awesome, because pa • of· h1at 
this series is hcperully do'ng is 'n1spining these 
,oonversations. It's in,sp'ring people to s·ta.rt 
ecogn izing . 1 • ~s stuff and malke smart er. mo,re 

inten ion . I dec1isions, abou what goes in tiheir 
,games. Some developers hose g.ames II 
have ,criticized have ,actually come, @'Lit public 
ly and said! Yeahf we did , hat. Th,at was not 
a good idea. I Im no,t going o dlo, that . gain • n 
t1he futiure. II thi that is really e couraging 

D1id you ha1ve any idea that what you1 ·were 
,doi'ng wit these vid1eos was, go .· to lbe s 
controversi • s 1it1s, proven to be? 
No I no in the s ig htes . When I launched tih e 
Kickstarter~ we asked for $6 ,10001 o f nd a 
series ,of fiv,e short-f,o m1 v1ideos. The niight 
that II au1nched t:he !Kicks arte.r was lake·, 11 
,don•t think. we can raise this much money. 

h1at if we ,can1 do this? W~th1in 2 . lh,ours, 
my Kickstarter was ·funded. 1Cl!early, • here 
were people who were in eres ed in critical 
med1ia analys·s and feminist ,an1alysjs around 
video ga1m1es. The hairass ment started! about 
a week=and=a=lhalf o, two w,eeks in o the 
Kickstart,er. I h1ad no-idea it would be this 
,controversia. 1•ve lbeen1 running I, emini1st 
F eq1ue111cy· s·n1ce ,2'009~ I h,ad gotten my fair 
slhare o h1arassmen • in terms of bei1ng a 
womS1n on the I ··ernet. It's inevitable, sadly 

at ithis 1po,int. Bu the evell of v'itirroll receiv,ed 
because o h"s KickstaJrter p1rojec.t about 
video, games was unl'k,e anything ll''ve ever 
ex1perie ced. l1m sure you kno the story 
lby 1now Coxing, m·sogynistic sllurs, on ,all my 
soc·a1 media aocoun s. and rying to hack 
in to my acco un .s,. Death th '1eats a1n d rape 
th reals t,owa'1d me and 1my fam • ly. I goes o rn1. 
11 w . s unbelievable to see how th1i unfolded 
Ive been te rcrized and at acked fo ·two 
years, co n1s,tsten ly., 

IDo your • ver co,n:sider deciding that its 
not ·worth it? 
I'd be lying1 i I said no. 11 Being at a.eked 
a d t,e:rro ri1:zed for over o yea1rs Is s ressfiu I 
e·mot1ional lly ,draining 1 ,an1d exha.ust:i1ng. But, 
you know, I'll ,get these emails from peoplle 
like a I other and dauglhter who II sit d,own 
a ·· d watch my vid1eos togeth1er and talk 
aboll! . media t~ eracy u si1ng I y vi,deo] as ain 
educational , ooll f,or her chlld 1s gro,wth. The 
countless messag,es of support ar,e incredilbly 
eJ11oouraging and rewarding . . All ,of that helps 
in spire me • o keep going. 

c · tics I o·f y,o u r work r,g ue ~h· t 
pressuri g deve 01pers to reexamine lhsir 
portrayals of fem1a1l1e c1ha1racters am,ount:s 
101 • f,orm of cens,orship,, that deve 01pers 
only h,ave, lhe re,s,po si "lily to make the 
best games poss"ble H,ow 1do1 you respond 
to h t? 
The arigu mern, • 0 1 • censorship is otall non= 
sense. The work that I'm doing ad·voca ,es 
er· ical hinking. l1m asking for gaimes and 
the messages andl values embedded in 
them to be taken se i o u siy. I Im asking for 
developers and ,gamers to pay att,ention to 
the messages tha their g1ames are sendit11g, 
bo1 h ·nten ionally and unin ention,ally. I don 1t 
think hat· it's, u11ire·ascn1able o ask peopl,e to, 
think cri iically ,about he media that we're 
engaging w1i 1h or unreasonai · e for us to 
demand that gam1e developers start recog ~ 
nizln1g a large:r: more ·nciu1s·ve audier11ce an1d 
wh messages, their games a'1e sen1ding ·to 
that aud'ence. Anyone who says th1at that is 
ce 111 sorsh ip needs t,o look up what the wo·rd 
censorsh • p 1 means~ 

11..ooiking ·to t e future oft ese issues , whart· 
1re s,ome th ng,s • • you h,o,pe will change 

1n the 1next 20 years in video games? 
I think a good starting po'inrt ·ou~d be an endl 
to this flippant, casual u1se of sex i'sm tha • s, ·so 
prevalle nit in n e i n,d . s ry. I wa t t,o see more 
diverse ,an1d ~nclusive stortes1 an1d that means 
includ1ing a wrde range of wome:n~ s ·ories 
arnd storres ,of other marginalized commu1nie 
ies. This means having 1more fem1ale ch r­

acters hat are good, bad and everything 1in 
!between. I allso, think tlhat te ling more o ri gi1n all 
am d eng1agi ng s ori:es can p ovide an o pportiu­
n ity to forr11 m10 re ,d irverse gameplay 1m echan-
i cs as w,ell. 
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BIRTH OF A G ER 
s ke • sian alls • lov 

ith \fldeo gamrts, 
• a.rtirularly Nint ndo sen.es 
Like Kimy and M no Bros. 

2007 
CO .N 1NG 
Sance ·· • an ,gradluates from 
Cafilut1,la St e U vemity 
NoJthndg- with a degree 
in omm11nic ti.om studies 

2007 
HEADING N•01RTH 
[n pmsuit of a master's 
degree, S keestan enro 
in York University i!ll 
Toronto Ontario,. Wh e t 
York, sh . tak s classes from 
Jennifer Jenson. a game 
studies professor she ,cites 
as - m -~or infiueno -

200 
FE __ I_ IS I HOOG'HT 

unds the website 
feminist Frequ ncy~ . site 
devoted t,o the cu tura] 
study of race, sex. and 
identity in pop cultm 

2 1 
HIGHl,R ED 
Sarkeesian completes 
e mast,er' • s cial 
nd political hough I at 

Volk University 

2012, 
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unches Ktck ·. • to 
d e pes vs. o e 

in Vid o Games v· eo 
s ries~ in n to ta ' e 

· ·uca1 look at pora yals 
o ge der m games. 
The Ki • rt,er • s • ghly 

coessful. raising · ·ts8,92 2 
on a goal ,of , 6 OQO, 
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.· a 
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D oper's Co 

01 
CONTROVERSY 
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. c gro d Decora :o · "' 
which eoom e t· ge . 
o h h cri ··ctsm Online 
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.. erGa .. controversy~ 
s . an th • sub e of 
de threats. • h she 
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ab thre 

was call . an t ,. 
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r your house is crowded with too many dev • ces 
accessing your Wi- Pi rou e. the X6 may be 
the droid you're looking for. ·s a tennaed 
Tri-band outer gives you three w · r ss sig­
nals lone 2.4GHz and two 5GHz networks) to 
keep your gaming, streaming, and general web 

browsing untang ed. The hulkjng, steal h lighter orm factor may 
not be for ev,eryone, but this feature-packed router can connect 
external drives via USB 2.0 or 3.0, stream iTunes. and even au o­
......... _.... . 
~ \I • R!. C:~0. .,.;:;;-;".:;!~~ •••••• ■ ...... 

S 299 netyear. com 

mate backups for your client PCs. Not 
everyone needs a router this robust or 
expensive. but for heavy users the X6 
• s worth a look 



Polk __ l Gam_ng Soun ~bar 
Need o improve your gaming audio, but gun-shy about setti1ng up 
a. 5.1 surround sound system?' T1h,e Po k 1 is a decern1t altern1 tive. 

Thoug1h thi .. so1u rn d bar lacks th1e elega ce of other slee1ker opti 01115 o rn 
Ule market,, i1t d1e~i1vers cl:ear boom1ing sound for i1rntense g ming1 sessions, 
and comes ith opt1m·l\e sound s1et ·1i11gs f'or Halo nd Forza - an added 
·onus for the Xbox aithf1l11 . The i111cluded r ·m,ote cont o eels cheap. but 
18 sou1ndbar can1 learn ro recognize other remote ignals as well. . hile, 

1 1is setu1p lacks a subwoo 1e 1r , the bassis t I ick enough to ring movies to1 

c•• .,,,.,r••••••• • •••" ltl"'"•,..••,., ... •••••• r 1•1r,,,..,..,: 

: AIIT'~ ■ : 
• • 

. 49 I palkau,dla·.com 

I irfe (thoug hi d1 a log ue may be lost i 11 ·~h e 
shuffi e )1 a 11d the, _ luetooth i1nteg ratio rn 
gives, you 1h , option of usin . the 1 to1 

stream your Spot1ify playlists a.s ,e I. 

T '1 an all Ang I C ty 
K' e Se ' 
So,me of • ''ne • s small le Tlta fal l 

.e 1 1 ed b'U !1lcling sets don tea ure the gian 
echs,, soi 11 l ger sets based o 1111 Respawn's 

sc 11 shooter ar,e e ay to go., T e s.e •. based 
off ·the An,• ,e I City 1map, comes irth mo re ·than 
1,2,00 pieces, and exclusive decals so you can 
ec reate the gam1e1s f ra tic battles. Tlh e set's 
rg hlig Ms, are the nearly 12-inch constructible 

Atlas and o · re T' tans. 

$1 9 I lcnex.com 

ALT, J· THIS IS A£.t YOURS 

Na med after the tr'"rangle ere ted 
by typing the a]t a d j keys on 

ac keyboard. AJ.t-J st,arted 
m king w av s with th ir first 
. bum An Awesome Wave. The, 
Eng]is in die rocke s' second 

bum co,ntinues the rad-tion o,f 
b ending folk-inflected dub-po,p, 
a d soaring· lt, • rnative r,ock. 

$9,.99 
altjba.nd. com 

THI B,01_ E CL1Cl'CKS 
ey· DAVID1 Ml _ CHELL 

Holly . yke , • s not norma 
een ger. The troubled yo ng 

woman has al w ys been · • 
be,acon or sychic p e nomena, 
but ,a.f r running away • rom 
home a d w ndering • eep i nto 
the English coun . side~ Holly 

iscover her visions seem 
to be reo der·ng re lity into 
lile- • e nightma1e. 

$30 001 

da f dm tclle,llb. o,o s .. ,com 

'THE ST .• AN1GE RPG 

After Jast yeat's award-wjnning 
Numenera, Monte Cook Games 
b ings us th"s dl:men o -
warping role-playing game. The 
S'tr,ange challenges players to 
tt _ vel b = tween wi dly diverrg _ nt 
worlds of technolog~ and magic 
m a vas mu .. verse. and -~ erhaps 
even huild a reality all then own. 

S. 9~99 
m,on tecolo.kg,ames co1m 

VlKl S SSA81 . 2 
Inspired by o semen les o 
early medi val Scandinavia 
this ad • • c in,g his ,orical dr a.ma 
01llows the exploits of the 

legen ary Vik' ng chieftain 
Ragnar Lothbr,ok ho -eads a 
series o· daring raids in ,d•s·ant 
lands acr,os s an icy ocean. 
$3.9 918 
hist,ory.com 
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Director .- .-as - --. iro Sa. · . ai shares his tho,ughts on the 

development of • •. e latest • cn111e in the revered sen·es 

1 
1e lo to all Game nfo ·mer readersl My name 1s • as,ahiiro 

Sakurai an1d I'm th1e dirrec or of 'hie Sm1ash B,ros. se·ri1es -or 
mo' e than 10 yeas Ive been riting a eg1ular coliumn for 
Weekly Famitsu., th,e biggest game mag,azine in Japan~ No,w. for 
a few· m1on1 hs- 111 be doin,g he sam1e thin,g for ,Q,ame Informer .. 

I'm sure mos,t of you are rieadi·1ng this because you'Jie interest­
ed in h1ea ·ing about Smash B,ros .. so let's, l iick off b1y ,a1ns,wering 
a few of the qu,es1 ions l11m 1 being asiked f~equentlry., 

hy ttle, du a -pl'atform release·? 
The first r . ason is ti at I t I ink . oth port . -
bles andl horn e ,co:nso1,es hav,e thei1r o, n1 
traits that ma e them u1n. 1'1ve gon,e into 
tha • in p,revtous interviews so 11111 omit the 
deta.'ls here,. 

One big reason for this ~pproach is 
be ause I'm a frreel1an,ce game designer. 
one wi~hout h ica own pe' • · nent eam 
or co'mpany. I'm aJways ,going to be at 
the center of any Smash Bros project 
lbut since t don1 't. 1"11ave 1my cw·1n1 perso,n all 
studio the staff changes in and o with 
each project. For this one, I'm working 
wrth Bandlai Namco Games. Changin,g 
deve1lopment stud•os like this a~so means 
that you can't !build out from the k ow­
how and in-house asse1s you v,e accu­
mulated ov,er • ime·. 

As .a d!evelo pment environment • 
different from a publlishe,r tlhat can • ork 
on fig'hting games sl"l ooters and open-

orldl titl1es al at once. For us even if 
things look th . same its all completely 
different. completefry bu flt ·fliom sc ratch1. 
If we started ith1 a ,console proj,ect then 
moved o:n to the portable p latform once 
one team nishedl 1up thei • c~k ,e d 
have to ait nd hai d everyth1ing1 over 
to, another team. ln1 otlhe words ,orking 
on both a the sam,e time is what finally 
a tows us to provide ·~he game on both 
platfoims. The ,, act is, no1 rna.tt:er ho Ii m 
worki n1g with I need the b ilit.y to ,get 
th1i ngs right as we· ,go alo g. 

Why were t e two • • es developed! on 
two, ditfere'nt ti'mefra es? 
The lbiggest reasor11 was so e coul:d 
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keep the debug schedules separate from 
each other. Debugging a game this s1ize 
is a major [project invclrVing hundreds o 
peop re, and since the two platforms offer 
pretty ,d tfferent conten , we wan ed to, 
avoj,d ,conflicts d uringt the debug s ages,. 
If we were hell-bel"l!t on a sf mu ltaneous 
day-and-date release, e would have 

rap1pedl up one title, pu ii't on tJ e bac,k 
b·urner and la.unclh,ed both games in 
2015. But Ill doub,t most people ,oulld 
p:refer that. 

We also hav,e to consider different 
markets around the wortd wh,en se ling1 
upon ,a release date. Tihe 3DS v,ersio·n is 
launching on different da es in Japan and 

orth America but both versions actual y 
en1t gold on IPl'ietty much the same day. 

Where 1s [in.sell'I c'haracter· here]? 
I know that no matter how hard e work 
o ge ots of fighters in tlhe game there 

are a~ ays. going to be peop l1e who 
only wonder about the characters hat 
,aren't th.ere·~ 

Among them are ·tlhe loe Climbers, 
who were actual(y i1n a wo rlking stage in 
he Wii IILJI versic,n during1 development. 
However. g ettin,g ~'he tw,o of ·U, em mov­
i1ng as a pair in th,e Nintendo 30S verston 
ook a ton of machine power. had the 
earn i1n n ovate a liot to, try and get the m1 
orking1, but we had o give up eventu­

allly lrn fact, also • ith some of the other 
fighters. we had to keep modifying and 
modifying u1nt'I they final l¥ worked. 

When it comes ·to characte'ra and series 
ithout any f . iitiure plans - thatt is, withour 

he prospect. for 1n ew g a.mes, ·to come out 

soon - those are aJw,ays going ·to lbe a 
low,er prtority: As for porting ,char.acters 
fro'm e1lee., the ,origin I data is now 
old eno'ugh that it,s no, longer a simple, 
strai,ghtforward process. 

Wh,a ·nd of [process do you go 
thro h fro,m he deas behind each 
move to the ffiina bal1 nc·n,g? 
First, I dectde, on a ftghter, visualize their 
moves, snap, poses using action figures, 
andl bring1 th1at ov,e·r to the spec ,crew as 
I wor ,on ·frame timings. Tlhe general 
stats for m,oves - their speed reac.h and 
other tr:aits - are more-orr-le,ss decided by 
this point. I then 1give ins 1nuctio,n,s to th,e 
motiion designers and once they bring 
ba.ck animation for me I dire ly program 
attack hit bo,xes an:d s1u,c1h. 

Once .a ghter is playable to some 
extent W 1unleash 1them on the test play­
ers. We tiave aro,und 12 of ·ttiese play­
ers and I have h,em piay both two 
and four-player 1matclhes andl get b,ack 
to m1e on win/loss records and which 
moves see·m,ed particula 'ly st~ong or 
weak. Th at fort ns the basis fo·r ·~he lo,rn g 
f• 111,e-tuni1n,g process. 

This ork takes a trem1endous amo1urit 
of time and energy out of me and i 's 
something I wou ldn 1t mind !eaving1 
to others but hat has in ever worked 

0 

we111 in the past. !Even .. rying 1,o oversee 
this much1 w,ork already goes bey,ond a 
typical di rector s wor foadl, lbu ll m pil 
ing even more on top ,of that as we1II. All 
Ii can do is try to play catch-up on my 
off days. How,ever, it's exactly his. type 
of structur,e, with the 1d i rector oversee 
ing everything ·from the jdea process to 
completion, wh'ch creates the ,consis­
tency you see. e're 1never strayi g1 from 
our· goals. 

Speaking of wh1ich if I took al of the 
battle reco:rds and tes er f edb 'Ck a· 
face value• .a.n,d tned to make the· ,game 
balance completely aver.age and fair. 
that would make tih,e ,game boring in1 
some ways. Even if the balance 1is rough 
in spo, s. its fun 'f it offers you a wide 
dyinamic range to wc,·'k wiilih. That''s, 
something I hope we don• forget as we 
keep, going. 

One more thing before I wrap up. I m 
active on Twitter [@Sora_Salkuraij but 
that seNiice is meant to, be J.apa1n-on ty. 
llf you have a messag,e you 're bumi mg to 
s,e111d m,e, I would! requ,esl hat you1 not 
use an auto-tr n1sllate service. E1nglish 1s 
honestly easier to read than tihat. Also 
lkeep, in mind th a.t just as with Japanese 
!1 m not ab1Je ·to answer any questio,rn.s that 
If 1reoeive· 1over soc1iall netwo s - sorry! 

See you 111,ex • m O'nth. • 

The note Salmrai seot to bis art tAam f o the Mii character animations: 

l'I fl'o,rward Ae • Attack: A two-pan fotwaml !Uw • Fll"St the ri lt leg . 1n from the Side, 
the the Jett 1 re olves ioun and bring • 'horn . 

21 Up A ·iii - Attack: slloohng, upwa, lock hat cuts Wt h e side o tile eg rn't. S ke$ 
up andl forward. then back, 

31 - • t A al H ek· A textbook jump · c . bit diffeJ o from mi.o' s a ck. 
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) Akib s Trip Und ad -

Undr • sed (PS } 
, Call o D1u y: Advanced arfare 
1(PS4, Xbox One. PSJ, 3601 PC: 

> Payday 2 • Safec acker , di ion 
1(PS3 360) 

> P,laines., Fi e & Rescue 
1(Wii U. 3'6lJ,, 3DS) 

> Rabbids I vasion 
(PS XJJox One . 

> The olrf m 11g1 U 
1(PS4, Xbo One, PSJ, 360J1 

e S ory 
Of S , I de , -
ID Publishing is flesh! . OU 
th 1e lore in Skyja ders Wi ha ne 
ongoi . g1 com1ic book series. uclh 
like ·the Tra1nsformers 1cairtoo11s of 
old new clharacters debut in these 
Skyilalilders: Trap, Team ~ssues,, and 

1111 11ater be see I In the ames. 

T a . ~-
r,ace ,01 ar 
•. rvel Comics h,as a ne . lslon1 
ro ~ts l1ong rulilning un1iver.se and 
one oft e big changes is Tho 
becoming a femal1 

, characte . Y:ou' I~ 
s,ee her in action fort e first time 
today 1ln the sec,ond Issue ,of the ne 
Tho series. 

IZ-· Co 210 • 
Bl1i22ard Enter· aJnmen • is having1 o • e 
hell of a year. The 1de elo;per shipped 
Hear1hs one: Hero so rcr ft and 
Diab!o II: Ulti ate Evil Edition. ,an,d 

ill ship orld of a c a 1 : • 110 ds 
of Draenor on ovember 13. ,e ·re 
expecting · nother big announcemen 
at his year's BlinCon, hich ic'ks 
off today In Anaheim, 1C alll . Ticf<iets 
ar1e air. ady old ,ou , 

Ho o r , e, 
P . i, - . po 

Hundr ' · ,of 1coin-op , II set to tree 
play · re on 1dtsplay at this year·s 
Hous on Arcade • inball E po 
Tournaments for bo h pinball and 
various ,arcade and c, : 1sole 1 11 es 
,a1e planned across, both days, of 
this s1no held a1 the Norfu -est 
Crown P 11 . a. 

,A G, al Day 'T'a 
Go I o 18 ,,o e 
Cal In s1ck to ork and plan o • a 
do blehea e in the theat,er to ay. 
11 01 hig'hly anticipated mo ies. 
Ch nst .. pher 1Nol1 n's Interstellar and 
Dis y s Big Hero 6. hit he big screen 
One of ·these mo 1ies is crearly aim · d 
at kids - Interstellar Is !,/,!,/out a da 

Jth a cool job that involves, going i t,o 
space. Big Hem 6: on the 01 e·r hand 
is the· sad tale o a fat ro1 

• ot. Be s . re 
to bri g Y• ur K eenex 

a -, e' : -. -· , 
) Assassin's Creeal Rog .... 

(PS3, Xbo. 360) 
) Assassin's Cre • U tty 

(PS4, X/Jo rOne PC) 
, The 1Cre 

(PS4, Xoox 10ne PS3 360, PC) 
1 Digl on All· S,t r A mb11e 

(P:SJ. 360) 
, IH aio, The - -aster Chief Collec on 

{XboX ,O.neJ 
, Lego Batman 3: !Beyond Go am 

(PS . Xbox 10ne w,1 u. 
PS3 360, 305) 

, Shape Up (Xbox One)1 

~ Sonic Boom S a ·iere Crystal 
(J'DS) 

, ,al' · s 1of H earrts R (Vita) 
1 lerrarl,a (P: Xbox One) 
, Tropico 5 (360) 

.. e· -
, or~,dl of . arcra t: 

li .... 'l')ds of Draenor (PC) 

e D1dn ., ,A k 
' '01' I 

Ge ready to f1ee1I o1 d. Toe orig i ~ 
Dumb & Dumber came ,out 210 years 
ago. Of all the movies that ,tame 
ou 11 • 1 .. 9 4, • ha one 1is pr1e • y lo · 
on our ~is o·r films a need1 d a 
revi al. Dumb D·umber To opens 
today ,and e II go se ~t t10 sho 
our su,p,portl hopefully inspiring 
Holl oocll to ake seq els o 99 s 
Forest Gump Pulp Fictjon, and The 
,Shawshank Redemption. 

I 
> ,cwenture Time· The Secr,et o the 

Na eless Kl gdomr (PSJ 360, 3DS) 
) Dragon . e: Inquisition 
,(PS4, Xba· One, PS3, 3601r PC)1 

J Es . ape Dead Island (PS3, 360) 
) F r Cry 4 

(PS4, Xbox One, PS3 3601r PCJ1 

> Grand T 1ett Au o V (PS4, Xbox One) 
> Li leBig lanet 3 (PS4, PS3) 

> - lddle-earth· S hado o1 rdor 
(PS3, 360) 

> ~ onopo!y: Famllly IF · • P ck 
(PS4. XIJo One} 

> Penguin o - ad1agascar 
{, i,, ,ti; 3D'S) 

> So n1c Boom (Wii ,U) 
> Watch Dogs {IWii ,U} 
> W -E .2 15 (PS Xbox Ona) 

• -- I I . 
> ?oke,emon Alpha Sapp Ire/ 

Orne a Ruby (30S) 

a-ot ·. r 
Len ed • n -1e, 
Folio in,g in the foo,tsiteps of 
a ry Po· t1er, Twiligh and The Hobbi , 

The Hunger ,G'ames: MockingJay is the 
latest book to, be told in multi1P l'e, pans 
orn1 the, silver scJ1ee111 Pa tone ,o • s 
tod y, in 11 • ch we le • m he s1up os-
1e d 'y sinister government at Ka , 1iss 
11s • rying1 tio over · ro actually has 
e e ,on • s best inte'1ests at heart 
an. a heroine is, rea lly r inlno i for 
1everyo111e,. That's h1at happe,ned In 
the book, righ ? 

C ,d' 1a 'V1,d o 
Game A rds 
The fitt I annual c.ainadi an Vi • eo 
Garn e A ,.ard:s slto kicks off 
odlaiy at Tioronto s ,carlu. The 

ga.mres nom·nated are fr,om June 
2013~June 2014. 

e R lea 
P,e,rso.na 01; Shadow of the 
Laby1rinth (3DS) 

ANewCh re. 
D yFil 
You pro1

• ably didn't · ee Horrible 
Bosses but you s1hou Id. It !has 
Gtlarlie Day ( l.l s Always Sunny in 
Philaaelphia') in it. ha 's ,also h1y 
o shou1d e-e Honihle Bosses 2 You 

probably haven t heard ,of the other 
actors r these films, but don' ~et the 
lack of star power kie . p you 'from see­
i ng1 r. Day in his fu'I I comedic glo.ry. 







Horror g1ames aire on th,e ·se once again but tlh . g,enr wouldn' e ist 
in i 1s curren ·form without Shinji Mikami, s genr, :. -defining Resid,ent Evil 
This 1996 P~ayStation t~ I , solidified ·_ he series, as one o the ind s­
try's biggest and coined he t ·rm 1s rviv.al horror-. The fran,chise rei1n 
ven 1ed itself in 2004 ·wjth R,esident Evil 4, but the pa1' b yond h,at 
infl en ,ial shooter has . more poian.zing, Resident Evil 6 released 
to mixed! cr·tical reception and fa"led to ,meet sales xpec tions - a 
dismals .· ue compared o Resi:clen Evil 5f wh1ich, as o,f last year was 
Capcom s b . st~selling game ever. 

The main n mb red entries in . e franchise may hav . rec n ly lost 
the pullse of its end ri,ng fan b•ase bur a moody portabl,e single-play. ·r 
foe s d sp n-o,ff n,amed IA side·nt Ev1,1 Rev 11a ions r,eleased mon1 hs 
be ore, Resident Evil 6 and scored Capcom praise .. After being rpo:rted o 
consoles he game sold near~y two million units Revelations' n1um • ers 
don t touch th,e main1 series enitries,, but Capcom recognized the sena~ 
i1zed 1narrative stnJctu1re as a current aveniue for episo ·c • istnibu jon 
A,evelations 2, d!estined for curren and last-gen1 consoles, refin1es the 
soi id gameplay of its predecessor hile elll ing • he nex1 ,ch ap1 er of one 
of the franchises lbigg,est characters 

We, visi , d Capcom 1n lokyo for an ex ensive hands-on session with 
Revelations, 2. Capcom 11,e us play through an exclus1ve section set in 
a deadly prison cellb ock and we allso spoke witlh producer • ich·teru 
Okabe• about t • n x chapter in Reslden Evill"s main, 1umber d series. 
Our okyo trip a11s0 aftorded JS a c a nee to • e Re id en1 ~v,I Rema er 
HD ·n action and check ,out hie r vamped environments and gam -
c h,a g i 11,g ,control scheme. 
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THE REDFI_LD AND BUR O·N WOMEN UNIT.E 
More han a decade lhas passed since Clai1re Redfielid-s sto,iry trailed! 
off. She· premiered 1n !Resident Evi 2 alongside 1rook1e ,cop Leon S, 
Kennedy hunting for her bro her 1Chris ·wi .hin he un,dead huslk o 
Raccoon Ci y. She d1 scoivered the outbreall< was he resu I o a si is er 
c orporatton named Um1bre~ 11a h t was co1nducting experiments ir ,er­
rible monsters benea h he city. Instead! ,of letting that traumatic ,event 
cripp lie h,e( she dedica ed • ersel ,,o fighting b ot,errorism Her mission1 
hi • sn1ag in Residen !Evil. Co de Ver,on tc . wh n she w 1S1 cap u redl 
infi rating an 1umbrella compound. She later aw,akened on .a di y ja'l­
cell loor of Rockfort Island an1 Umbrella training1 facility. No ,ov,er a 
1decade after ha incident Clair,e is back in h,e spotligh , and findingr 
herself in an u- .settil • ng ~Y simila1r 1posit1on 

Altho' glh her comebac, ,o the games is a lori,g time coming there 
·was a CG mov~ e Resrden1t Ev'I D1egenera ion, ha , srirow,ed us C aire 
after ti11e Raccoon City incident - says Aevelat1ions 2 writer H1r,oshi 
Ya ash vta. 11 R evel,at1ons 2 takes pl ce even f u , her down t I' e = 

Res· d n • Evil Revela ions. as de eloped 
o:n th 3DS w~tll an episodic ·structlll'e 
be a se C pcom theorized on the go, 
play rs wld. wan to p ay in mailer 
chunks. Revel tions 2 isn' in the 

orks for 3DS o, W'i U (lik,ely d I e· to 
R •. rvel tions1 undlerperfo,rrrung sa es 
o,n those platforms) but the serial-
i:zed rv sho1 f 01 rn rem • . i t ct. 
rS,imilar to T,elltale's The Walking D ad 
o,r e Wo]f .Among Us each e1 isode 

•• b available 'ndividua y for $5.99', 
o,r you can get as ·ason pass for $2,4.99 
which comes, wi h extra con en t 
A disc-based ersion ill hi · etail 
,- • -,er all h1e e isode a rete ed 
with even mo . , ddttlon · loon:tent 
for $39.99, though C p om hasn t 
,s . cified hat the xtras en tail Th 
four episodes will release acr4ss four 
s ccessive . ee s each taking 
thr hours to play throu.gh. 

between Residen1 Ev1ills 5 and 6,. So w,e pai1d close at1:en:tio:n • ,o making 
sure at we portrayed! C lai as a cha1racter who has gmwn1 even more 
.as a [person. l'J 

CII ai re s repeated run-ins w1ith evi'I comp .• nies. performing i 11 egal 1exper­
im en1ts nave left lier bin · · and hardened. Her world-weariness shows 
.an she's quick to comm icate h,er lack of trust for oth era. The, ben-
1afits of er sworn missio include impressive w·eapon p1rofic'ency· a d 
,quick reflexes - the be.s • defenses against. m1uta ·ed monsters. 

As in Cc de Veronica, C ai re awakens in Revelatio n1s 2 on the ffoor 
,of a prison ce I this time wi h a growing g1ree n bracelet on lier wr~s . 
Tihis same access.ory is hig lighted 1in1 a trailer fo th,e game, wlhtch 
shows pa·ssen,gers o·if a cruise sh1p1 wearing1 bracelets ,glow1ing gi,een 
.and vicious zombies with red ones. We dlon 1l know why or how she 
1end!ed u1p here1 bu ,g1iven the IAevelati1ons series emphas.is on myste·ry 
.and ·flashbacks Capco1m is lilkely ithholdi • g he·r kidnaipper''sr i d,entity 
to cr,eate 1intrigue. 

Cl arre s ce11 II u1nlc cks. and she ,dlsco,vers tJhe mysterious prison faci I irty 



oo!ks llike ~ 's . ee abandoned for decades. usted hooks line, the, a Is 
a1nd implemen1ts of torture aire displayed everywhere. Recogn'zin1g the 
dange · he e Claire imme _ iatetry goes on the hu1nt or Moi, a This firre­
c1racke of a yo,ung wo,man is the daughter· of Res1ident Evil an favorite 
Banry Burton 

Barry _ • as b l!ackmaj led i n·to, betrayi ng1 his fe llo S. T. A. R. S team 
1members d1uring the ans1on1 ncident when series vi llain Wesker 
threatened I is loved on1es. The fam1i l'y ma.n1 has been absent from the 
storylline sinoe h's cameo appearance at tihe end of 
A,esidlent IEvil 3, _ hich also sho s a sna_psh,ot o lhim 
1pllaying with his, · ,o 'ttil,e gir1s e ela io,ns 2 promises 
to exp 01re wha ·•s going on w1ith t.h,e Burton clan but 
will Barry be playable? Dlr1ecto Michiteru O, abe is 
bei1ng coy . lbut the answer may be between the lines 

ftihout ,g~vi1ng away too m1uch I w111 say it is a good 
story for familial re a ions - parents a1nd children 
Oka be says. --You' 11 g l1ean a lot about hese kinds of 
relationslh ips i n1 ti is, st,oryline '1 

Claill'8 finds I oira trapped in an,o,the ce I, banging 
against the bars in ustr,ation. c 11aire 11eleases the lack 
by 1pressing1 a n,e,arby sw·tch and a rellieved o,ir,a flees 
from the cell. Moira. is a new recruit in Cllaiire s orrga i­
zation Terra Save a group1 comm·tted to battling bio­
terrorism across t1h,e world!. M,01i a is a rookie w·t111 a1n 
attitu,d e and a big mouth. but her a dim i ratfon of C !air,e 
is ,ap,parent. 17h is duo's re 11ai tonshi • presents not1h er 
parallel to Clairejs exploi'ts in Raccoorn City where she 
1protected y,01u11gste,r Sherry B'r · ·n from her mutating 
madl-scie:nt1ist father. 

The paii r w1i 11 d s thro u,gh dark. narrow corridors wi h 
1passagew,ays bocked by lociked gates or piles of 
decrep· junk. 1 e·r path leads to a Jarge open ariea 
wi~h 1mi1n,e-cart tr;acl<s corkscrewing up along th,e walls,. 
Doze,n,s of hooks dang le from the ,ceil~ n g each im pa li­
·ng a gently swinging bu lap-wrap1ped body. One· 
corp,se sudd!enl · drops rig1ht in the m~ ddle, o,f Clai e s 
1path,, o I ering a quick scare and remi111,der 'hat Capcom 

wants to ra tl1e playe'rs' nerves mo e than i recen g1am,es. 
They it a ,dead end i1 · a surgery room ith a huge pa1n,e of er eked 

glass., C,lai _ e goes on the hunt fo something to, b1ust it out. S,h1e uncov­
e s a knife and flashllig1ht ha111ding the latter over to Moi a INow 
anmed C a1i re busts down1 the g ss aind the two ,e_. pl ore, the n,e .• · room1. 
Claire reads 1up on a fi le al ll about the monitoring and d's:posal of test 
subjects ''1 Th,e memo prompts me toe plore th,e e,nvironme,in . a 1· , le 
m1ore thoroug'hly, and I see a security camera po,inte right a the ladies. 



It doesn't tak.e ron1g before Clai1re and I oira ,get their first look at 0111,e 

of he subjects. ii o·n' spoil how one of he twisted! tortiuredl fiends 
named the Afflicted. makes its first appeara ce but they 11001k gr1Ue­
some,. The,se eshy, te· nib~ deformed humano,i1d mons e·rs gllisten with 
b,tood. 1orture implleme ts l'l<!e spikes and barbed wire are d ·ven i1nto 
their sca1nred bodies dding a s i g o 1each1 s,wing I lhe·y ake. Claire 
wards off the first attacker i h her k 1fe as Moir_ 1 cu rs.es i 1 •confus1o'n 
asking wlhat sh1e just saw. 

' he Aff1icted we -e subjected to some so of specific kin1d of orture 
that's, basically driven tihem 1complletely bonkers I Olkabe says hey fe 
insane now and extremely v~olent. going be serk. The•y are h1umans; 
t'hey;re not zombies. 1 ey are huma s tha hav,e been1 push1ed beyond 
th e1r Ii mits. 1 

Claire s next encou1 ter witlh 'he·se ne foes is a white-knucklle 
introd1U1ction o Revela1 ion1s 2's combat. The· two are att.ack1ed after 
loo 1ing1 a dead cops corpse f,or a pistol arnd a key. A trio of Afflicted! 
close in, snarr1 ing and runn ing1 i oward C tair1e as Moira flees u1p a ladder. 
W'ithout hinking1 my instincts from h1undreds. of hours spe t. blasting1 
th Ganados andl I ajini of esidenrt Ev1ill and 5 lkick in as I shoot a.t 
• he clha.rg·ng monsters.' f,eet. To, 1m1y surprise the a tackers stumble a.ndl 
·falll to 'the gr1ou d. Unlike r1ece11t !Resident -viii gam:es. wh,ere .a.ttacking1 

specific lbody parts doesn't affect en,emy movement Capccm is bring 
ing1 g u1nplay in !Revelatio 11 s 2 ba.ck to its r,oo,ts. 

A couple of ,clean headshots fin· sh off o e Afflicted 1 .and I a ,empt 
to cons rve ammo, b,y slas ing a othe f llen enemy wiith my niife. 
Thie othe·r rema· ing A 1 1·cted offers me no quarter: b i1ndsiding me 
with a h . ge tack II ing lleap. Series ans ma.y h1ave g row1n ace s 01med 
to enemies that sprint ·ow.a: d you a1nd ,generousi]y sliow dow1n1 when1 
withii a fe feet. The Afflicted s animalisti·c age makes th1ern m1ore of 
a threat, orci1ng players to keep moving. Thankf lly 1Clai1re's new m lti­
,d'r1ectional dodge move allows her to evad!e so,me of thes,e tenacious 
beast:s attacks. The 1na11Tow timing ·uu,'nd1o,w of the 1orig1inat Reve~ 1ion's 
,dodge ability lhas been replaced with1 one that le-ts players dash ·n ,a 
specific dir,ec 1ion a wi ll. tt s a -elc:o,me change. 

I barefiy survive the figh1 1 ha.v1ng to relry 10n my lkni1fe to cautiously 
,defeat the ast· Affl1icted. Blood sm,ears frame he screen i dicating 
Ca.ire is on lher I s legs. Ho ,ding1 d,ow1n ,a button allows C air,e to me d 
her w,ou nds with col rected herbs after a healing gauge quickly fj Is. 
Ha1rdco e !Resident Evjl fans w1ill be happy to, know that even fo a sea­
soned senies vete:ran • eve ations 2 loo s to be pun'shiing. e sca~e 
resources andl rete 11ess enemi:es m y h,ave som,e players restarting at 
,checkpoints mor,e ,often tihan tih ey expect. 
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-. es 1dent vii 1 1eve1 a tions 2 is em -ing -he 
seri fl gurative ho, or roo s . but his re·mas­
t ~red HD1 update is lit -rally going back to 
• • • s o,r1gmns. 

Much has be n said abou the Game cube 
emake of Res"den - :vil. and fo:r·good e son. It 

c v:erly toys with playeli expectations based 
on t e onginal, li ' e h ving a wi dow crac ' 
mst,ead of - zombi - dog crash through i . -
mak s play -rs r think 'their stra egi.es hanks 
o zombi s tha must ,_ b n ·d fore th_ y 

,com b ck faster and strong:er. • ot le st 
impo an y th 2002 re]ease· mad,e agr phi­
,e I le p in on.. genera ion that s no,thing 
short of s,taggering. Bu c:a pco ...... • s p,:rocess 
fo u da ti g the . lready impressive vis,u s 
or th1e HD -ra ismor,e involved · han simp,Iy 
improving extur sand offering· ,an altem,a­
ti·Vi • o clunky· t nk controls. 

Du • ng 1our visi • wi h Cap . om the dev ~­
oper alked us ·thr•o~gh the process beh "nd 
making the e· rir· c-looking game ook 
ev • b tter. Garn Cub titles were origi­
n y ,develop d to o tpu t to stm. rd­
definition TVs. That b·uil·t-in fuzzy coa 
,ofvaseline is gon now, so the team has 
to painstakingly ensure every las green 

herb and fli,c ering candle holds up under • D 
us, rs scrutiny. 

-he RE r make diffe·rs .from many ao, upda es 
h t cont in fully 3D1 gam wor]ds im that the 

mansion s • ings achieved their imp11essive 
] -vel f d • ta ·1 thanks to, Capco,m s te · hn:iqu,e of 
us, ng static badcgrounds with looping ambi­
en1 ·flail"S, like mo hs flick ring , a ligh o 
le -v,es rus • • ng in the wind. These subtle ele­
m nts alo,ng with th ~ • gh ting syste·m w,er 
b ked into th e,nviro,nm nt bee use 'the gam.e 
had :no dynami lighting syst,em (save or the 
3ll charac r models). To upda ,e these aspects 
of the gam. Ca pco,m is co1mpletely recreating 
s,ome scenery in 3,D, Uk candle flawl1es Ol" tre • 
branch s. Additionally, ·the ,character models for· 
e ery s T .A.R. s. te . m member and enemy ue 
be ng ,o ·, ch d up • o convey a gr· a·ter sense of 
r aJism and gore. 

Some rooms have b . ~n almos en ,iri .y , done, 
such as th,e .infamous undergr-ound tomb wher • 
a Cr~mson ead z:ombi emerges f om a dan­
gling co,ffin. 1n order to, maintain th dreaid­
inducing mood o I he room, Capcom remade he 

-- all:s, floor ·.ron b rs hanging ch,~i s, nd more 
so ha the d ynam." c lightlng syst m coli~d play 
off ·the envi:ronm -nt wi h more g~oomy realism. 

For a ,game so focused on ins, filing unease in 
players, ·thi type of at n on is p • ramount. 

Capcom also showed off the new modem 
contr1ll schem and cropped camera mode in 
act· on. The ne con rols allo the charac er to 
more nim.bly mov,e aliound !he ,environmen 
and evade ,enem· es. Capoo,m admits this may 
disrup som • col'\ balancing of h game's d f­
ficulty, su,ch as enemies' A.m. no-being able o 
compensai. e or the S.,T.A.R.S. sudden spryness. 
chri,s and Jill's sp edier movements may also 
reduce ome of he weight , nd ,ensio,n of · he 
original A. new vie . modle crops the acti,on in 
16.9 (opposed to the original ·s 4.3 ratio) , with 
the con.cession of a ~ame • tha slowly tracks 
the char, c ers It's s ·milar to, watching wid.es­
creen film m fullscreen - slightly Jamngbu· no 
a.wrul . . ha.nkfully, payers can swa1· between · he, 
original ra io and control scheme on the fly. 

'inally, C p om is giving -- ans a lli1 e som,e 
thlng extra by including p1 ayah.le Resident 
Evils versions of Ch i and Jill in HD Rem r. 
All hes enhance,ments and ne optio,ru are 
com ·ng together to presen· an 1ent1c ng oppo,rtu­
nity ,o,r dieha.rd • ans and ne comers alike when 
it hits curren·t/last-g,en consoles and PC early 

year . 
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AC : LE C,O OPPA -........ -:R 
The Afffli,ct,ed pres n a forrt•idable chal llenge bur harnkful y , oira 
Burto111 has i111herited her f.ather1s gri . Though unlike Ba ry a former 
weapons expert: for ,S.T.A. .S !Moira dloesn't d,o g1uns. Sh1ortly after 
C ira picks u1p a do ble-b,arreled sho gu1n, she offers tihe firearm to 
Moira. She rejec s the o,ffer. addli g hat gu s aren't her style. • o 
after what happened,'' she ·says. Could Moi a's av,ersion to guns stem 
from a trauma ic fiaimily event? !Revelations 2 so,ws the seeds of ano1 her 
in trig u1ing mys ery. 

Moi a is handy ven with,ou a gun or blade. P'layers canr con rol IMo,iJra 
in sing1le-play r: s apping be w,een he'r and Caire w'th t'h, • piu1slh of a 
b,uittonr rem flnisc-ent o,f Resident IEvil O . Alternativeliy a buddy cam pick 
up a corntro ler for some local, s -!irtscreen-only co-op aotiion. Moira 
sticks to filashl'ght duty, shi ing 1h1e light a ound the environment to 
reveal sparklling1 ite, --s, for the, taking, Ii ke ,am mo and hea1th. She can 

The Resident Evil series' ever~ 
•changing riep , sent a tmon o, i 
fem e h -. roes is pe 1 ,oni 11ed by 
, • V len ine She tr - s· -ormed 
from .a_ uni onned police, ope a .. 
ive o a mi • ~skirted survivor 
hen to -_ brainwashed, spandexed 

vixen wi h mind- on tro I d1e-vic 
a· 1ch d to h r cleavage Capcom. 
h s 't a1 ways ha dl d • ts tough 
iem 1le char c ers with he clas 

ey deserv . so . e s e • p o­
ducer ich 'teru Okab i • ha ' -, 
,c -anging wfil Revela ions 2 s 
mor,e grounded iiep,resenta, 
tions, o I la ir,e ed 1el _ and 

. oira Burton. 
' e . -a is, lib er, e, ' 

Okabe s -ys 4~1 thi k even • ough 
,is ake p1lace in a fa t sy 

world, w,e~ve m de an e· o 
to keep th~ngs , e o eon 

e reali • c spe.,;b1Arn. Thi gs 
,at p· o _ le actu . flJ wear in 

eal ·:t:e, . -d skew away from 
, e cart -o y hi gs you s e 
m ,o • e Japanese ti. es. We' , e 

aking - conce • ed . f o , o 
avo'd th twith a 1o 0 1- e 
stu. we're up o the e days." 

.also pain th,e bright beam in enemies, faces 1 blinding them .an,d l1eav­
ing1 them open for a bll st from Claiire 1s shotgun or I roundhouse, kick. 
Bu thart's not al I oira also carries around a he I y c -ow bar. She can 
s b1 fallen enem·es with1 the business n1d o, th1is tool for I one-hit kil~, 
malldng he con rfb'u·~ion to combat an invaluabl,e w.ay to eve the odds 
.and save ammo. 

Moi a uses he• era bar to pry a wooden ba icade off a door 
leading 10 a new ar,ea that Capcom showed ,exclrusively ·to Game 
lnf,ormer. 1Cla1ire and loi .a pass • hrough a da h1allway un ii they 
see sunlig ·t for the first time since awaki g in tihis terrible p,lace. A 
b i,ght I ay of light breaks 1hrough1 ·tie crumrbli g roof o lhe compoiiJn,d 
ii I um i natlng1 an open p ni so,n ce1I I b !oc k A vo i oe cuts in ov,er the facility s 
P.A. syste·m. 

• Fear what you will b come1 and become what you1 fear,'1 says tt, 
,disembodied v,oice~ ,could this be the same person who is mysteriously 



watching 1t1h,e ,duo fig'h·t h ough the prison? 
• Wha? Who ·he f~~- 1is q1uoti11g poetry? ' Moira asks. 
' Are you afraid?' You can tel me. Talk tc, me, he voice says 
Claire and o i ra worrjedly all k . m 01ngst r1iem selves as the br,ac,e-

ets on t err wris s chang'e • om green o orange The· voi,oe reveals 
that their bracelets chang,e coror based en th1eir level of fear. Mirroring 
the h1ealth statuses of classic Res'den1t Evi l titles green is presum­
albly g1ood or,ange means they re afr,ai'd airnd red is bad news accor,d 
ing to promotional ma ,erial showing1 zomlbie-like creatures dlispllayirng 
the color. 

Yrou wonJt recogni~e this char.acter just by the vo1c1e1 but thils is a 
known oha act,er hatJs very importan to • e R - universe ' 10kabe says. 
' But you 'v,e got o be a core fan o know her; Really ha doore.' 

he vo·ce , t,ops, leav·ng the wo1m1en to ,001nt1inue searching for a way 
out. 1 hey ind a gat • d door loc ,ed by a cog mechanirsm. In classic 

R,esidlent Evil f,ashion, a ,gear is missing. Another locked door nearb·y 
requi1res ,a rus,ty key o ,open, which mean,s I mus have mo ex.p!o'ring 
to do i1n ·the cellb ock. Searching the upper ce11s pr;ov1es rriu 'tful -- I scaJre 
up a few spare burllets an,d the rnus·ty Ikey II rneed. However, fihe necessary 
cog is behind one of the el!ec· 1ro 1ical y lock,ed cell doors. 

A cell door lbegins shudderin,g on the way b elk. to the sta(rs. Tlhl,e 
tw~ste . face o·f an Afflicted appeair in 'he· narrow view ho,le as the 
door ra Jes on its lhinge-s. Fee1ling1 cav lie·r1 I a ,em1p to sprint past he 
door: only ,o jump in my seat as it busts open and Claire 1is sent fal f~ 
in g to, he· ground below. A g1ro·u p of ag ita ed ,Affl feted burs • from heir 
eel rs , rushf • g ,down trhe stairs. Spo ing a -s rategic opening Ill s,wn:,ch t,o 
my sho1gu and . e aim for r~ght abo . • w • ,ere the· heads of the two 
frontrun1ners will be. One b llast ··urns their doughy ·faces • o pu Ip and I 
carefiu Illy 1d Fsm,an • 1e the res with • elp fro'm 1 • oira 's b i1n . ing1 fl1ashl ig hit 
arnd orowbar. 
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Moira a1nd Cllaire continue to venture dee,per into the faci ity after 
using the 1nusty key. • in1al y arriving1 at a dead end near b:mken ladder 
and a sin1iste to'rture device Tlhe mechainism1 ap,pears to specialize i 
s~owly criushi'ng its victims ith ·spi . es. Claire tlhrows a sw·tch to raise 
tine spike press. A. ,d1eca.ying body slidles off i s imp lements, 1revealing a 
key • o a control mom. Moira takes the key and Claire gives he a boost 
to explo,re up 1past tl1 e broken ladde . -1ploring al one as Mom a makes 
m . . eel considerab~y more vulnerable. I opt for sa.f,er mutes as opposed 
to on,e connidor with A. ticted bodlies littering the griound. 

Moira ,eve tual~y • nds th,e con~rnl r100,m, unlocks the door, and discov 
ers a switch iha1t appears to co'ntro some of the 11,ocked oells,. She f11i ps 
the swi ch, but to he dlismay in1 addit1ion ·to opening the ,doo lead~ng to 
tlhe cog sh,e open,s e\tery door in the p· i,son. Swapping between ,chi r­
acters is disa.bl!ed for 'his brief sequenoe1 so t's u1p to Mo, a to, spr'nt 

back to warn Claire about he coming h,orde. Enemies, bust th1rough 
the w'ndows aind pou1r into tihe hallway. 1m clever ,encuglh to flashlig1ht 
stun an Afflicted 1 but make the ,du1mb 1mistake cf swinging ,at it wt1h my 
,crowba. The !beast imm .diatety snags Moir,a and c'hews a hunk ,of meat 
,out of her nee .. I remem er the dod1g,e fiun . tion ind namJwfy ju e my 
way pas the rest of thema 

10nce uni ·ea · oir,a apolog1izes to Claire fo,r rettin,g aJII the psych,os 
loose and th,ey· make a run ·for the pu · · zlle piece i ey need~ Tlh e cog is 
in lh andl after a frenzied volley of bul ets bu,c shot, andl c1rowbar bllows 
,c ts a path thrn'ugh the Affl1i,cted. lnserting1 the gear begins the slow pro­
,cess of rraising the gate. P'aranoid from i he last ambush I pe-ek be1hi11,d 
me to see a hug,e goliath Carryiin1g a massive ma I stalkJing towards us. 

What? They come in lard size?11 Moira yel s., 
The duo ,dodges th,e lumbering giant ea.ding it into the open ce1lblock 

,area. I fl1ee up the stairs as even mor,e Afflicted 
rush i to the mom. 10ne g1rabs M oi r,a so I blast its 
head to sm1i hereens w'tlh the shotgun. The hulk­
ing masked Affircted stow y walking up the stairs 
a.fte us 1is reminiscen , o 'the giant nea lry unstop­
pab e, butc h,ers from Resident Evil 5. Moira i , sists 
th a rit s too strong for us andl tha • we should run. 
I spo,t an opening i1n the r,ailing from wherre th,e 
Afflicted surprise attacked me earlier. I leap down 
to the ground ftloor and the tw,o make a dash for 
the ex1it. They wo,rk. to get her to, Iliff a steel sh utter. 
Surn.ligh • pours into the darkirness, ,once it1s open 
an,d the • o run tow·ardl it. 

,our time w·1 h Revelations 2 ends here, but fans 
1don't have to . ait !long toge, thei hands on ~he 
firs1 episode. Th i,s as,te of 1Claire and Moira. s mys­
terious journey to the sadistic ·torture island! offers 
ma y answers about the sequel' new gameplay 
1direction bu.t i aJlso, 1ra·ses a serii,es of tantaJ1izing 
1questicns ·for !Resident Evil fans H,ow did these 
two get lh,e e? Wh,ere is Barry? Who is the mall,ev-
1olent entity observing1 the trapped survivors? 
The o ly qu1estion f ns slhoul1dn1t o ry about is 
whether to be e,xc • ed or no , . ♦ 

Ch out our Resident Evt Reve ations 2 uh for ,a month of · 
Sive oaline content, including a - . - - · 1viaeo intf1rviBWS ,and a look 

lhe gam in action at www-;gamejn ooner:comlre -2 



E 

Capcom is being very s cretiv about what' 
next t:or Residen Evil's main series ( e ,don't 
,e n know if it ·111 be call • - RE 7), b,u Resid nt 
Evil Revel tjo.ns 2 producer Michit ru 10kab 
ans, red a fe of our big qu,esnons. 

Wltat did th _ recep on to1 Resident Evil 16 
teach. C pcom. about wb - -lay, want? 
I think o.ne thing that',s b _ come really _ ear 
is . h t peop~e want out of the Res id n t 
Evi s nes is. surviv I ho.rror f1rs and fo~ 
most. They want tha to be the core of the 
ga.m play. Anything w add boVi and 
beyond tha is g, eat and wel om , but i 
real]y has to hav th.at co intact. I think 
the clearest messo,n was what Res'dent Evil 
needs to do ] not ompare 1tse]f to and try 
to comp t , wi or try to be othe big ran 
chise. It needs to b i·tse1f. 

Can ans ec a re . wed emp1ba-
slS on ouroe managem t and 
.I, • al i s? 
That s, one avenue wt cou d go, but m think 
1.t .s a Ii _ mo · e ,oo , pJ!icated than th t . 
I think what we really need to ,dlo is take 
a s nous 1 o at hat mak,es th s ri s 
its W. took at ,aill th cons ituen parts - if 
resou.r . e manage,ment ~s impo an to 
survival horror then why • s it impor­
tant. what does i _ mean, _ n.d ha do 
th se uaryi1 ..... g eleme ts mean to the 

ranchtse? _ ow can we the,n t ke that 
and work with modern techn.ology1 
Since R 6 we''ve go n w conso es on 
the mark - . We have th,e otentta] or 
tht -g~ like Oc • lu Rift and Morpheu 
How ,do we take all t __ esetechnolog cat 
tools th, .t a,, ... , availa _ e to us d take 

: e data we ve earned f -m our '· are­
&'iuJ na1- S] - a -d --any ak·,e - 0 -- -, ,_ ai _ y __ s _ _n re_ . m ___ m _ 
thing, new and special? 

Co, d the n - _ Resid _ nt Evil 
re'boo -'th: ~ n _ story for 
s•om, -• ing n w? 

-- ealting personally, 1 think it would 
be cool to, try ,someth~ng new. I'd be 
o n to that, b1 1 I also w nt t ere to, 
be some nk 10 hat s ome be or, 
rath,er than go·ing compmetely from 
s-cra _ch. 

Doyoq _ ve f:m mes . g _ for 
the fans 1 

• he team back in 10saka spends 
a ]ot of im and ot of e,neirgy 
thinking ,abou't what the iutu.re 
of __ e Res de,n·t F nchISe ,oldls. 
. ey re _ard a work doing 
tha.t I ,c ll yo - that the 
engine we u e d for • s td,ent 
Evi I -evela ions 2 1s the 64·bit 
n'aJnewo,fik of _ ra_mew rk 
[Capcom·,s proprietary ngine]. 
It's multi~platfo11r, and muli • 
gener,ar·· o.naJ And to tha1 e 
Res1 n1t vil franchis _ m y 
be e t -erved by a sp -,cial, 
Resi, ~ ent _: vil •specwfi engine. 
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Before The F ood 
As modem game development b comes 
incll'easing1 y comple,x and expensive 
, ·he old studi,o model is lbeginnin,g to 
break. By the ··me a major triple-A game 
is re1leased the ,developme:nt team has 
often swelled! to seve'ral hu 111,d re : h ig h1ly 
paid profe sional1s Th1is im me n1se ove · 
head is 1pmving lh a.rd to m aintai1n es1p­
ecially as the studlic1 regroups o anotiler 
cycle of pm,totyping and pre-production 
a n1ew project, where s1m1al le r m o,re 
agir.e gro,ups are needed i1nstead of the 
massive p'rod ctio n1 staff The result of 
, 1h is ~s ,a new ea.I ity mn whic h1 a job wel 
done is re airded by a round o· layoffs. 
We've seen1 this, s ·ory repeated doz,e1n1s 
of t im1es in t h,e llas, few ye,ars w·ith 
studios like Sue ·· ,er Pu1nch1 Sony Sainta 

on ica and E i dos Montreal. Molasses 

Floods talle beg1ins on February 181 the 
day whe'n Bio Shock create' Ken Levi1r1ie 
an 11,0 u need he was sh u 1 ering ~rrattonal 
Games. Arou1nd the vid!eo ,gaime industry\ 
th·s n,aws ·. s met • it a mmx of sh,ock 
aJnd dis1bel·1ef. It seems unth1in able that 
a studio a.t the peak oif its ere • 1ive pow­
ers w,ould be hut do n so, quickly. 
BioShock lnf1inite had ea, 1ned , ave 
1revie s a '~ etacriitic rating and worn 
over 42 game ,of th,e yeaJr awards. The 
game debuted at the top of the mon'~hty 
NPD sales charts1 and has gone on to sell 
o·ver six rn' I Iii on copies. f lrr,atio'nal w,asn11t 
safe fm1m1 layoffs, what studio was? 

Forrest Dowlling who served • s liead 
level des,i,gn1er 01n Bi10Shoc Infinite 
1recalls feeli1ng1 • nsure aboult the future 
in the w,ee s leading up to the closu1re. 
I kne th re had been questions albcut 

~he viabil1i. y of the type of projects ·~ha 
rrational had done up , o that poi1nt 11 

Dowling says. •1Games · re a super · ou,gh 
m arke . and making a big1 expensive 
sing te-ptay,e narrative game is a diffic It 
atnd risky pmposition. There was a sense 
' ihat [ln-ationaQ was goj ng1 to want , o try 
something different It ended up taking 
• hie form of so meth i1ng1 very sm al I tlha • 
didn need that team size. 

By coincidence he news ,cam a down 
en a ,day when Dowling had p'lanned to 
reconrnec wi h a foirm,er colleague Seo 
11.Sinc • Smnclai . lrra ional's former 1rt 
director who had left prior ·o the layoffs. 
''II wanted to, get lbaclk ·o my o rn an: ' 
S inc air says. _j Bef,ore g1am es, I Id been 
doilng art p1rfnts and album covers o 
bands. , y hope as that I still had a ·foo 
in t-ha.t door.11 



Dowli g lhad con1tacied Si1nc air through 
his art websit1e and 1purchas di a couple 
of prints firom his on line s ore. There w,as 
a o:rm where you pu in your shipping 
·ntorm1ation. y shi1p1ping in·formation 

as I Let1s ge·t llun ch and catch up '~ 
Dowling 1recsrlls. 

Th1is casual lunch between ,old friernds 
became mo:re· 1momentous than eit'her 
cou ld have anticipated. That mo nin,g 
Do,wling eceived word there· would be 
an al1I company - eeting at lnational. The 
message was cl1ear. Nearly all ,of the staff 

as being let go. uwe ha.di ~h,a meeting 
and go • ou paperwork and II hought 
'Well II guess I den• have to go back after 
tun oh Dowling1 says. 

Nat raJI ly, • 1h e conversation over lunclh 
tu ned to ·the future wt· h Oowl1i n g and 
SinoJair ta1 king ,abou the challenges and 

possibilllties ,of ~he chang ing ind us try. As 
they both bounced ideas o ,each o -er, 
the p . ir left the res a.urant with vows to 
keep in ouc1h but n,o conore e plans. 

Despi-e the fact tha Irrational had hef.d 
a job fai • w1i 1h1 compBJnies, like R.iot Games 
and 343 lndus1nies, flyi1ng1 re;presentatives 
down to court ~he studio's former talent 
tihe prospect of starting an inde1pende,nt 
game studio, was in the fore· ront of 
□owling 1s m1i nd. Soon he decided. He· 
w . s g,oing1 indie and . nrted Sinclair, o,n, -
of the mo,st resp ee·t1ed Ilea.de rs 0 1n the 
BioShock I · fin1ite1 te m to, ,come wiitlh him. 

•
11 thought we coufd get ate . m of ·.eople 

w1i I ling to1 ·take a risk with us 11 Dowling 
says. All of us that were let go were ,given 
a severance so that would give us some 
ti me to help get our feet underneath us. ~t 
sno balled from ti -ere.' 

Fo'r his pa.rt s·nclair was eager ·ror a 
ne oppor· uni1ty in ga1mes, an1d felt 
Bo st.an was a perfect pll ace to s • art. 
I wanted ·o get - ck to a place where 

its a smalli team and t ac 1ualty lhave o 
make th1e a.rt 1not just manage the art 
team1, 1 Si111clair says. •1A ha t1ime it 
happened!, it wasn1 t just lrr,ation . I; it was 
1iurbi11e and Harmonix. I went · o a game 
indus 'ry dlrink night a layo • drink night 
a d fit was this sea of pr,ogramme s, 
artists a111d des1ig ers a I laid off a II 
around · e sam,e ·time. 'r'iou can see e,ven1 
that nig1h I groups of eople sp1' ing1 off 
and sayi'n,g • . 1hat If e did somethin,g? 1

'~ 

Dowl1ing1 aind Sinclai1r began to piece 
together a eam, which1 grew organical y 
!based 0111 th,e paf r1s long llist o,f 001ntacts 
arnd f'ormer colleag1u1es i1rn the !Boston 
gam1e commun'rty. Tw,o members o·f the 
team 'ha would become IMlolasses Flood 
had orked 1closely with1 Do i1ng and 
Sinclai1r on BioShock nfinite an1imator 
G1wen Frey and art1is • C1had LaC11air~ Both1 
welc,omed the ,chance t,o w,ork wirth 
their former com ades. F1rey lhad bee·n 
p 11 • n n1in g to g,o independent for y,ears 
qu1ietly sq ui · re ing1 away savings. LaC lair 
too . a Ii tie 1more cc v1incing, aind e,ve111 
i1nterviewed at other more established 
stud1ios. Ho ever. he kept com· ng back 
to, tlh,e idea 1of wo . Ing with Dowling andl 
Sinclair again. 

' Sccitt called me up anrd asked me if 
I was interested , LaCllaii r says. All I the 
other i1nterviews I had ere colored by 
that Ill had amazing studios I ,oould have 
gone to bu I wou ld h ve b e 1miss·ng 
out on this opportunity t,o wori< with1 g ys 
that I 1real ly respect. 1' 

Do\111lting ound,edl 1out the t,eam by 
recliu~ting o expert programmers, wi 1 • 

deci,d,edly diffe.rent pe1rs0111a ities. Bryn 
Benn tt who had wo kedl ith Sinclair 
in the ,early days o·f lr,ationa~. had spen • 
·~he !last few years wo 'king at H a.rm,o n iix 

in between tours with his haJ'id rock band 
Bang Camaro. 

Dam·an Isla who F.s more buttoned­
down , .as one of the chief engineers on 
- alo 2 an,d 3. and he also h,e[ped ln-,ational 
toward the end of BioShoc • ln1finite ls1a 
had already made the plunge into indie· 
deve1lopm,en1t forming1 ·1 oo.nshot Games. 
in 2009 1 which had recently 1refeased 'the, 
noir- them,ed iPad game lhird -Ye 1Crime. 
The d.ay· tha heard I rrati,o n all went 

down I got on th1e pho:ne with 1one o 
my fr'ends there andl said, I now some, 
starrups are g10ing1 to come out of this so 
let me klnow., 1

' sla says. A coup1le, days, 
late:r, F,01nrest cal ,ed andl said Ill heard 
you are interested. ' I w . s opportiu.nis ic. 
It was like y,our cru1sh just broke up with 
her boyfriend 11 

For .a.I I invo Vied, this as a r re chaince· 
to h1ave ·the artistic fr, edom of an indie 
studio wi h the, ex1pe·rience of .a v,eteran 
·team. More· ·mportan ly1 st . rting Ith 
Dow II i ng arnd Sin clai , the ,group lh d th 
inherent ·rust tha· comes, from having 
been through 'crunch tim,e • on majo1r 
projects tog etJh er - the cam1arad erie of 
the • oxhole. Dowling .and Sin cl air we re 
voted president and creat1ive dir1ector 
by t e g1roup b1ul e -ch m1ember of 

olas es -1,ood ms an ,equal partner. 
Any fu u1re prof'its wi1II be equally sp,lit 

• six ways. 
•'There,'s no1t many times • 1en you g:et 

to jum1p to a com1pany 1ith all real ly good 
people 1

' Bennet says. • 1 seemed like 
an oppo1r1un~ty that II did1n1 

• . nt o lie • 
pass by. 



The ew -ron • er 
The story of the Mo1asses Flood is 011 e 
of dozens 0 1f similar tates 1in1 the game in­
dustry i111 rece t years. Wii h eaclh pass· ng 
month. more artts -· s, program1mers, .and 
designers are leaving the mi pie-A gam,es 
space for a m,ol'ie ere -tive . nd uncertain 
tu· 1ure in the independe t develop,ment. 
Increasingly f1rus • rat,ed by the inertia 
inherent in t,eams of h1undreds ,of people 
ID owli1n g descrilbed making l!arge-scal e 
changes in a -~rip le A game s '"trying to 
turn a ba tleship11

) and eager ·t10 make 
games of a mailer, more person --1 scale 
high-profile 1d,evelopers like ex People 
Can Flly head Adria - Ch1m1i1elarz (no 
workin1g1 o,n The Va 1is.hin1g of Ethan 
Carter) to Capcom's legendary ,ega 
Man creator K,eiji lnafu ne (M iglhty o. 9) 
have struck ,out en their 10 vn. 

This movement has been made poss­
rble by an exp ,osion of altern,attve avenues 

of game distribution. Setvices [ik,e St,eam, 
swell as new home consoles that lhave 

viable se -pub~ishing pro.g1rams have 
created! an e vir,on1ment wh1ere gam,es 
l'ke L 'mbo, DayZ, and Mi nee aft can 
r,each arge, audiences whi l!e rema1i n1ing 
i1n d epen,d ent. You no Io n1g,er need the 
endorsemerr • of major publ1isher l'ike EA 
or Activision to rieach the aud1ten,ce. 

1 t s,eemedl approach,ab f,e now a way 
i didn1t a ·few years ago, 1 Dow1 i ng says. 
11 feel like I c 111 take a :shot now. Four 
years ago, it would have seemed like, a 
much rcraziar risk. have a huge respect 
·for the i ndies tha • forged this pa 1h I the firs 
psop1le who, were getting1 stuff O'Ut on Xbox 
L~ve. [Jonathan IBllow] or Superg·ant -
• 1heymve ,done a ,great service for 1peo1 pie 
like myself~ I can1 see a way to form my 
own company and make, my o·wn games. 
There's -. , path to custome,rs. without 'the 
backing of major publisher. 

Like many experien1cedl developers, 
Molasses I I cod is attern pting one of the 
1most potentially lucrative - arnd 'skres1 -
1new form1s of funding1:. Kicksta!rt,er: Since 
Ti I Schafer's Do u1ble Fri ne rai,sed 1over 
$3 5 mi lion in 2012 for ,a.1111 adventiur,e 
game proj:ec· hat would become the still-
1unffinished Broken Age, scores of -spiring 
gam1e st1u d ios, have used the c r,o -d­
fundling service ·to ,go1 direct:ly to the fans. 

If successful Kickstairte,r is an ideal 
sit ua ion • o a develop,er. The spoi Is 
incllude fundilng for a. p:roject a ,good 
1bit of pre- rellease publlic!ty and ,otal 
creative freedom. 

' Kickstarter r,emo,ves a I ,con1f icts of 
tntel1'8sts and le s us we k direct~ for the 
fans,, 1 IF11ey says. •Jwe get to1 make the 
game we warnt to m1ake ·fro:m the fans. 
All money ,comes with stnings If w,e 
accepted m,oney from the pub!ishe they 
would have a say in when i • slhi,ps wn,at 

s.ystems i' 1comes out on. In some cases, 
• hrey would own the m and be able o 
mak,e ,seq1ue1s without us. Some peopie 
tih ri1ve on that pressure of •Ship O'n this 
date o we ill c t your funding .' We !have 
an1 experienced team and don•t need tha • 
pl!'essure; we put pres.sure on ourselves. 
Everybody here has ship1ped games. 11 

However., with any potent'aJ Kickstaner 
money s.till months away, the team lhad 
·to make, bo·tt, personal and professio nai 
sacriff.oes ·t10 s ay aflo,at fi n,ancial y. 

• For me,, irt was all savings I Sinclair 
says For th,ese gu1ys1 i was severaince. 
011.Jr [K.ickstarter] dlate has o do1 wi -·h 
our internal f1u 11d ing flatli ning. It s been 
good pressure, bu we'v1e do,ne a lo 
fast ·o try ·t,o stay ahead of ·~hat. And we· 
are in Bos.ton a city he' e ovenhead 
is high. We were lucky to ·find this 
place. Ccllabo,ra 1ing face tor face w,as 
something that we deem,ed im portan,t ... 

Kickstarter is a powerfLJI fundin,g to,ol, b,L1t ofteri unpredi,ctable. For every breako1ut suc,c1es.:s, there seems to be a 11 su,1re tiling'' gan1e proj,ect that doesn't rea,ch its 

fu1nding go.al. Here are so,n1e •Oft.he n1ost notable vid,eo gan1e Kickstart,er success.es and fail 1ures. 

STAR CtlTIZ1EN - No lbig1ger :Ki ,ckstarter SLtccess story exists than ,Chris. Robert's 

,epic on line space sin1 Star Citizen. Its origina11 Kickstarter campaig1n blew 
through its S 500,o,oo go,alll earniing o,ver S2.1 !million. How,ever, the gan1,e kept 

taki11,g don,ations through its own website and other avenues, and is currently 
c!losing in ,on a n1ind-bogglin,g S54 :1nill ion raise,d through crowdfund~ng. 

BROKEN AGE - This Kicksta.rter is eftective 1ly the 41 Sh:ot ;heard 1 rou1ndl th,e worldl'' 
,of vidie,o ga,me crowdf uniding. As tl1e first hi1gh-profile video ga,me crow1dfu1nding 

,effort,, Tim Schafer's larg1e cu.It fol111owing and the undle1rserv1ed adventu1,re gam:e 

audie11ce llet Doub1le Fine A,dventure 1 wh1lich was later reniam,ed Bro,ken Age, 
ra;ke in S3,3 milltiio1n on1 a $400,.00"0 go.al . It als,o showed the game ,deve10,pn1ent 

,community that cro\Vdtfun,ding· was a viatJl,e w,ay to get a game off the grou111d. 

N,ow, if they'd: only finish th,e dram:n thing,.; 

TO,RM1ENT: TIDES OF NUMENE,RA - ln,Xilie En1te1rtainn.1ent struck Kickstarte1r g,old 

witl11 thls am1bitI 1ous (and still unjrel1,eased) RPG base,tt on the Torment tab1le­

t,op universe. PC-ori,ent,ed, l1ardcore RPGs have p,roven to be one ,of the most 

successfu il genres 0111 Ki,ckstarter, and Tor·ment r;a,cked tJp an imp;ressiv,e $4.2 

n1i I Ilion fron1 it.s Kickstarte1r c,an1pa1i:,gn. 

M1!GH:TY NO. 9 - After!: M1,ega Man cr,e.at,or· Kei1ji lr1afun,e f,el tl out with Capcom, Ile 

becan1,e tlhe f first major Ja1pan1ese g,ame directo,1r to strike 01ut on l1is own with 
,c,rowdfundin,g. He was pretty upfro11t that Mighty No. g. i,s a dii1rect extensi,on 

of 111s. work on the 20, Mega Man ga:mes., wh1ic·lh apparently Ca1pco1m was:n't 

inte1·ested in letti1ng :hin1 imake anymore. Tl11e blue bon1,1ber's. lo,yal audie1nc,e n1a1de 
this an easy Kickstarter hiit 1 and lnaf1une ea.rned an ii1mp1ress.iv1e $3.,8 n1illlll:01n. Hi e's 

ho,pi1ng1 tl1is inspires more J,apanes,e game talen,t to fo!llow h1is lead .. 
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WILIOMAN - Gas Powere·d Games h,ad a stro111g t.rack record in tl7 1B industry, 

wi1t1h ga;mes like Dt1ngeon Sieg1e and Supt·em,e Commander u11nde1· its belt .. After 

Micro.so,ft shut down. the studiro1s Age of 1En1pires 01nline, t:h•e con1pa11y conducted 

layoffs and tried to save itself w1lth a Kickstarter for Wildman, a cavieman­
themed actio11/RPG in tihe Diab,lo vein. Oe.s.pite its t,rack recor1d, it did no,t 111ake 
lits s1: .1 milll1 i1,on goal. 

THE ADVENITURES OF DASH - Th1is project was the b1rainch11iilld of Ro,b1ert Bowling, 
one of the pu1lbli ,c facing figures at lnfi11i:ty Wa1'd during the heyday o,f Call o,f Duty. 

Bowliing vJas well known i1n the game con11n1un1ity, but his 210 action/platfo,rmer 

Tl1 1e Adventures of Das.1t1 fa1ledl to strike a cl1ord, ear,nin1g a pa11try S33,121 o,f rts 
$40 10,000 goal .. 

MUTANT F·OOTB,ALL LEAGUE - EA's Mluta1nt l ,eagu,e Footballl, a 1naca:bre, viotent 
take ,on its M,adden francl1ise , was a cult class,!c ,on the Se·ga Gen1est1s. It's a 

gan1e that oftein can1e up on lists o,f titles gamers wanted to see revived, so 
cre,ator Mike Me111d1hein1 deci1,ded to tweak the titlie, and crowdfund .. a spi ,rituall 
:succes;sor. P'erhaps. th,ere wasn11t as mu:cl1 iinterest as Ile t.h,ouglht,, because the 

game uitimately fell far short of it $750,000 goal. 

YQ,GVEiNTU RES! - Th1is p,roves there's son1ething wo1rs,e than failii11g to fund yoL1r 
Kickstarter game - faill:ing to delive1r yot1r :Ki,cks.tart,er g.an11e. Yogsventures was an 

open-world sandbox ga1n1e bas,e1d on1 the popular Yogscast VoL1Tube c,hannel. Tl1e 
desi1 gn was •quiit,e an, biti•ous for th,e S5671

1000 it eventL1ally raise•d fron1 Yogscast 

f an1s1 and was also b1ei1ng: d,eveloped b,y .a unlknown studio named Wi!nter,kewil. 11t 

was a perfect storn1 of Kickstarter miista;kes: an overly an111bitious 1 :u1nderft1n1rJed 

ga111e design being attemp,ted by an inexperienced developer. ln1evitably, tile 

proj,e,ct fell .apart, causi1ng 111uch bittern1ess a1n1ong b.ackers, who were givein on1ily 

a Stean1 key for a com,1pletely different game for their tro,uble and m1oney. 



I' m us,ed to 1ramen noodles anyway. 1 

Otlh,er 1mem1bers, ,of he team hav II 
had to malke ,a.djus ments , o keep the 
small company af o,at. Frey r,elocated 
from do · nt,own IB0s1 o,n • o a s.mall 
studi,o apartment i1n the sulbu rb s. Slh e 
aJso ciredits Oba.macare for giv~ ng her 
affordable healt • ,ea.re . • er losing the 
c,ove' ,age she ha.di a · Irrational. ost 
of tlh e ea.m is, ,quickly bu1rning through 
eith,er sev,erance or sav1l ng:s. When asked 
abo1U1l the fina1ncra.l pressure in ere'nt in 
going1 in die Ch ad LaClair, whose wife ~ 
c1urirently uri,employe admits that he's 
starting to feel it. '1 

Despite these hard realities~ tlhe atmo­
sph,er,e in the, offic,e is ·far frcrn tens,e. 
If anything tn1ey seem to slhare an 
'nfeci ious sen1s,e of exciteme t abo1ut 
t lh e1i r ew un de rtaki ng11 an ,en i g1m1at ic. 
charm1'ng take on lhe su1rv'val genre 
calll,ed The FJ · me in1 th,e Flood 

Do 1111 11he River 
The Flame 1i n tlh,e F o od was born ou 1 

of som1e early conversations b twee:n 
Do,wling and Sinclair~, After the 'ntense 
d v,elop,ment of B1i0Shock lnfinii e, 
Dowli g was. ready to ta.Ike another 
genr . d b -en doing big, first-p rso1n 
shoo,ters for 111early a decade ' he says. 
, knew what I did was about as ,cni I icalty 
acclaimed as it can b . II m not sure, 1 '111 lbe 
able to do so'mething1 that's substan 1ially 
bett, • r, so I wanted to do som th1i ng1 
: ubstantiallly different." 

Sinclair had been taken w1ith tihe idea of 
control ing1 ''lllttle, cologtes,'' something 

that doveta i I edl n1 • ce ly into Dow I i1n g 1s, 
r,eoent love of s1urvival games like FTL 
an,d Don't Starve. How eve 1 they wa ted 
to 'take the ,genre in a different di ectio n, 
one that couldl bes,t sho,wcase Sin,cla'rs 
uniqu1e art an,d ,design aesth,etic and 
the teams experience in e:nviron1mental 
storytelling , ·!Most su1rviva games are 
abouit bu '!ding a base and homest,ead ing, 1 

Dowling says. • We wanted the gaime to 
be about the Journey~ 

ired of he const ain1ts of a linear: 
tra,ditio I a fi st pe son 1na ra ive. he 
team set about crafting1 a game tha,t 1rst 
_· nd foremost is based on mood and 

settil ng1 - one largely based o:n Si ncfai r's, 
1upbringlng. ·i was bo n and aised in 
Floni d · ,, he says. • There s something 
to the environment he· e. y fat1h er 1i s 
a armer. II m a ska eboarder and punk 
rocke but Im visi ·ng my family and II m 
on an ai rboat and I 1m 1sh1ing and seeing 
these Viisuals of an ,old car in1 the w,oods, 
or the shanty houses alon,g the 1nve with 
gra • 1ti o·n them. There's th i1s jruxtapos1 ion 
of two things II love nature mee ing1 the, 
graffiti from pun1k rock and skate oullture. 
I love ,o ,combine ·those thi1ng1s.' 

Another ma.j,or inflluence was the 
acclaimed Beasts of the, Southern, Wfld, • • 

• 
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a beautif I film direct d . y Benh Zeitlin 
• hat follows a y,oung girl's journey to 
survive in a ear-f u1t!U re poverty-s ·1 • cken 
Sou h. lih e film1 ba Ian ces gfii y realism 
with s rreal moments; this, tone of 
magical re 1· sm re son a· ed with Do i ing 
a d S'nclair who ln1ope to .achieve 
som,e ,hing similaJr with The Flame in 
·~he Flood. 

Th1e idea of travel an,d flight was 
forem os.t i their m1ind, leadling them1 to 
bu ~Id the game around a lit,erary device 
• • l11a s as o Id as America iltself: a nive 
voyage into the unknown. Its the no,tion 
cf a river jounney I lslta says. ''Tha' has 
such a 1rich c ltluraJ and Iii erary preceden 
' o • . I like the thought hat i s Heart o,f 
Darkness and Huck Finn as well. I rove 
• 1ha • aspect of connecting the ,games we 
mak,e to · he r'ieaJ wond ' 

Like the films and literature ;h,at inspired 
it Tihe Flaime in • he Flood is in ended 
as an impression~s 'ic narrat~ve in wl11ich 
' 1he p!aye slow11y learns .a'.bc ut he worl1d 
• 1h rough multiple playthro·ughs. In many 
ways it1s, the s1implest ale of all: a giril 
tryiing ,o survive tin a harsh environment. 

er name is Scou • 

Soou is young and a a ,com· ng 1of .age 
point in her life Dowl [ng says. She-'s 
this survivor in • his, wo rldl wiho kno,ws how 
to I ive but young enough that t • ere1s 
w,onderment leftm Shes, competent , bu 
sh 's jus • coming to that stage of ad ulr -
!hood There is a dog who's a faithf . I ,com­
lfJBnio1n, but maybe not he fierce h 1U niter 
lhe once w,as. The wo,rfd itsetlf is based 
onr the 1idea of the American backwater, 
1particularl1y the l'iU ral Sou h although we 
don't want to put .a specific 1tlime or place.' 

A catastrophic flood has o,vertaken 
this alternate version of the South, hich 
forces Scou and her dog to s·tay ,ah.ead 
of the coming ra·ns en a m1akeshi raft . 

he teamr h 't upo:n he· idea of he river 
as a. ay to have ,an1 over a'nd m,ap tha 
also offers its ow1n gam eplay. As y,o,u 
1navigate • he iapidls,, you s ,eer tlhe raft 
toward procedurally generated islands 
each of which can be expiored fer focdl 
shel er andl useful items. You m'g • t allso 
enco nter the odd charact,er • 1,,at still riwes 
in this flooded and each of wh1ich migh 
offer a 1missi1on1 or jus 1unravel ano,th,er 
[piece of he mystery· o wha happened 
to the world. 

On tihe i1slla ds Scout must survive 
using the th'l"ee pillars of The Ftame in • h 
Aood s gameplay: s· eal h., craftin,g, and 
expf.ora , ion. c ugih1 the art style vokes 
a 1d ark chi ,dren 's s orybo o k the core 
gamep ay is rooted in real- arid survivaij 
• .echntques, wtth some nods o ~he ,crassic 
,B:Os adven ure game Or on1 lirail. 

S co u • must s I rvuve, at all I ,cos ts, and 
much ,of the gamep,ay involves, fulnllling 
her basic 1needs: staying fed, dry, and 
alive. Wa er is a key theme c the game; 
in1 'his harsh landscape, getting e 
means getting siclk something Scc'ut can 
ill afford. 1C~ash1ing your raft o,r just being 
caught ·n ·1, rain ,can be as dead y as any 
pl'iedator. Dli nking con tam· natedl water 

an1 result 1i1n dyse·ntery. 
Speak1ing o, predators, Scout m1u s.t 

deall wi h those as we~I. Wolves and 
worse populate the ceded islands. 
Seo t h1as n,o superpowers,, sc• she mu.is 
re·l1y on .st,ealt h1 and h,er wits to survive. 
For instance a pack cf wolves ,could be 
dirs ·racted by • ~ghti1ng over a rabbit you 
cau.i,ght· i 111 m akesh1ift • rap, or killed by 
mea you poisoned with hemlock or 
anol er deadlty plan 



Crafting plays a large· role in Scout's 
surviv I. Th,e olasses. Flood's wo·rkspace 
i fi I ledl with ou d1oor survival 1m n1u . Is and 
wrldlif gui,des part of· s effort ·,o base all 
the ta.c ics i n1 the real wortd. llf you catch 
the flu you mi gh be alble to, cur yourself 
w·· 1h pen1icil lin made rom moldly !bread. 
You1 can ea • tlhe roots o ca aii Is and use 
the tops t,o pac1k in your coa as in sulati.on. 
Do,wli ng gives a exam pie of· h,o,w tlh e 
team1 crafts gameplay ouil of the n1atur . I 
wo:rldl~ 'If yo,u burn sumac in he real 
worl'.d it CNat,es a poison gas 11 he says. 

• aybe there''s a tool in the g a.me where 
y,ou have an empty jar. burn the sumac 
andl capture th poi'son g1as in the jar and 
1make a gas grenade.,, That's about as, far 
as It will extend in o vrdeo game tei,ri ory. 
It's that hat st,ep past reality.'' 

Mas :ering these tactiics is all-imponaint. 
Like the roguelikes ha: are so popular on 
the PC market, The FllaJm e in • he Flood 
features perrr 1ad1ea1h; 1once Soo 's go nie 
she's gone. 

Pe rhap,s tlh e b • gge s ch all l,enge tlh e 
team faced was 1he desire to craat,e a 
hug1e endllessly replayable world tha • 
also fea ure.d an evocative rt style and 

in· erestin1g en1vironmenta.l storytell'ng1. 
A med with the new U1n eat E g1ine 4 -
the key cog tha • p·rogrammers sla and 
Bennett credit with a.I fowing1 ·them to get 
the game 1.Jp, and r1..11nning q1uickl1y - he 
te m created a new concep • for· pro 
cedurally g,en,erated worlldls that ~t hopes 
will a low 1hem to make a o, d ith end 
less variety and a true aes hetic visio . 

,rWlth a lo,t of 1games ha.1 have procedural 
envirornm,e -ts I fe I lll1ke tme art is 0111ly up, 
to a ,certain e-vel • La.Clair says. 'And 1not 
just how ~he art loo · s but he story 'YO'U 're, 
seeing and he eve ·· II presenr'·atiorn. 'We1re 
shooting fer someth1ing that's igher • an 
that~ II ould love it ii rpeople said I.this 
screenshot llooks. Ii e a storybook. 11 

The solution to the probl1em1 of creating 
randomly gen.erated levels that still have, 
vartet.y and art 1d1irec ·on rs someth1ing Scott 
Sinclair hopes to, solve y crea1ting mao·o 
1 sets1 of a assets through a syste1m 
of associ a io1rn s. 0 nee one objective 
characte or lloeatio n is triggered, large sets 
of ,assets are, excluded from appea. ·ng 
and ,others pulled in Thi prevents si1lly 
visual 1non seq u it1J.rs or clashing art styles 
from breaking ·U,e moo . 

Th1e ,darkly Am1erican ae -the i cs are 
reinforced by the music, some-thing that 
was important ·o the team. Sincfaiir called 
upon an old ftriend, Chuck Ragan of he 
brufsing •90s post-1pun • group Hot Wa er 
• usic, ·who has rece tty been recording 

acous re, folk-based 1mu:sic ith his new 
bac1king band The Camara,derie. 

Everything abou • he ,game is t,one, r.1• 
Sine air says. ts abo1u· feeling a Id 
mood no,t lliniea.r s ory. That has to come 
th roug1h all lay,ers ,of pr,ese n • atio n the 
music bef11g a huge part of it. Chuck and 
I go way back. met him tn co11ege· w,e 
payed shows tog,ether in separate bands. 
live done every one of their album covers. 
I ve stayed in tou,ch for ,decades ... It s al I 
real instruments , 1rea! singers~ rea Journe,ys 
and ravells ... i' •s • ddfe and pright !bass, 
and acous ·c guiitar. It's perfect: 

The team is up ro·n abo t how earty in1 
devefopm,e t the gmne [s_ Many aspects 
of the wo:nld, game play,, and s ,ory have 
yet to, be decided. D1owl"ng1 says his 
philo,sophy of ga1me development is to 
s art i'n1 the middle~· lby mak!ing sure he 

basic ·tone art, and gameplay mechanics 
are ri.gh • ~ ore movi rn on. 

11Tlhat's com1mor11 wisdom in making 
games - yo1u make the • 1rs !eve1I last 
Dowling says~ ' • ec· 1use by ·the t i1me 
you re making your las !evel yo'u kno 
a I tlha mecha ics. veryone needs o 
know you now where yo 1need to end 
up. I s easier to k111ow wh1ere to start 
o·nioe you1 know what h,e journey is going 
to be.· 

As th1ElY f esh out Scou' 1s un i1q1 e 
story the· team1 is d ·a · in g 0 1n lessons 
learned fro,m IIKe Levine abo,ut slowly 
revealing1 a large:r picture ~h rough small 
bits of e·nvir0nmen1tal sto1rytelling and 
int actio:ns with incid1ental ch,aracte s. 

11 K,en is chal englng, D01wli • g says. 
''liherre are a llot of lessons ·work!i ng with 
h • m that I c anry with me a d inform 
what I dlo1 now. !Ken ifs really good at 
und1erst ·_· nding where he piayer is coming 
from - what: is :nei1r point o,f view? You 
can have a lot of ideas about som,ething, 
but i it's n,ot o n1 the screen it do esn t 
exist. It doesn t matter wha:·, th . elaborate 
back·sto'ry is; if you do:n' • show It and let 
the pla.y,er unders and i doesn''t exist. 
Forcing tha -kind of honesty is one o he· 
best lesso,ns I got. 



Tr ·velang Lig1ht 
G,01ing inde end,en ,gave the Molasses 
Flood team • he ·freed om to create a game 
as unconventional as he Flame· in1 he 
Flood but it's ,at<So forced th em just IJ Ike 
their heroine Scout, • o lleam new skills to 
surv'iVe in1 a new envirunment. 

While· the ~earn is gll ad to• be free of 
the bu reaucrati:c headac,ht es that come 
w· h working on a team 'hat numbers in 
the hundlreds, ·th,ere are times when its 
hard not to miss t e seem1ingly unlimited 
esources a company Ii e lrrrational 

or IBungie pr,ovides. [1At rra1ional a1nd 
Bungie, II ,could walk over and say, I~ need 
this speci 11 jump1 and two hours later you 
have 1it1 r • Isla says. Toe e are resources 
that you don,t have I asm .. lreroomp ny.' 

Tihe team ·s learn1ing tlhat earin1g 
mu tiple hats 1is a necessity to be ab1le 
to strietch their 1dwind!1ng cash reserves 
until tlhe• Kie kstairter launches. lln additionr 
to he·ar animating duties Fr,ey dloes 
t'he co,mpany s accounting and ca.Ills 
their lawyer fo:r advfce whe'n necessary. 
Dowling1 who see-s to be th1e d,a 
facto 11,eader in Mo asse,s IFlcod''s. loose 
s tr1u ctu r,e , has had to g • ve h imse! a 
crash course in lbusi ess, finance public 
re,ations and marketing. 

I 'v,a learned a lot about how ·to start 
and run a business, Dowling says. Wha 
type o·f corpo ,ations exist? I didn't know 
that stuff The on11y pu1b1lic interviews II ve 
done, before this was, for BioShook □LC. 
Othe,r people w,ere 1he public face of 
BloShock • y experience was one ,day 
of i terviews andl . pr,ess presentation. 
No l1m gett1ing to he point where 
I harve to, s · ow ·tt11s thing to people and 
communi.cate wn,at we're trying to do It's 

' a new expenence. 
He's also pou ried himsel1 inlo studying 

Kic1kstarter, payi1 r1ig close attentio·n what 
othe in1die devel,opers have do1ne, 
observi n,g tlh eir su coesses and f.ai1lu1res. 
The ,oro,wdfun.ding site ,can be lucra ·ve, 
but marny estab llished develope s have 
fallen f,ar s ort o,f tlheir goals ,due, to 
efrther a poor 1p:resenta ion, in . dequar1e 
comm un icati,on I or n 1i,d ea th ,, did n t 
resonate w 'th ·the au;d ience. 

w,1 n m1y res,earch in II oolki ng a wh a 
Kickstarters succeed and vh • ch ones ·fail 
I don t 'l ink all or us h,avi g BioShock 
on our resu1m1e ma.tiers ail that much • 
Dowling candidly notes. "If y,ou want to 
rest on your resume f,or money, going to 
a pub1lishe or investor is a better pa. h To 
them, knowing ·~ha · you ve demons~rated 
the ability to ship something1 is extremel:Y 
vatuable. I cutdn''t 1expect a consumer to 
fund something1 10n KJiclkstarter because 
of the liosume 10f the person that 1did it. All 
that matters is, if the g1ame • . e aria making 
Ibo ·s ,good. 

Sinclair is more b1unt in his assessm,ent. 
Kickstart , is total voodoo,' he says. 
You1 see a kid raking it in on pot • to salad 

one moment then I see ,games fai I wh,ere 
I think1 

1How d1id that no ,get funded? 
KJic1kstarter is a litl:fe like the Wild West. 
I scan it daily~ P rejects 1come and go, and 
the 1q u aJI i y and presentation leve1 V,a!ries 

"Id!}., 1 " • ,i.. 1 sow1 .. 11 ,c eac:1-1. 
In f,ace of th i,s run certainty, the team 1s 

strategry is one ~ha places the game itself 
fron and cente. Right 1now, dev,elopmen 
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is split _: tween wori<ing on he game it­
sel " an creating th • i -game, footage • nd 
art assets are needed for 1he ,a! 1-im port an 
• ickslarter trailer. The team is determined 

,,- o mak,e sure that ihe, trailer is no a CG 
sizzle reell but in-engine footage that 
ccurat,e~ reflects how Ile final game w· I 

ook and play:. This goal seems a:tta1nabl1e; 
only a e months. into a development, the 
core o • the, game is up and running. 

1 0ne• 'hing we were 1certaJin about was 
,-hat e didn't want to be one of hose 
projects with ,a develc,p er 1i n1 front ,of a 
ca1m1era • 1lking about wlrry he wants 
money, 1 Sin1clair saiys. 1ll 1et's shu' up, 
let the music 1roll, let the game 1roll 1 and 
ask, 'Was it awesome? Do, you want to 
f1undl it? We' I have it in eng n1e you'I 
see • h,e musj,c and the ,gameplay llt ill 

lbe all i1n-game visuaJls. It wi II spealk to 
our pedigrees. Ho1pefulty there's som . 
1measu re of ·faith ·· Ii ere tha • we can m a!ke 
good on th is stuff.' 

The team hasn't determined how 1much1 
it will as1k for its IKickstarter 1goal, bu the 
general str 1egy ,appears to be, 1in the 
words of s·nclair, 11bwball and hope that 
t· , s no.__v b,a.l ls. '1 Thou,g h1 ambit i,o u,s the 
team's exp erie nee in sh ippi g tri1pl e A 
games atso gjv,es ·the memlbers a hardl­
won pragm1 : tism. They know a!I too well 
the dangers of over-promising and und1er­
de,I i1v,eni ng I o com 1m i1tti n g1 to feat u1res 
that can't be carried ,out to ,a htgh [level 
of polish. The t,eam in en· .. s to focus on1 
the most co e con,cep1ts andl gameplay 
1mecl1anics in The Fame in1 the Flood 
1pe,riect ·them the1rrr move on to less 

cen1tral aspects. of the ,game .. The phrase 
1 min imum1 awesome I is th1mw1rn arou'n,d -
·the basel1i ne hey mus achieve to, cfiea e 
so me 1h i ng tha th1oy feel is an exceptio nail 
game experrence~ Certain aspects ,of the 
game, they would rike t.o impfeme like 
,, ihe po ,er11tiaJ ab'ility o custom1ize Scouts 
raft , will come later or no • at al I de pen ·. ing 
on how w,elll the Kickstarter does. 

Do ling is al1so aware of the fad tha 
failure to readh funding is far from the 1only 
pitfall of Klickstarte~ There ,aJre exam p~es 
of people miscalcula~i ng he cost of wha 
it's, going · ·o take to do what they say they 
are going to do and end up blowing ·H,e 
Ktokstane money on1 1lling rewards. 1 he 
says. • ff you1 don't de your due ,dilligenoe 
on how m1uch it actually costs to prin 
600 Tashirts and mail them aJround the 



wortd you can end rup underwate right 
there. You need to anticipate itih1e various 
f1ees assoc1ia' ed wr th Kickstarter:· You can 
make you goal! but y,ou didnl· realize 'that 
you have to give five percent to Kickst rter 
and tw,o-and-a- • alf 1percent for credit 
cam transactirons. Twenty percent goes 
to tax. Some, other percen , ,goes to your 
tedh or middlleware. f you don1t anticipate 
those, you can hit your g,oaJs but act111al ~ 
get almost nothing1 out of it,11 

Tihough the morod i,n the Molasses 
Floo . office is 1one of optimism, there hB 
the question hanging over 'he company: 
what happens if the Kie ks artter f • i~ s? 
Tihoug1 • the six are 1ge ting by 0 1n a 
combi1natic n 1of severance and savfrn,gs at 
[present a the current lbum rate they wi II 
1need more money tor keep going1 h oug h 

the next few morn1ths of de-velopment. 
If triey· do,n 1make tlh,eir fundirng g:oal, 

Do ing says that the ·earn •ruould seek 
o, 1her forms o,f backing1, like pulbllisher 
funding o a private ange1 investor, but he 
cautions, ·1 the Kliclkstarter fails I it's not 
the end of the road , but it doesn 1t hel1p1• If 
you 190 to a publisher or invest,or and you 
ran a Kickstarte that failed, them al Mady 
you re 0111 'your hee s You're askjng for 
money to make some,thing1 arm d they 
say: You • ad a chance to dem,o:nstrate 
that people wa.n1ted th i1s thing and he 
dernon1s,tratjon was, th.at hey ,dorn1t. ' It 
will be rough if it fails. !It's, a bet, and II m 
hoping 1it works out. We' I I see. J] 

Whi~e every team m,embe reiterated 
th at the project wo u d continue wi • hr o:r 
withou Ki'c kstarier funding, there are no 

guar:anrtees.. lt1s clear , hat the ·their ~eve 
of 1h g1 me lh1ey .are making arnd ttie·i1r 
gen, in,e affection fo 1one another - wourd 
m . 1ke • hard o walk away. 

As • he game progressed ·to this point 
the td ea of fa ·1ure has g:ott,en way less 
ap1peaJl1ing 11 Sinclair says. ' • ot to be nega­
ti · e but at first it was tike, If it works it 

orks: if not - no harm no ·foul. 1 
•. ow it 

would be pretty heartbrea:king to, shelve 
it. ~ou're more .a.ttachred tor the game,. 
When we do .aunch he trailer and the, 
proto·type art is rep1aced and Its firing on 
all cylin . ers you'll see. There something 
th, .. that we really need to finish. We a1 I 
be1I ieve in i • '' 

Check ont The Rame ,n lhe Flood's .Kickstartet page 
at themoJassesffood.com • ickstlJJ'ter 
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t th1is point you may thin that onlly 
lhe story of Metal 1Gea1r So lid V :· Th,e 

Ph a1rntom P ai1n ,can s u1rprise you. Yo 1J 
would be 'Wro1rng. Whil1e Ground Zeroes 
alr1eady gav1e p!layers a taste of the gamep,lay 
. 10 ex.pect from the• upcoming 1insta lment1 iil 
does1rn''t encom1pass all~ of the fe·a·tu,res and 
sys,tems in The Ph1ant1om1 Pa'n .At th1e 101kyo 
Game Show, Metal Gea1 mastermi d ti~deo1 

Kojima dlemonstrated one· of th1e interesting1 
differences between the two clhapters: he 
buddy system. 

h,o ugh The Ph ant om Pain is a si n1g le-
playe e per le, ce he b uddly sys • em all,ows 
players to team up witlh a A~i.-control ed ally 
to open 1up new tactical optio1rns, on missi,ons. 
Du ri ng1 the I GS stage die mo, Ko,ji ma showed 
Big Bo,ss 'oining u1p ith ·the vo1icele:ss sni1pe 
,Q1uiet. A wol·f n1amed DD (sh,ort ·for --Diamond 
D0911 is also ava!la.bl,e, and other characters 
co ut d presumably join th1e· m ·ix. 

Af e'r a pa1rachu 'ing in f,o a drama ic 
,ent1rance Qu1iet stands 1ready to, take orde:rs. 
If you p,la.n on being less than steal thy you 
can have heir ·fol low you t,o he~ p take ou, any 
oppos'tion you ,enc,01unter. llf y,01LJ1 want o be 
m,ore ca~culatiing, however, you c· n send 

I 

Ill 

Ill 

,Quiet ahead to scout the area. She seeks a 
,good vantage point, m1arking al guar,ds so 
hey are vi1silbl!e to Bi1g Boss. When ,Quiet i1s 

in pos'tion, y,ou1 can allso g,e,t mor,e detailed 
inf·orr,iation on the g ards, ike • heir lheath 
levels ,and r,em a~ i n1g amm11J n ttion. 

We'''ve pl'\eviously seen scenes, se·t in des 
,erts of Afgha1nistan, but this res,cue takes 

I 

pla.ce in Arica. Th,e for,est envir,o I ment 
means Quiet lhas plen1ty of piac,es to hide, 
and she uses lh er sup eri1or position i1ng to 
llend o·the • ki1nds. ,of support. For ,exaimple, •· 
two, guarr,ds are 1patrolling an ar,ea, you ca1n 
targ,et one you se,lf a1n d o d er Ou· e to focus 
on the otih er. As soo,n ,as you fire, she does 
too, prevent1ing ei1ther of the se1nrtries from 



ra1si1ng an al,arm. Since she is righ there ~n1 
the world with your (not just some hel1pful 
offscreen s1u ppo rt)1 y,o u may even s,ee her 
give, you t 1umbs-up after a successful pi,ece 
of t:eamwork. 

Wlhile this kin,d o assistance from ,a sn1iper 
is pred'c1abl,e . players have room to exp,eri­
me11t with the buddy s,ys em and find more 
creative uses fo · t ' e1ir com1panions' -1bil1it1es. 
n o,ne, case, Big Boss fi ds himself facing a 
hellicopterr, but w·t11 no rn,or1e am1mo f,or his 
fiOCket launcher. He d,oes h1ave a few gre­
nades th oug1h. After g ivi n1g1 an order to Qu ie • ., 
Big1 Boss lolbs a grenade o,ff to the side of he, 
chopper, an,d Quiet uses a [perfectly 1pl ac • d 
sh,ot to se , . h,e exp I os1 ve, h11.11 rtl i1ng tow,ardl 
the afro af, which g1oes do,wn in flames. As 
u nil ilke ly as the· sol u i,o 11 may lbe h • f ac. that 
it works is a testam en to r,ang1e of available 
options in The P hant,o m P ai1n. 

Th,e buddy sys em isn I the only n1ew th· ng 
on displ.ay. We learned th1at tlhe red rcbo re 
arm that we've seen ,o,n Bi1g Boss isn'·' his 
only one; he has a y -11cw on,e (and maybe 
even1 more) tlha can emit an electric shock 
to i n:cap-ac1it,ate enemies,. He has a supply 
of irnstan ly inflati g Snake-sh -ped d,ecoys 
that can d1st1raci guards 01r bump them off 
ledges perfec I for hi larrious eal' h1 lhtiji11ks. 
Kojima Produc ·ons un1doulbtedly has moire 
surp,rises in store, but with The Phan' ,om 
Pain 1s newly cont·rmed 2015 rellease 
wi1ndow, B1ig Boss wo,n1t keep us. waitirng • ,oo 
m1uch longer. Joe Juba 

Q ·et e 
Cb actors with unexpiained 
supe natm-a1 abilities have 
always been a st ple of 
the Metal Gear ,sertes'. The 
Phantom Pain ~ee-ps the 
tradition alive; a rooent trailer 
demonstrates that Quter has 
th unusual gift of turning 
invisible. ,She dis -ppears 
in an inky black cloud - an 
xce tionally h . dy trtok 

for sniper. nm ability may 
hav. other app ·ca · ons, • ce 
sh.e is ail.so able to use the 
ink to a]t . r the pigm nration 
of her skin. Playeis have 
,encounteted some bizarre 

characters in M :tal Gear over 
the years. but from what 
w . ·v seen, Quiet's power 
ranks pretty high on the 
w irdness scale. 
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Bi ' e-sized adven u e for you a d fa r frien s 

hen we featured Battleborn on the, 
cover of ou Au gust 21014 issue 
we w,ent i n-dept.h on the, 1gam e s 

inspirations, a 1 1 style, and gamep ay. On 
,our rip 10 1 Gearbox Software we had the 
chance ~o play some o the co m1pe itive 
five-versus-fiv,e mode. 

Recenrt1¥~ we got a quick pr·me' on that offer­
ing at a prevriew in Ne York City G earbo. •. 
r,attJed off a number of 1ea.tures tha sounded 
fam i1liar D,esp i e, s h1unn1i n,g the term1 MOBA the 
studio prefers hero shooter1) h,e competi-
1tv1e , gam1eplay shares a lo,t o I m1ind-s ace, with 
games Ii · e Leag e of 1 ,egen d s, even i the 
p,lay,er pers1pective is entir,ely different 

Th,e cooperative modes devia·te even 
m,ore s·gnif1can1tly r,om1 the ,cente ,of the 
M,QBAsph,ere. The,se ,a en'· simpl1y bot 
m,atches~ lb1ut instead o I e n1a. ative tJhreads 
and m1 ltipfe varied obj1ectives as teams 
m,ove through a I in ear map,, 

Just I i1ke in he compe I tive 1mod1es though 
playe swill g1r,oup up on a team of · ive. 
In-game p,rogression s _arts anew as playe1rs 
lan1d on the plla1ne1t with each level earni1ng 
an upgrade ,on1 a heli •. Un ike MOBAs, wh1i,ch 
,allow pllayers to c oose 1multiple, upgrade 
p,aths, 8 attl,ebo rn pus hes p ayers to choose 
,one of two rela e d boosts 

For in sta nee pl a.ye rs that choose, the 

,d,appe robot Marq11uis will be able, _o i1ncrease 
b•ase da1m1a,ge o, ,critical hit damage, sprint 
s1pe e,d o,r regular movement and d if e,re1n 
boosts for lhis clockwork ,o • I h1a incr,ease its 
strike dama,ge or allow you to sen1d a11110 'her 
i1nto the field. Sin,ce there ·sn1 t th1e ypical 
MO BA ,etu n to base fio1r a breathe: ·to 
upg1rade or buy i1tem1s Gearibox need,ed to 
stream Ii ne he process it hout mu· in g hie 
,opt11ons or character build'n,g. 

ln1 the ,coopera1 ·ve playthroug I saw 1play­
,ers Ila d ,on hie Je·nnerirt homewor1d (onre of 
hie g1ame' s five · action1s), This 1rocky red 

ski,ed world seems inhospitable. 
Tih e 'team of five is gu tded h • ough the m • s­

s ·on by two ,off-screen NP'Cs. Kleese pi1lots 
a salvage vehicle and Mell a is esponsible 
for acquiring access codes, so the team ,can 
make its. ,escape The,se characters a r,e the 
sourc,e of' some ,of Gearbox's notable humo , 
,and the slhort ,d,emo ·nc!uded a n1umber of 
funny moments. Ill was parttcular1y plleased a 
the context-sensitive dialog1 amo,ng the IP ay­
,ab,le characters, and Gearbo says that 5QQ, 
to 7100 lin1es have bee•n1 recorded for each. 

Un Ii ke, competitive p,lay I th1e coo pe rat i1ve 



mode rolls ,o,ut cllo,ser 10 Left 4 Dead. The 
team1 progresses throug1h the 1ma1p enco, n­
teli n g se piece, moments th,at advance tih e 
• ,ncapsu la ed story. 

In this setting,i he squad firs reaches ,a lbattle 
arena i 1 w 1ich hey hav to take on wav s o 
creeps I earning exiperience and leve1 in g 1u p 
A l1evel sev,en, 1U1ltimate abilities unlock like 
Montana's' Mansformati,on a·r s ·rikes, group, 
heals and magical assaults. These are fllashy 
and f il led ith th lr OW1n h 1mor 1(like Montana s 
Kids ,n the Hall style crush ·your he d to 
targe I his, ainsforma·ion att.ack). 

Af ,er wi1ping ou the waves of en • mies,, 
the team m,oves on to a new obj,ec ;ive·. h·s 
time,. v, s all abou1t defense~ !like prot1ec 1ing 
K eese wh • l,e he harvests a e1n o rm o us fa Ill en 
star shard. Enemies flood in waves., arn di i s 
a ma 1 •er o holding · hem of un i the inv1lsibl,e 
t1imer e pmres 

From h1ere its a seek-a1nd-,destroy m·s­
sion. A jarn"lormer is !blotting out communtcation 
and here1s no escape un ii I he team krnocks 
• O'Ut. The rh1yt1hm of the, co op m1issions 
starts to become app, r,ent: move fight, llevel 
up nl nse aim d repeat. I n1 bit . sized oh un ks, 
everything can be cen red around 1he ob.i,ec­
tives i,n a satisfying lloop,. 

The d, mo , n els rtght bef of an enormous, 
lboss, encounter but we get a sense for ho· -
the pos -ga •• e pJays out There ar,e three leve1s 
of pr,og r ssion • in g a • e ~ charact, r and p ofile. 

Each of the c1h racters will grow as you1 use 
th m-affordring I ew build optio:ns., but not 
greater power (you 'll always start at leve11 in 
each ncounter)r. Loot is arin, d at he end o,f 
th match whtch will he1l1P y·ou ·further cus om­
'~e your comlbatan beyond the heli upgrrades. 

E.ach o • he fiv fac ions willl have some 
comm 0'1'11 threadls an:d th1ejr o n restricted 
e,q1u ipm en . For instance. th,e Eldri Battleborn 
don't have shie~ds and he .Jenn rit typicallly 
have a lif,e leech abil'ty This h, ps shape the 
narrati1ve, but also er a es some ~ogic f,or the 
character des1rgrn1 

v·our pro ile will allow you to unlock ne,w 
clh arac ers. • • 1n d ii I be the repos,itory for 
all the loo;· you've earn d pllayin1g1 Th1·s 
- ill llik,ely b· . a measure of yo,ur s,killl le;v. I 
and not ·tied to power gai1ns agai1n focus­
ing on balance w~ hi1n ,a sing1le co op ,01r 

competitive mi ssii on 
Th1ere is sill 1m1uch we don't know about 

Battlebo· 11 (in part becau1se Gearbox ~s still ~n 
development and dec·si,ons haven t yet lbeen 
made) Howev r~ be ,w • n our llook: at the 
,game's competrtive o,ffeni g in August .and 
ourr rec,ent i1111 roductio to cooperative m·s­
si:ons i 's 11,ookin1g o be a uniqu •experi nice 

1 F t r 
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ght of the flying dead 
or he ,cas uall fan o • zom b • e games, 
. eepi ng1 Oyin g Lig h • n d the Dead 
Island series ·stra'ght can be confusing. 

echlland crea ,ed thie Deadl Island ra ch1i:se, 
but Spec Ops: Thie Line stud'o Jag'er ·s 
ha1ridlling Dead ls!aind 2. That sequel tis stilll 
a first-person game all abou team·ng up 
w1ith friends to ac .· away at ombie in1 an 
exotiic e·n1vi1r,onmen . Dying light shares those 
sam,e elements, but dis, inguishes itself dra­
matic ally with flu id p arkou m,o b iii, • y and ,a 
dyna1mic day/111ight eye.le. owihere are those 
unique features better d em o•ns ra ed t arn in 
Dying L~ght'·s Be A z,ombie modle. 

h1is exclusive pre-order mode a I lows 
sad's ic playe1r to invade f iends 1 an,d 
strang1ers' gam,es to te re rize them during 
he 1111ight as a lhig1hly mobi e z,01mlbie (cow­

ardly players can disable this altogether) .. 
A high1-speed, as,y1mme rica.l battle begins 
,o nee one of these Night Hun e rs ,enters the 
fira.y. Up ·o four co-op partners rmust put 
all hei m,ar smansh'p melee s,kiills, and 
p•ar1ko,ur abiliti1es to,· he tes, ·n or,der to surr-
vi v,e. The survivors goal is o dlestro,y three 
un,d ead h1ives lbe·fo e t1h e N • g ht IHlu nter snuffs 
,ou1 he·ir pool of lives. 

he ,deadly • ight: Hunter evens the odd 
with apex predator-like speed and agility. 
lmag·ne eft 4 Dead 1s H niter on s eroids. 
his spry undead beast ltes, abov,e he roof-
ops using sticky tentacles hat s1hoo from 

its lhandls o swi • g arrou11d like Spide - , a1n. 

P~ayers can ch1ange direc 1ion mfdl-flignit for 
accu ate tentaclle-sli1ng1i g. The Nigh1t Hunter 
1can ev,en use he ten ac le to pru II i 1 :self ,oward 
unsuspecti1ng sur\1"·vors, and pounce the,m fo't" 
. a potential! ki I. These strike-and-fade ·actics 
or,ce ·he s.urvi1vors to s,t1ick ogether or risk 

being piclked off O'FI e-b,y-o ne. 
P 11 yers who II ove s, a k i1n I o,tlh ers as ·th1e 

Nigh H u:n er ca111 ,eve i1nvest j n a zom b,ie­
specific pg ·ade pat1h. Expertly slayi111g 
·he opposii' icn1 al ows you • ,o increase you 
speed, coax A. I. zom b,ies into, help· ng you, 

I I 

and disable so1me oppo1nents 1 ab,ilities. 
Unfortuna e1ly·, 1101ne of the prog1ressio1111 from 
Be A Zombi - feeds back 'nto Dying !lights 
campaiig111 meani1ng1 h1is mode ~s onlly for 
t -ose l1us i g a 1er the thrill o he lk1illl . 

Be A ombi,e is, .an1other entici1ng1 1 ode that 
cont'nu,es the tren,d of asymmetr~cal mul ·r­
player match ty -es, like 1-volve andl Sp,li er 
Gelll's Sp,ies vs. ercenaries. We re th i~led to 
see 1mo,re developers abandoning worn ·earn 
deathmatch1 s ructures, in favor of some ·hring 
with rmore personality. m Turi 

I 



hes o:ries we ,ell each other are a fun­
damen all part of what makes us · h10 
we ,ar•e Wh • 11e ales 01f space marines, 

soldiers and sword-wi,ellding h,ero s domina e 
thie sal • s charts1 som1e g1am e d eve lope s are 
u s1i n g tlh e art • orm to th1e i r ow n1 u ique stories 
n he c ,s, of •. eve,· Alone Al as1 a Nlatives are 
tu1rn1ing to garm1es ,as a I ew ay to, pass along 
folklo e tha1 s lbee a part ,of ·their heritage for 
oou1n tl1ess generations. 

The g1ame s.tars an lnupiat girl named Nuna, 
whose vii ,ag•e has been ravag, d by a mys eri­
ous blizzard The powerful wind and s1now 
have, made hunting ·mposs1ible ai cl s . see s 
out 1he so'urce O· he rouble. Tlhe cutsc nes, 
aire r • ndered i1n ,an a1n ·ma ed sen ms haw style 
wh1ich repl,cat s he art f,orm i wlhich bone or 
ivory is etch1ed and in • ed in Intricate pa 1

1 
1erns .. 

Nu n1a is acco,mp•anied on er journey by ,an 
a1rct1lc ·fox, and 1players1 ,cans a1p be ween1 ·the 
characters at the press of a b1UJ on. Each one 
has 1u niqu e s1pec al a1b,i lities, a1n d 'hey 1n e . 

• o o rk og ether if tih ey ho;pe to succeed To 
fu -her emphasize tl1is s1pi it of co operation 
a second player can take on the 1role of fox 
too. A.ccordl1 g to Amy F r= 1 n1- CFO nd 
execut·ve vice p,residen of t'he C,ook ln1let 
Trilbal Coiun,ci ·the name is a dual ref1erence 
to bo h INluna and fo,x s relatJ,onsh·p . swell as 
th · spini1 o irnterdependence hat· s so v1tal 110 
Alaska . at~v p orple. 

11 g,ot o, ,e~pfo:re N1una s life above Alaska s 
Arc ic Circle,. and quick y 1, arned 1ha surv11v-
1ln1g isn1 easy The ind maJl<es jumping peril­
ous and yo I have • ,o t1i me your leaps across 
ice floes and o her hazards to ensure you re 
1not gus ed away. Fortunate(yi visual ind·ca 
ors such as sn1ow pa • ern s an di the blow In 

fur o,n Nu1n 's parka . ovld!e a heads u1p as o 
when she should wa1it and ,d 1g • nto t e snow 
Fo, h· s a better jump, di1s anc,e bu I hes 
1not able to g1rab r,01pes with h1is pa s or use 
bolas to brea • hroug h sheets, of ice He· can 
lhoweve1 commu e with sp1irrt:s in the world 

which he p1 avigate· tricky obs acles 
Wh'le spirit h•e~pers can 1prov1id,e ,access o 

areas by acting .as piaUorms, no I everyone is 
ager o see hem succeed . ake I ans aye , 

whose 11am spea s. volumes .. - • anslayer is, 
one of hose characters her;e his story r,s a 
o m or .• gr81Ph ic ha111 what we can talk about 
11 the g1am,e Fredeen says • He really repre 
sents tlhe an 1 ithe·sis of Alaska Native val1ues, ln1 
tha h1e1 s act1i ng on his own lbeh alf wi hout the 
consideration o I e ,com1mu ni y or he good 
of the com,mun • 1 y. 

~ N,ev Alone he I oolks, 1 • k ,a man with 
g1ro1 esquei t is-ted facial ·feat1ures,, He''s clad 
• n 1 a 1Park,a an1d he 1p1u rs ues, una and fox 
rellentlless y. Here h1e sc ·,een autoscro 1s-
addi ng1 a sense of u1rg ency as i fled to avoid 
his s1uperh man 1grasp, Wihile Numa may 
event1u al iy get her comeuppance, against he, 
vi la1in, was o ly ablle to 1run awa.y. We· Ii have 
to a~ 1 unt ii the ch ii· of NO\tem ber arri v • s to• 
earn wha 1lt1i ma· ·ely h8!PIP ·ns. J eH Co 
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he Crews be 
bi soft has been 1runn in g mu It i p lie beta 
programs fc r The Crew since its ,delay 
w i1th I arg e po tions of th,e game play bl . 

Th1ese stress tests have evea edl a garme with 
,co1"1iesive story and fre,e-roaming1 components 
ancihored by ,a hearty car upgrade sys em. 
W,e played a ,ecen cosed beta and found 
tha llv,ory Tower's p1romises of a g10-any­
where do-anyth i ng1 expe ienc,e . re shaping 
up to1 be true. 

T!"11e beta tock place, at the start. ,of the 
,game cas·ting yo,u as Ale,x Taylor a tiotslhot 
driver wn1ose b i,oth er runs, a local! racing crew 
1called the 5-1 Os .. A rogue FBI ag1en and rival 
gang lead,er conspire and ki I your brother 1 

framing1 y,01u to the crime. Fiv,e ·y,ears later 
a.no he FBI ,agent nam,ed Zo,e en~ists you · 
help,· o catch and expose the agent .ho s,et 
you up. 

Reg1ardlless o ho h1olkey ·the story is, 
you• re soon let loos,e o:n ·the wo rld1, free o 
pick 1up1 a variety c,f missions. A1n appropriate 

yet s rang1e-sound'ng comparison for I he 
Cr,ew is the Assassin's Creed franch se. 

1 he game dcesn t • e ture .an1 age-old batt e 
between li1em p1lars a111 d Assassi 111s, but the 
world 1:s map an1d he way it 1unlocks content 
sh,ould be familiar to anyo1n1e who,'s p,layed 
he fell ow U bi soft series. 
Data s ations aJie Ii te'red around he w1or!d 

whi1ch p1ing yo1U1r radar when you giet close 
o them ·n the ernvir,on1ment. P1U1I up to them 
andl the various missions in the area sh1ow 
up on your world! m1ap .. While you can lloo k at 
hie m1ap and ·tr • ck hese dow nr m ethodl ic ally, 

,drive in any one ,direction and you' II run into 
something soon eno1ugh. 

S 1k i I miss~ on s litter the woril d and can1 be 
r,eplayed as often as you Ii ke fo,r XIP depend­
ing on ho well you ,d,o. Scramb1le ests ask 
you o smash targ et,s, SI alom l,ets yo u1 wea:ve 
hrou1gh g1a.te and Jump tests how fa you 

,can fly. Others include '.· peed Test !Escape, 
Hill Cl"mb, an,d Race Line. Bread-c1r,umbedl 

story m1issions e,xist (inclu1din1g a quick co-op 
optrion for your crew) b u·t it's a lot 0 ·1 fun to 
j1ust crruis around ind see ha c,om1es y,our 
way. We spent a ,good amount of 't·me re­
tryin,g slkillls missions just !because we knew 
we had a better 1run in us. 

Leve Ii ng1 up ,ea.ms you P',erk P,o • nts ·that yo 
can alloca e fo1r bon1uses such as ·ncreased 
X and money from m1ssio1ns mnc uding1 
co-op missions) parts discounts, and a1n 
~nc r,eas,ed cha • ce of more P1erk P,oi nts, at 
future 11,eve ts. 

Any perfor1 n1an,c e p rts you garn1er hi le 
drivin,g ar,e award,ed on the spot. l~n your 
gar,age, yo can r,ep i1r you 1cars 1 buy dlif-
fere • kits, (street, performa1nce circuit dirt 
and! rai,d) ·o 1cha1nge what overa I type of car 
~ is and custom iLZe he a1p1pearance of your 
veh icJ es. Maxim izi n1g you cars is a big com­
ponent o·f the game and in ·the !beta it was 
easy to, ti1n k.e r ,around ,and com1e out with ,a 
suiltable ride,. Differe t k'ts can lbe ap,p,li,ed to 
cars ,depend ing1 o,n how you plain ·to u1se, them1, 
althouglh kits requi ea certain l1evel and airen't 
avaf lab lie fo1r all ,cars. 

Out on the road, i1 • s easy to spend time 
lkn1ocking down various skills, missiio1ns or 
even sigh see a I ist ,of g,eograp h1ical and­
marks, b ult navjgati ng traffi,c can ,add chal­
llenge, an the po ,ice i II be o n 1 y 10 1u ta.ii if you 
driv,e t,ao rec kl essi y. P r,ape • y daimag1e is one 
of ·the;ir deter1nining factors, altiho gh the col­
lision ,does a p r,etty good job of b eirn g lenient 
when1 n,ecessary in order 0 1 create a ·fa.st an,d 
fu experience. 

It will !be, interestin,g to see ho . The, Cre 
holds cur attent1i c n ac oss a f1u II story, and the 
1enti1re map of th1e U. S,.A. l ~tt,ered wf h ch~ -
lenges butt e !beta has proven ·th1at it has a 
strong, i nviti n1g st11u c ure. thew Ka o 



Stacked with ew mo· es Visual Con1cepts eyes a itle run 

as year NBA 2 · 14 came st,om, ing o u o 1 

tlhe nex ·-gen gates w1ith two rebuilt modes 
- that gav,e us a glimpse• o. the f1Jt1ur,e o 
sports g1am,es his year deve1oper Visual 
Concepts is focu,sed on makin,g sure the 
encourag1i ng , yCareer aind MyG1 build off that 
fo1un1datr,on and take tlhe game o n,ew heights. 

The role-playjng favo, ite MyCaree returns 
i 11 NBA 2K 15 wlt1h a ne•w premise·. As an 
undra ed free agent. you must try and crack 
an NIIBA roster ,on a 10-daiy contract. the,n 
write, your uni i ke1y legacy as a superstar. 
Instead of focusing on shoehorned storyi i nes 
l'ke, last years nvalry wltlh the 11ctional char­
acter Jackson1 Ellis. fo'r 2K15, Visua Conoepts 
recorded audio wltih players from every NBA 
team _ o bring1 team _ ,el a _ ionsh ips t,o tlh e fore­
font Afte your 1rst year in the league Doc 
Rivers will assume· co,aching d1u ies f,01r your 
team and take· 'th,e role o,f .a 1men o teaching 

you how ·t,o become a bette player he mode 
a so, lets you s . ip ,ga1m es d uring1 the season this 
y,ear, and a new upgrade pa h makes it harder 
to purchase you · wa.y o be,i n,g an eli e p 11ayer 

The otlh,er cornerstone m10 . e, • yG M is 
1rece ·ving renova ions o lessen the d ep en 
dency o:n tihe in-ga1me cu1r,ren cy for u1pg-ades 
and improve i teractions ith ·your players ·the 
media aind yo1ur ow1ner. The various people 
you converse w itlh now r,eme·mber your prom 
ises a1n d react according fy i you renege o 1 
your o,rd. The new u1pgrade system awards. 
yo·u XP fior every act· on you ·take,, whether you 
are siim mi 1119 or playi1ng games 

Another s1m-frlendl1y feature is the ,SimCast. 
h'ch allows y,o o s·m tlhro,ugh a game, but 

jum1p into tlhe ac 10111 at any time. I you IP e er 
to leave 'he co,n ersa io,n b,eh1ind an,d control 
ea.,ch o _ihe 2,8 NIBA teams you ca1n do, so 
iin the new Myleagu,e mode Customi .. ation 

options in cl u1d e s.eas 01n len g h1 fantasy drafts , 
custom ro,sters t ad,e-logic s.ett ngs,, control­
ling th,e morale system .. an1dl tweaking draft­
class qual'ty 

NBA 2K 4 suffered many netwonk issues. 
at la1unch but 'Visual Co1nc,epts is confident 
these are in the rearview mirror, Tlh e ne 

y ark. 1mode slh,ould ben1ef1t mo,st if th1is is 
true. This. e,volution o last year's effo" lets 
you choose one o· three h,ome 1parks to rep 
resent eac lh1 of' wlh ich imparts u niq1ue• ski I I 
upgra es Y,ou ,can sq ad up wi ,h friends 
bef,o. e 1p~ck-up games or i • you pref,er a moire· 
NBA like ex1pe tence you can part1icipate in 
five-on-five match1es, with re,ferees in the Rec 
Ce~ te, _ o encou age mo r,e un se~fish 1play., 
Vis1ual Concepts is migrating the teamma _e 
g1radin g in to the, mode as. we1 I 

The !bevy of imp r,ovemen _s be •ng ·touted 
for these m,odes ~s impressive. but tha 
doesn' m,ean Visual Concepts is leavin,g the 
g1amep1lay un ouched. A n1ew dyna1mic shot 
m1eter makes it easie· to • ell he to re ease 
your shot .payer m1ove'ment ·n smalll spac·es 
has bee • co1nrected to gi1ve you more, fide11·1 

hen cont al I ing1 defenders and en lh1ance d 
A.I. has a better· u111d,erstanding ,of how to be 
useful after play b r,eaks dlo,wn. 

To b,etter dif eren1tiate between ,different 
N IBA teams lh e d eve 0 1pe s have ins al lied 
each o,f • lheir base sets. This heps teams ptay 
m 10 re ,o, gan i1cal y I andl 'the em bedd1ed k n1owll­
edg:e means you can explo,i ~ repeatable si ua­
tions o n1 otte•ns,e 

W~t1h this many rnew wri1nkJes being ,added 
to NBA 2 K 15 perhaps this is ·the year Visual 
Concepts finds a way ·o unseat FIFA as the 
reig1ning sports ga1me 0 1 the year. We II find 
out i1n 10cto b er. a t B rtz 
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Toe najority of the features 
listed iin this preview app1 
onJiy to the vetsl:on 
of th ga • . lmt tha. ·s not 
to s PS3 . 360 owners 
are being left in ·the cold. 
Replac:· yea.ts Le Bron: 
Pafu ·to Gream ss mo 1e 
V'LS concepts • introducing 

new mod call d. 2K H o 
whem ourr,ent and pas · NBA 
play pick their dr am 
t ams to com,pete .aga:inB one 
an.olh r. Featured ath[e s 
include cov r boy Kevin 
Duran . Steph Curry, P,a • 
Geo - ~ James Harden. and 
Shaqullle O'Neail. 
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any ol•d games get upd.at,edl re-releas,es 
or ports ·to other systems. 81 t where, 
most po s get e1n1hanc,ed graplhics 

and simoothe ram erates Medi a I ol ecu le 
is pushing ·the bounda i,es of wh1at c,onsti-
u1tes a po rt by giv iing its Vita platform e ,a 

host of new mechanics ta' lored specifically 
to the PS4. 

The ,original! Vita game told the, sto'ry of 
a cute antih ropom O' ph ic envelope and is 
jo ume,y throug1h a paperer aft world! to de liv,er 
a spec ital 1m essage ·to the, plays of ti e game. 
Along th ils j 01u rney 11 he battled with paper w.ad 
enem1ies call edl scr.a.p s and befriended o cal 
p,aper deni_,ens as ptayers cus om1ized tihe 
·worldl around th1em. 

Gwen the dllierences between the Vita and IPlayStation 4. several of Tearaway·s 
gam m chanlcs are changing. 

Out Fmger poppill1g - The Vita version allowed you to touch th syst -m·s back 
tooc:hpad,, sending your fingers mto th wotld to mo\t'i . obj els md knock en mi· s 

out of the way. 

,: C~eating wind - By to ching the P . 4 conttoller:s touchpad. p]ayers can creat,e 
gusm of • d that. blow enemi&s: and objects acr,oss the scr en. 

o- -Face time - Tile Vi a vers on made good use of the h dheld cam ra often 
putting a player's face in tlle game. While Media Molecule migiht do some of 
this for players who own a PlayS1 tion oaimer,a the studio will to,ne down this 
element smce· t can" ely on people owning a camera . 

. Light show - Tile li bt on the bot o of the PS4 conooller 1can shine mto 
Tea:raw ys world, allowing players o grow plan · ... ,. light fires, and il 11mlnate 
dru-ken d comers. 

Picrure pert ct - The original gam let players use the Vita's ~amera to 
collect n w patt ens n~d oopo them mto their paperc1aft world. This will no 
longer be possible on the console treriston. 

Controlle holding - Tearaway' messenger &an throw objects a the pllaye(s 
co ttollet, and playets ,can the throw • es lt• ms back i to the world in o der 
o destroy environmental. barriers. 

0 previews 

Wh'le, the overa I prem1ise, and p,lot re:main 
unto _ ch,ed, Media I oleculle is m.aking .a 
lo1t o,f cha1nges, fo the PS4 ed'• ion. Certa·n 
m echan res. that involved usi1n g the Vita's, 
r,ear ouchpad and ouch1s•cree,1n1 lose t eir 
poten1cy whe·n h,e game isn tin your hands, 
so Media Mo lee ul e is 1repla,ci ng these sys-

1em s . it. n,ew m1ech.anics and scattering 
new puzzlles that leve age he.se• m1ech,an·cs 
aro u d he wo d (see sidebar). 

During a recent de:mo of ·th1e game we were 
d1ropped into Mlapl,e Fields. O'ne of the open­
ing1 levels of the game .. This area is about 501 

p er,oent la1rger on • he PS4 tha1n it as o Iii ·the 
Vita, a1nd th,e •draw distance reaches m ch far-
iher as well g~ving1 t'he game a ,g e·ater sense 
o,f sca,e. Media Mo~ecu!e says e,a.ch l,eve 
also has a hos i ,of new ar,eas, an,dl featur,es a 
nu mbe o 1n ew col I ec able sec re s 

'Wh.le Media M,oil,ecule desig1ned tlh,e Vita 
ve:rsion to fee II Ii ke a sm 11 wo rldl in 1h e palm 
o,f players.' hand·s the lbigger conso,le version 
acts lik,e a world insi,de players TVs wh1ic 
·they interact wi,th firom a dis·tan1ce. Manry 

of the new mech1an~cs r1eflect this 1d,eal. 
-or exam le du1rrng1 o r demo, 'he paper,cra 11 

mess,en1g er t h1rew a squi r,el ou of the TV and 
into, ,0 1ur ,con· roller Afterward the controller 
staned vi b rat1i ng .and w1e 1cou Id hear he little 
creature squeaki1ng from he speaker Whe•n1 
we swi1ped at the IIPS4 controlle •s touch-
pad. the squirre~ • ould hrow nuts back into 
t1he ,game o,rld Using his wi111ter stash we 
knocked down a se-·es of targ1ets that opened 
up new path,s fo our mess,enger .as she rol ,ed 
dow 111 a se ies ,of p 11pes. 

Medi.a Molecule has ex e1nded the pla1-
formi ng1 ch al lien g,e o Tearaway - ad di nig 
new platfonming1 sequenc,es, to a g me ha · 

as already gre,at. lln f,ac the PS4 ve,rsion 
of Tea1raway looks diffel'\ent enoug1h I hat we 
· ouldn t blame some playe,rs for m1ista · ing 

irt for a 1proper s,equel Fa s o,f the handheldl 
ve' sion1 could ha e 1plenty of reasons to 
1return to I his, platform e and newcome s 
sh•o ul1d ha.ve, ,ev,en1 more motivation • o d i1ve 
i1n to t1h is pap er w1or~d for he fnrst ti1me. 

R eve 
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es to battle 
hough the• P aySta ·110 n1 4 has taken ce ter 
s age~ the Tales series l1s c,01nten·t to k•eep 
chuggi g along on the PlayStation 3. 

These games don·-t often break the• mold for 
RPGs, but grea clharac e • interacti,ons and 
thie• ,evolving ac , jon !battle syst,em ke • p fans 
e ·tertained. Wi'tl Yalies of Zestiria,. Ban1d1ai 
Na1m1co is striving to se tihe PS3 h1ardware 
better th1an 1ever befo're. 

Zes 1irnla already looks to be the m1ost 
1poli shed Tall es' entry y,et. Tine load times 
between battles ar,e ,almost en irelry absen , 
and the backd ,ops for ba lies are n,o lo n1g er 
static,. but reflect where you aire in the world .. 
If you have ain ,encou1n _ e in fr,o nt of a _ owe it 
ap1pea s du in1g b•attle. The g1raphics are c isp 
with mor,e detai1led charac ier mode1s and 
!lighting a1nd shadows, whiclh makes the w,onld 
feel 1m1ore alive 

While plenty of enhancements a e· bri1n g1i n,g 
the series f,orward producer H rid1eo• B.a!ba allso, 
says e wants toge back to th,e series' classi­
cal roo, s. Fort e fi1rst irme since 2008's I alles 
of Vesperia~ ·th1e se ,ing1 returns o swords-andl­
SO'rcery. Baba also indicated that ·the ,common 
them1e of ·t. is e n1 ry is •l4passio n: • the itle Is 
derived from the word est. 

The s •O't'Y i 'Ollows clhildhoodl f_ iiendls ,Sorey 
a1nd Mi leo, a lhu1man and a se:raiph , resp c­
tively. Baba lhinted tha co-existence, a 
comm 01n I all es th em,e, woui d sun ace w ; h 
their relatio1 ship. T eir frie. dshl1p ex en1ds 
to 1th e bat 11efi·eld: So r,ey can1 use a se · ap h1' s 
power to tr.an1s.form ·n battle and Bandai 
Namico we:nr1 a111 out wiith th,e animat~ons for 
the· battle ra1nsfiormations. They make you 
feel II i1ke you ve up p,ed he stakes .. 

Wh n1 Sorey isn't using a seraph's po er 
the ser,ap h gh s all ongs i:d e him 1 • ke a regular 

1party member. Ontly t r,ee members aeon 
the battl'efie lid when Sorey tran,sforms w~ h1 a 
seraph, o,th • • · ise ~t·s he typical fo1ur-1member 
1party. The dillemma is cl'l,oosing bet _e n ex ra 
han,d s v, sus ex ra pow,er. Th,e seraph sys em 
alr,eady see·ms. 1mor,e com1plex tihan uudger's 
chromatus abi ity rom Tales ,of Xi lia 2. and l'1m 
e cited to see how deep i exte ds to battles. 

In our hands on time w,e spotted four di -
f,eren1t seraph al !~es, eac with a dlifferent 
eiementall allignmen,t that gave Sorey .access 
to d·ffere:nt artes. Becau,se of seraph,s' ties to 
ei men al weaknesses, i s clear h,ey 1p1lay a 
lhuge part in your success. 11 especially n,o,ticed 
th1i s in boss ba les. If you e not damag1lng an 
e emy's weak 1point , combat can be a Ieng hy 
affair so 1it's important .o est ,o ifferent 

eleme,n a a tacks u ti I you fl nd .a _ eakness. 
The fields aren'· as clulte·· ed as Tales of 

X~llia Classic tre -s re chests can be found 
as well I as. plants. or harv,es Ing. You can 
also talk to party 1members h'le e 1ploring 
these i:elds. Sometimes you receive dialogue 
optic n,s. ,andl ot1h er times th y giv,e you items 
they'v,e • rack d down for you. 

The !battle trans ormations along wi visual 
and technical upgrades are steps in th,e righrt 
direction. Now I'm curious if he _ ew char­
acters wi II break the Ta le s mo l1d and n,ot ·fall 
·n1to th · typical! .anime archietypes we ve seen 
epeatedly in the series,. Here~s h,oping1 that 
• es lnia akes th1e huge !leap _ orward h,e ·fran­

chis,e has been miss ng with ir s IPS3 entnles. 
Kt er ey allao 
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II- es·to ing confide ce with a n1ew di ec ion 
ro,m its first a111nouncemen . at -3, 20061, 

- finaJ Fantasy Ve sus XI I~ was c osely 
associated with its ,orig1inal director 

Tets ya omura o K"ngdom !Hearts ·fam,e. 
After lang ishing in deve opment fo1r yearrs 
S,quaire -1rnix decided he project neededl a 
f1reslh sta , . T1h at began with rebra 111 ding the 
iitle Final Fantasy XV but the charng,es, ,did1111 t 

stop there. At · h1's year,s Tokyo Game Slhow, 
hie pub isher announced Nomura is no 

longer on the projec • wi h1 th,e dir-ector role 
bei111g passed to, Hajime Taba a, the mind 
behvnd Fi1nal fa111tasy Type~O arnd Cnis's. Core: 
F'nal Fa111 asy VII. 

Sqruare En'!X. knows fans have been waiti1ng 
a long tirme to play inal Fa111tas.y XV., which 
is why the com panry allso revealed plans fc r a 
playab,le demo entitled Episod1e Duscae I I · 
is tlhe ·furs .· ime hat fans who hav,e been wait 
ing or XV ge chance to, try o u1t the game, • 

Tabata says.. Th,e l'ieason I wan1ted • ,o make 
1demo is ·,o I et players see whatever po rtio·n is 
available 1ri1gn1 now and to un,de· stand ·hat XV 
is, s 'i I com1ing1 ,and w,e1re s ri I w,orlkin,g on i . ' 

Ep,isode D1uscae is ,a lic,e of the· earjy parts 
of Final Fa11r'asy XV, bur it gives play,ers an 
idea of the scope and possibilllttes of the 
ul! ,game. Some of ·tn1e major fea 1ures are 
apparent immediately, like the .ab,i1lity to d rrrve 
vehicles. Noci:Fs and irs, friends are cruis1in1g 
1h rough he countrysidie , making th,e adv-en-
1u re feel a bit Ii ke a road rip among frj en dis. 
U1n like some previous Final Fa1nitasy titles 
~most notably X I), 1pl ayers a1re no • ~ strict,ed 
o traveling down 11·near corridors. ot Ii erally 

,everyth ·ng is open world, but it ~s 1pretty vast, 
andl you wrill be ble to free I~ exp,10~1 IJ Tabata 
says. You can technically walk around! ,he 
we rl1d I but w-e r,ec,om1m end using a vehicle , and 
i 'II be a journey ,driiv in g thro ug h1 the conti nen . 

Comba also takes pace out in tfhe ,open 
with rno transition be ween exploration ood 
battl1e phases. j'You ve 910,t enemies hat al'ie 
roaming a1i'iour11d irn ,all areas Tabata s rys. 
Th,ere'' not .an · encoun ·er ' per e. ft's a.Ill 

seamless,." L'ke •driving on safa 1i, you rmright 
see giant lumberi1ng lbeas s just· feet · ·om your 
veh tcle. If you wan to I you can get out and 
pick a • !,gh , taking advantage of the act i o:n = 

heavy battle sys em. v ·ou slash yours ,ord 
and fire off magic spells i1h1 immed'ate t·eed= 
back, 0 111 1Uhe opposit' e sid,e of the spectrum 
from a t1rad' to1nal tum=based system. You 
can switch between offensive and def,en1si1ve 
stances wi h the push of a bu • on. b we 
hrave to wai nt~! we ge ,our hand.son the 
demo to l!.J nderst:anrd he finer points 01f battle. 

Episode Duscae should g!·ve players 
ample opport nity to 1explore the nuances 
of com1ba an1d exp lorat1i on, si nc,e he 1d em10 
provides, pie nty c,f ,cc 111 ent. If you ju st p Jay 
straight through tile story m· s about one 
hour worth of gameplay T baa says 1lf 
you ,go and explore the world map or go into 
a du geon it wo,uld e somewhe'r,e upwards 
of three to four lh o u1rs. "'' Squ,are Enix hasn t 
reve . lied he pri1c:ing or release plains for 
Episode Duscae, but th,ose who bu1y Final 
Fa.n asy Type O HID1 get a free v,ouch,er for 
the dem-o. 

Final Fantasy X.V is currently !between 50 to 
60 percenr • complete. That might not seem 
imp,r,essive for a game tiha·t h1as, been in the 
wo rk.s for over ei g lnrt years bu it seems I ·~e 
the recent dlev,elopmen s have p1ut he garme 
on a new and less ambigu,ous course llhe 
release ,of Episode Du·scae could ,go a long 
way toward restoring fan confi d-ence in the 
Final Fantasy XV pro·ect, though Tabata 
who joined the team two years, ago) sti Ill 

i,s n I t r-ead y to annou nee a firm release date. 
Un ,orrtunately, it 's stil going to take a while," 

he says. 1 But I'm h1op'ng pecplle will reset 
their irm ers from when I joirned lh e team and 
restart tln,e count from there. o J ba 



Class O gets a seco d c ance 
he las_ stage o • ti e PS P s lifecycle 

,as not char,acteri1zed by a deluge o 
noteworthy releases,, but support or 

the s,ys _ em lhad n o,t com1pletely dried up irn 
2011. That•s when Square Eni re eased 

·nail antasy Type-10 i Japan, but the pg-=- 1s 
flagg1i-_g 1popularirty 1meant hat he t11tle never 
made its way to, N,orth Am,erica despite 1its 
positive reception. S • uare Enix is fi 11 g hat 
wi 1h the release o· !Final F,antasy Type-0 HD, 
a remastered vers con of· 1 he IPS,P origi1n al fo 
new-gener.a1 ro ri1 con solles~ 

Type-0 IHID covers he, exact same conten1 
as the 01rig i I al rel ease. As a rem as I er { n101 a 
rem1ake), th is re ease doesn't make .s!gn11i ii­
can al erations ,o adldrit ·o,ns to the· ,gamep ay 
o the na1rr,a11ve. Type-10 focuses on Class, 0, 
a g1roup of academy s ·ude nts w~th exc,ep­
•tional po ers and m ag1ic al abi i i es,. Th,ey 
are emb,roi led in a war invo11v·n,g an invading 
em pl r,e, a d players g1u idle th em th ro u g1h 
'the CO nf Iii ct. 

Comba is ·fas _ - aced a 1d ac I ion-packed, 
a111owl1ng yo1u to s ap be _ een ti em mbe'rs 
of Class 01 to 1take advarntage of thelrr differ­
en I abi llities. IF,o • nstain ce~ Ace uses ,energy­
charg1ed cads, wh·le Seven lhas a whip-lli,k,e 
weapon that can pulll enem~,e·s i rom ,a dis,­
tanice. You g1ain access to 14 dliffe e'_ t char 
ac ers over ihe ,course ,of the game,, so you 're 

hip co mlbat g.am, s often p1 ace players i1n 
d1ogf1ghts with small spacecrafts_ Yager 
is tal<1i ng a dlifferent app r1oach with f ee 

to-play Dreadnought as play,ers load nto carp­
i al-class, stair cnuise·rs for deathrmatch-s.tyl!e 
encounters ,above pllanets. IEv,enr .he speedry 
ships with a focus on mobility aire huge _ ith 
he tr ular craft bei1ng ·he b• ges and rmost 

capable of absorb''ng ,extreme punishment 
Ships ,come in cl ass!c archetypes. from the 

s o,w ta: k- ike Dreadnoug I to support craft 
andl 11sntper ships- gi1ant art1illery cannon1s 
·hat can ,dish ,out fncredible ,damage fr1om great 
distances. Each ship ,can be outfitted with 

bou n,d t,o f Ind a few f,avori es. 
As the fi1rs I' l1nal IF antasy title on n • w-gen 

co:nsoles Type-0 HIID1 is bound to receive, 
some addfrtion1al scrut1lny. W,e go· 01ur hands 
0 1 the ,game at the• Tokyo Gam1e Show. and 
while I he visua~s look good, don t exrpect o 

a loadoUlt: s~m~lar to the systems in place for 
most shooters. but here tih,e op11ons are tied to 
·the sh p class '' Support ships have !healing 
capabili -1les thiat will keep you Dlieadnaugh _s 
alive through ev,ern the most focused of fl e+ 1 he 
artillery ship, has clloak1ng options a d c,ou -
termeasures, _ o handle nco m1i n g projectiles 
and dreadnou1g ts sJ1mply plod along dealing 
out death wi h1 a varie y of salvos, aind ,asers. 

There arre th e e ,d irff eren man IJ ac u rers o 
each ship, ,archetyp •. in the ,ga1me that e· sur1e 
you r,e getting the er.aft thats tihe rig1ht core 
for you in ad,d~tton1 to four-abil'ty custo:m 
loadou s arnd a,ccount-level ship cr,ews that 

see somieth • n g tih a·. p 1.J1s1h es the, PS4 or Xlbox 
One 10 lheir lllmi s. his is s ii a P.sp gam,e at 
·ts cor,e, and h,at 11 egacy is apparent in areas. 
Eve:11 .so, ina11 Fantasy ype-0 IHD i1s a good 
firs1 st,ep towar,d u1sh1ering in1 a new generation 
of FI nal Fan asy titles. , J e Juba 

add specifiic bon1uses like lo,wering weapon 
,cooldowns arnd ,en anci111g sh elds,. 

In addit'on to 5v5 te 1m deathmatch style 
gameplay and te,am eiimina i10,n (no respawn) 
modes, Dread1no,ug1ht w1ill feature episod~c 
·single-payer S'tory content w·t:h writ1ing by 
au hor 1□,an Abnrett of Warhammer 10,000 
book fa1me•. 

Wit hr s • ngl e syrn,chro no u,s sess ~on s titles and 
their as : matches and t11,ght reward loops 
bec,01m1ing moire po pula 'than ev, r on the IPC 
·sce,ne Yag1er may be ,crafting ,a ,compelling 
co · petitor i Dreadnought. he di osed beta is 
exp cted :o begin early nex year. el ck 
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art h1 American gamers m1issed 01ut 
Tales of H1 arts w en it debuted on 
1 he Nini ,endo, DS back in 20018 , andai 

•. amco isn't mak1ng the same mis 1ak,e twice. 
11h e Vita re,make Tales of H earls, R is ma king 
its way to our slh ores. 

Tal1es o I Hearts R stars Ko,r M et,eo r, ,a ad 
·who s ju st s,tarted rai1n mng 10 use his soma, 
an aincient w,e 1pon1 Kor s grandpa is teach­
ing him ho • o b . r sponslble wi 1h • bur not 
w11tlhout a few laug1hs ,along1 the way. From 
the g t-910 he I wo, have a gr,· a·· dyna1mic·, 
ban ering I· ack and forth w·u, K,or calling him 
'g1ramp,s .. • Kor can use his so·ma f,or healing1 or 
,d estruct1i 01n .and his grand pa warns him abou . 

n 1ng wi h class 
he number of fantasy g1ames w · ere brave 
ad·ve11tu1rers 1ght off fears a me monsters, 
is beyo'n d count1i ng but different d1eve I op­

ers, have different approaches Io hie formula. 
F,or its fa test hand held adventure, Sq u ar1e Enix 
1s leav Ing behind • e 1.J1rn-based mechanics 
typ1caJlly associa ed wi h th1e Final Fant sy 
naime ns ead ·veering more in he direction 
of • he Mons er Hunter series Flnal IF an asy 
IE plore·rs isr11 1 a d rect i m ation . but it ,c er­
ta1nly :akes cues fro'm Capcom s, act1on/i PG. 

E • ·plorers uses a quest-b,ased struct re a, 
pit your lh1ero .against a serl es o·f iconic Firn al 
IF.an as.y m 0 1n sters Th a i -c lludes s1mal ler foes 
like chocobos and golbl1nsi as well ,as massive 
beas s Ii ke If rit an,d B aharmut The c omba is 

bei1ng1 able to withs 1and his emotions ,and use 
irt i h care. 

Kor does1n' fin,d reason to use his so:ma 
unti he comes acr,oss a mysterious girl, 
Koh,aku Hearts who washes up on shor1e. 
Kohaku was separated from her broth,er after 
tlh ey tried to escape .an evil witch. When Kor 
t1r1les to help her. an accident occurs hat 
,c aus,es Kohal!<u' s heart to brea into pieces 
Now hem 1_st ma e 1h·'111gs r1igh by ,going on a 
,q1uest to colllec each missing fr,agme·nt. 

Heart an1d emoti,on ar a lhug1e part of he 
story1·ne and ev1 n p lay a r,o!e in tihe lbat le 
system. Kor can build up five of his soma's 
,attributes: fight end u anc,e~ si ncerirty be lief-

aci1on-focused- yo have an a · ay of active 
a acks and skills and figh through du1ngeo s 
to g1ain ,expertence, pick u1p loot- and gath1er 
ma erials Betw,een quests, you re re . p In 
own1 o, use yo I r resources to prepar,e your 

se llf for the ne t advento re - II ike us1 ng m1a eri­
als to craft, be er eq1u ipm en 

Wh-le these elements a1re tam, ma1r ,o fains ,of 
• itlles l'ke IMlonster Hun er he cllass system 
is distinctly Final F'antasy. Your 1characte • 
advan1c·es though roes like monk paladin 
and dragoon to master various skills Those 
sk11llls can 1hen lbe ,applied o other class,es 
g ivi g you he abi ity to cu s,to m ze you1r 
hero. Though1 IEx1p orers does have a narra-
• Ive abou heroes ·trying c,o l,ec crys·1 ,als and 

and me,ttile. You also unllock bon1uses b,y 
lbuill ing u ne·ghl oring attiributes evenly 
I yo can 1decide how you want to b1.J1ildl 
th es,e s,kil Is. the g1am1e wi II make sugg1es-
ti o ns for you. So, far battl1es pay s··millanly 
to other Tales' aot1ion bat lie systems, with 
free run a1nd the abil. y to jump or ,dash1 to 
avoid at-tac • s. 

My bigg,est tak1eaway from Tal1es of Hearts A 
is tha 1i • s, s·. If aware. The 1gam·- knows i • s 
a bit cheesy a1nd is1n't afraid 01 poke fun at 
tself., an tha·t s refreshi1ng I just hope the 
j1oumey isn t pred io ab e and takes i • s, prem­
ise of explor~ng emoti,ons o an i1nteres,ting 
1plac,e. Ki b r y Wall ce 

save the wo,rld - ·, he co1re of • he ,experi en c·e 
is · his ,co,ns .an strivin,g for improvemen • 
and ,opt1miza iion. 

E- plo1rers ,can echn cally be played single­
player but · he· real stirengr 1hs of the ex per -
,enc,e come ou i1n the mul1 lp ay,er modle Up 
to four p,layers c.an ·~ am up to ake on the 
,ques s, leveraging d fferenit c11asses and ab1li­
t i1es • o g e I the best· s h1ot at vict,ory ,Qf course, 
wh e her we cairn play a·t al I - m1u I i player 1or 
o 'herw1se = 1s still up in the air Square hasn1 • 
said whetl11er or no I Explorers 1s c,om1ng o 

orth Amie ica but bas,ed 01n our hands-on 
time the gam1eplay see,ms fun1 ar1d acces­
s'ble enough · o find s p1port on our slhores. 

Joe J 



Stocki g for success once ag in 
hen Bravely Defaul _ finally launched 
in orth Am er1ca th is year it as a 
haro-won victory fo:r fans ho pleaded 

fo' 11ts localization. After Square nnx. wouldn t 
!budge . . 1in ,endlo stepped! in and publish:edl 
th1e title int e West The game ended up, se!l­
ing well and g1amererl , ai1se which may hav,e 
to ,do with i s ·thro• back to old-school Finial 
Fantasy games. Now Squar,e En·x is devel­
opi1ng a seQuei featu1rfng Bravely Default's 
Agnes takfng place a few years after the first 
game. A big question on1 No1rth Armerican fans, 
m~nds ·s if Square Enix will be tlhe one to bring 
over Brav,ely Second. Ti me, wil ~ t,ell. but from 
a I ec,ent ha1nds-011 s,e,ssion1 'lhr I he game I d 
say it's a no bra·11er 

Eveaythi ,g f,ans loved about Bravelly !Default 
is sti Ill intact The hand-drawn backgrounds 
are stilll gorg:eo1us and even more noticeable is 
the more detailed envi1ronm1ents y,ou ex1plore. 
The diungeons, and fields don't seem quite as 

vacan t1his time arou1111d Even1 the ,character 
animations look be _ er during cu scenes 

The intrig1u·ng brave/default tu n-stockfng 
sys em is s iii front and cent,er and not muclh 
lhas changed it1h it. lit still I bri1ngs a lo 1 1of 

thought to, ~he turn-based batt11e, system like 
do you sacrifice a tiurn to heal a near-deat . 
ally or spend them all~ ·or an alpha stri1k,e? Just 
like the firs,t game it 1s abou _ mak1ing the most 
o · your turns and study1ing you enemies. 
So,me ,e11em1ies are i mm1une ·to magic whi~e 
others o n 1 _ take m U'ch damage from1 phys1i­
cal at acks IBa ._les are o _en about rying dif­
ferent actics and s,eeing what works 

While Bravely Second does1n 't stray oo far 
from its predecessor,. it dloes lhave a few new 
add't1lons. inc u1ding a new w11zard class. It 
also has a new special abi ity shusnoku-ku 
which lets yo u1 dish out two ·types, o magic in 
one spelll Imagine if you di'dn·• _have , o select 
between cas ing a hea~ing spell or a dlam1age 

spell, burl co Id do bo h ~11 on1e tu 111. • e dorn t 
y•e know ho this will be imple'mentedl brui 
t s a gr,ea • id1ea. 

The de • eloper also, indicates that they ant 
to focus, more on the s 0 1ry. ~ere1s hoping 
the de,· elopmen • ,earn also looks at a way to 
educe some of the repetition from the firs 

game, w h1ich was b,y ar its bigg es,t blem • slh. 
B ave1ly Seconds ill hasn't been confirmed 

for North Am,erica but et' s h 01pe fans d 01n • 
have to1 • ight as hard to play as they did its 
predecessor. Ki . erley W lace 
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Team . i ja s fighter gets t e e • astered treat ent 
eadl or Alive 5 re eased for llas -g,en 
co,nsoles in 2012 a1nd I laySta i10,n 4 
and Xbox One ,owners are 1rece • v ing a 

remastered edi ion cal~ed Last ound. Lik.e 
m.any of the ,games making the, jump ·f ,om 
'the 0 1ld to new systems th1's new vers,ion 
ja,cks up th,e 1de~ity to 11Q80p and 60 frames 
per second. 

A ong with he bette I ame at,e and higlher 
resolution Team Nirnja. ·s empfo,ying1 a few 
new graph· cal 1chan g,es to rn ake everythi1n g 
look b ette . A new sk • n sha,d,er en h1an ces the - - -

''slickness, of !he characters, as eam Ni1nja 
ref,ers to it The pa1rticle effec ·s r,elated t . e 
as sorted s a.ges react· ng to1 comb a such as 
exp,losio,ns O' s1pa ks flying from someone, 
,gett1ing1 ossed into a n1eon sig1n have also 
been expanded. Yo1u should see a lot moire 
c m,age as tihe stage falls apart in1 respons,e 
t,o batt es. 

Last Round inclu ·_ es more ,custom·zation 
'than previous iterat~onrs of Dead o Alive 5,,, 

11t h1 300 uni ockab,le costumes as, wel I as 
new hairstyles and a . ded accessories for all 
fighters. With upgrade 1re-r,eleases like this 
DLC is often bund~ed in but not all 0 1f Dea,d 
o Allive 5 s pas -release c,ontent is ·nclluded. 
Any DlC pu1rchased on1 llast-gen consoles. 
ho eve is transfer,able I o Las R,o u1nd on 
PlayS,tation1 4 and Xbox Q,ne. 

1eam1 Nlrinja isn t saying m I ch e~se about 
wh a 's n,ew for I ast Round. but the a1mlb1i g u1-
,ous, promise of a d1ition,al [ new content an1d 

1 lld a deck of eq1uipment monsters, mys­
- · enlous encou I ers reasu1re- shops and 

secrets - hen p !ay an it. Th ~s is he setup 
f,or Hand of Fate- which m aslh es the actto1n/ 
1RPG genre with a ,deck-d uve· dungeon-
c awl' n g e nvl ron men fea u rl1ng1 random i ed 
eij eme1111 s Wlh ile th,e mys erto s deal er w i II 
all ys in cl ud1e certain car,ds o 1make up 
!levels,, you are responsib~e for selecting many 
of he card-driven . d ve u res you 11 have 
a~ong the way F om ·travelfng peasan s to 
deadly avalanches he card dnven du g,eo,ns 

eneral ly hav,e a mi: ,of boons and bu r,dens o 
encor n1 er on 1he way o each levels boss. 

The d eall er starts off by i nsert11 ng1 app ro p ri­
ate ,c,ards ~n o a eve! s dee ·.· and · hen mm'. ing1 
your own deck • , 1h i • o compos,e sort 
of ,gam • board. You 1mov,e y•our c ' 1a ac 1er 
llike a boardg1a1me· piece o,ver unexp oredl 
car,d s u nrcov,erii ng1 s.eor,e s cha Ill enges and 
e'n emi es. Each card space m ave consumes 
one food resour,ce and glves t e player some 
h,eal h Run ou of frood and you beg in I o ake 
da1mage fo1r e ery spa,ce traveled. While you 
s1 a ·: ith bas,e eq1uipment l1lke an old . • e 
a1r11d w,eak a,rmo y,ou have opportunities, to 
find 1reas1ure ha allows you o score ,cards 
fro,m ·your equipment deck You increase in 
po 1er quickly as yo1ur ainmory grows from 
llevel o I ev,el 

!Many card lies. end wi 1h the play,er ba1 1ling 

features ,are also plan1ned o th1e, ,gam,e. 
I you 1r1e still on I he previous generation of 
c,onso es but want to get you ands ,on th,e 
e panded v,ersion, the game is p~a1nned 'for 
1r,elease on1 Xbo 3610 and IPlayStati1on 3, as 
well b,ut will only be ,B'Vaiiabl,e digit_ I yon 
tlh ose platforms. y e 1ar 

foes • n rad itional action/A PG c omba 1, but 
othe,rs are 1more classic boar,d game dun­
,geon-crawling fare, such as choosing1 wha1 
to do, when ·faced with a starv1ing1 peasant or 
1 ryin g to s1n eak by a coupll e ,o s eep,ing o g es 
During these non-comba e111coun e S1 you II 
see succ,ess a 1dl • aml1u re ,cardls tha are, t' en 
shuffled aind p11aced facedown and then pick 
o:ne to see ·the resul s ranging t·rom ciritical 
s1uccess ,o c 'ticaJ faillure - ,did you g1rab -he 

loo ,cache or did the uar,ds wake, 1up,? 
If t1he •campaign isn t yo _r h1ng an endless 

mod,e is, ,avaqlable to ,es yours illls and makie 
a play on he leaderboards 

Hand of Fa e !blends commo · sm sh-and­
block action/AP1G1 concep 1s within1 an origin,al 
a cl 'nterres Ing tramework andi we r,e cu1 i,ous 
o, see ~f ··his earl1y access mash-ru p can draw 

a successfu c rd v hen he g1am e is n1lshed 
ne t year Dan e ac • 



i1gn1al S udios' Toy Soldiers ames 
,earned top sell er sta I us o I Xbo . Liv,e 

_ · and later on PC Beca se Microso 1 
1Published th m PlayS·tatlon1 ·fans n,ever got. 
th1e ,chanc . to experie: ce this u1nique, lbl,end 
o th ~r , -person acti1on an ,ower d efe;n se,. 
But ,after I 1icroso, ,allow d ,Signal to buy th .· 
ni glh·ts I o the franc ise ,, the, door has open,ed 
for To,y Soldiers to appear on a Plays atton 
con so le or the firs i me 

Prev·ous entries focused ,o, World ·war I 
andl a G I oe- 1inged u1.s.-versus-Soviet 
camp,aign respect v ly . At laiunch Toy 
Sol,di1ers: ,ar C est includes fou1r uniqu,e 
a mies, ,eaclh w i I h t h1e:i r o • n campaign 
Th,e • irs • two sh,own include I tunning hero, 
Kaiser WI elm's ww111-s ylle army and tfhe 
a I-new L,s 1-F ran k-m ee s-M y-Litt le-lPony 
Starr Power fo,rces. 

Our first dem10, eatures Ka,ser s army· 
def end· ng a vi I lag'e s 1rro unded by Dine trees 
a 1 d ,a river, which ~s all a m1iniature drora a 
i s1d!e a sophisticated stud1y Early waves 
from he, Star P',ower forces include colorful 
1Pix1i • s and teddy bears We. placed a1r11tj -inf an­
try tiurre sin a cem1e 1ery to thi1n ei ra1nks. 
The, 1player demoing he, game •Ook c:on1 ro1I 
o on of them to sho-0 1he horde and earn1 
lbonus money an,d ac ion points. 

Afte sea ring some resiou r,oes you can 
upgrade· range. am,age and hea h of 

I I 

II 

ou r n un~s ( hioh wi I be v!s1ually re1pre 
s-nt d for the ·irst i1me 1n the s. ries). As new 
u • its a!pproach we in vest in alrterna e e·ap-
o · s. Airmore un ico,rn s are weak to, ar,c slh ots~ 
fily·ng Pegasus uni sand f,ai i,es fal to the 
flak cannon, and powe ul rollin • ca pig1gy 
banks ,go down 1much eascer with hie help of 
a driva le 1ank. Th,e final oss ·wave is led by 
a fly·ng cloud cas le ·that drops pai1nt bombs 
and spawns sma le'r floa•ting rainbow castles. 

Th:e otr er map orn di1sp~ay ·s a sun y ack 
yard sandlbox. poprulated w1itlh ,g,ant ·~low,ers 
and m1ush ooms This Star Po. er b·ase is 
d1e e,n d ed b,y bu bb I e ,guns, t'h e .am mo pops 
on the g ro u ndl for sp las h1 dam age) ,a I oy sn,ail 
slli1 gshot tha ~aunches golf balls,, and a 1con 
centrated sunbeam constructed of s,everaJI 
m irro,rs ain d ,a magn ifyi g glass ve 1 1 u1aJ ly 
you ca summon a Pe as s andl soar o\fe•r 
• ,e landscape. a 1 ac k, ng the • orces • lo 
As op,p ose to contro,llab le hero Kaiise . • ho 
wi .ldls a 1rad· ~0111al 1machine gun rifle and 
g nades th,e s P'r ·1 ,ely Staroright eaves a 
rail of sparikly d estru,ct1i on in her wak.e 1u sing 

a glitter hand canno1n hea - grenades, and a 
d!evas ating1 cupcak.e wan . 

Th,e two ,armies annou need so far ,couldln 
be more d iifferent i both !ooks and play 
s.tyle We re hop ng1 the other I wo bring ju s 
as, much v.ariety when War Ch:es,t iaunch,es 
next year ry ,ore 

PlayStation 4 
- ox O ·• PC 

1. o 2-Playe S t,egy 
12 Playe Onlinel 

r 
Ubl.soft 

evelop . 
Signal Studlos 

ele e 
arfy 2015 

arn e h esp -c 
· bricatio ac elo1r of S 

11 al a e a 
ence degre . 

Di i al abrica ion i about to re olutionize ho e 
invent and create. Lear to lead this revolution ile 
developin you o n i ventions in an unprecedente 
universi y- ide, open ab environ en . As part of heir 
curriculum graduates of this program ·11 file fort eir 
o n Li .S. pa ent. his npreceden ed degree is t • e irst 
of ·ts ind bei g offered fro he elite riva e uni ersity 
that first focused at the da n of the computer revolu ion 
on adv ncing computer technology. 

Be the first to join a long line of tra ii blazing graduates 
tha il l le d th nex tran orma ion o1 chnology 
and [ndus r;. 

Pate t you1r fu ure. lnr e~i some hring tha 
c anges everything! 
earn more oday at .ua .e,du/DM F 
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Can 
S t ou • acruss· the land rof 

s · adow o a mission ,of ev.enge, 
and cut a bloody swa .... ~ throug_h 

uro ·s amy 

The· variety of enemy 
models :is the st • do t • 

featUJe, but the e wonmen . 
wea · e e em. and, anim 1tion 

me ,all ou tanding 

0 

The • core ts t i1S best iin its 
mos .... u. moments. incl 

in severa] memorable m . loclies. 
The -0100 work sounds like it' 

drawn ou of Peter Jackson' 
eleted cen ... a and showcases 
some so i d al 

range for such a violen tale 

A multi-layered set of to-game 
upgrade systems· - interact 

wath one another and the 
•complex controls mik hours to 

mash:,1 - not reco:mmended 
for - • - -rs 

t ............ 
..... ~allenging and fascinating 

adventure in emergent gameplay, 
but not wirtl:tout 1gro,wing pains 

• 

• oderate 
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E ler-ent action e olves 

Ill 

Ill 

J -Player Ac 'on at er Bros. [n· ,eractive 

1pe·n wo,rld gam,es often struggfe to fi1nd 
balance lbetween ·two1 ,extlrem1es, - the 
ability to craft a custom exp erien,oe 

and a Iii • ear pl'log resston that pr,ovidies, satisfy­
int g narrative. Shad1ow o,f Mlordor explores a 
unique solution to the dilemma. offeri1ng an 
u1nfo llding story ·that rieacts to tlh e player's 
choices. lits, ,a. ascinating ,exp:e iment in eme·r­
g e t actio,n on a gra1nd scale, but the foe us on 
those e·mergern' ele·ments can ~ead , o frustra­
tion i.n the early g1am e, and too much repeti­
tio n1 later on. 

Sn . do·w of M ordor earns, Its Mature rating 
in the f:' rst f,ew m • n utes with a holirific b rt 
91 i pping scene th at fuels the m a.n1y hours of 
gameptay that llice ahead. The rangerTalion1 is 
united in death wi ha mys:te:nous, and anai,ent 
wrai h and their comb:ined powers and us.t 
for vengeaince are ,en,01ugh to pose a. t 'hreat to 
S a.u ron1 s emerging armies during tJhe years 
between The Ho.bbit and The Lord of the 
Rings The storytelling1 is one note (revenge!) 
and it1s delivered thro1ug h mel!odramatic 
di logue that is precise, 1m1atc,h to Tolkien's 
dee amatory style. 

The co'mm ttm,ent t,o "Toi kien lore ia dmirab1e 
and ex ensive. Both ithe· m•a.i 111 story and side 
quests are filled! with allusions to the broader 
fiction and it's wond1erfu I to1 see M 0111 olith d i,g 
so deeprry into ~he established fore. Whet1ht,er by 
colllecti1ng artifacts from he lost ages of Mid die 
earth, or sneaking tli rough th,e dreaded fortress 
of Durthang1 a sense of place and history rper­
vades the journey: M ordor's craggiY peaks and 
g1rassy p1lai11s .a.re 1IJed with secrets to, uncover; 

many o • which provide a deeps understanding 
of Talion or· the wraith, and ·~heir conn -ctio·n to 
the· classjc story. Eve:n wiith the dose tles • o 
~he· char.ac ers . d events of Tol~ien 1 Sh1ado·w 
of ordor is tonally dissonant from its source 
mat,enial. Ulnli e that rultima ely optimis~ic set of 
tales, this revenge--fueled rid1e is a bleak take· 
on the u iverse. Ma y may be distunbed by the 
dark and o,ppressive imagery 10n dlisplay 

Shadow o,f Mordor1s most ·ascirnat~ng feature 
is 1its, n emesia syst,em In which m.any 1missions 
and roonflicts arise fm1m e rlier· ,eombats and 
deaths. An army of named Uruk scld1i,ers 
patrols beyond 1h e Black Gate, each o:n e vyii 11 g 
·to rise through th,e 1ran s, and g1ra·sp ,greater 
power. Die in battl,e, and yourr s.layer ma.y be 
promoted andl recall that ,ealily battle upon y,our 
next meeti1ng Horribly bum ,a. foe and le him 
escape, and he screams for .• remat.ch 1if he 
catches sig1ht of you again. Dom· na.te a puppet 
and tu n im to yo r cause andl ,opportunities 
arise o move· him 1u p to wa.rch1ief status. Many 
of thes,e encounters happen n1a ural~'y as, you 
ex1plore, but .an eq uall numbe sh,ow up as new 
missions on the map. The dynamic makes o • a 
rem1arkalbly engagin,g and custom experience. 
However: the system can get ,ca1nried away 
into overdriv,e, with m1ullip1le 1named enemies 
convergi g on one l1ocati,an in1 a .single miss.ion 
making it 1easy to g,et into fights that you are i I -
equi1ppe • o understan,d ,or complete. 

If ~he me1agame i;s all abo·ut. the ever-sh'ftin,g 
conflicts of Mor,dor1s war mac ht i n,e tih a gears 
th.at tum 'ha m•achine are tihe canst • n·t battles 
Tal1i.on fa,ces alorng the way. Wheth,er in steal h, 

·ono th Productions . e, 30 M 

a range with his. e1lven1 bow, or· in furious 
mel!ee, the 1g1hts are chalf.enging and en,ga.g 
i1ng1~ Combat caJnries a visceral punch and is 
p -rversel1y s tisfying w "th its brutal decap~ta­
ti ons a1n d reveng e-f1u eled executions. R hy1h­
m i c in p uils all lo,w for a surpr~sin g ariray of 
mov1e.s, am d button mash1i n g is, a sure re eipe 
for failure. Mas ,ering the system demands 
,a. tention to al I your enemies chang i1ng up 
your maneuvers and recognizing mome'nts 
for a strategic retl"8-a . 

The meiees are impressiiVe .and dangerous, 
b t the power of' comba1t's punch 1is blunted lby 
repetition Ml ny open wo·r1ld games (i nclu,d in g 

10h tef inspirations Batn, an: Arkh am C iity and 
Assassin s Creed~ offer pala· e cleanser ide 
content that c:hl ant ges up tlhe player's focus. In 
Shadow of Mordo whe~her compl,eting story 
m'ssions or side missions, the focus is all killing 
,a.II the time., By th,e end of the lengthy cam­
paign, the· battles ,do111 t carry the same, th ill~ 

Mordo· s stronglholds and op .. • fterds often 
p~ay lhost to mass1iv,e and oft-en oveiwh,elming1 
conHicts. It s not unus al to1 end up in a fig1h 
w· h do,zens of foes a once and b!aring1 alarms 
bring more .alll the ti1me w1i ho ut care full work 
to contain the disaster. Named en,emies each 
hav,e am army of weaknesses and immunm ies, 
,a · d kae

1
ping1 them st1raig1ht in th,e mid1st of a 

fight is di , ,cult. Battles cant stretch fo many 
m ·n1utes, and ju1st a few· 1mis,takes ~ead 0 1 a 
1grisly end., Later1 things get ,even more ,oonfus­
i n,g as you recruit your o,wn1 soldie1;s but th,e 
game does littre to dlistinguish • riend from foe. 
Players who refuse to enga.g e i1~h the tacti:-
1cal option o • taking out bodyguard,s • rst and 
targeting enem,y weaknesses are likely to ·1nd 
themselves o,verwh eJ med. Even when doing 
,everythi1ng right, 1momenls of genuine fru.stra­
tion1 th1reaten o 1h alt h,e f n. 

I h1ave 111othing lbut pra1ise for Talion's pro-
1gression and upgrade mechanics. Ne 
powers offer meaningful and game-c ainging1 
,abiliti,es that unlock gradu·allly throu:ghouit 
th,e campaign. Confront tougher enem·es and 
you 're rewarded with better runes to improve 
your w1eapons. Perhaps most importa • tlly alll 
,a.ctirvities contribute to progressi,01n in so,me 
way providi rng1 incentive for explore ion. 

The final ho r ,of r ono1l'l!h 1s Middle-earth 
,advent1u re fall ls Hat as the story ta ·eJiingly tries 
to pull together a numbe of disparate1 thr,eads, 
,and -~he mostly ~rium1phant nemesis system f . ils 
t.o stick the landing1. Even itlh thes·e aind ot'.her 
features tha: u b1bed me the rong way, I can t 
help but cheer ·or Monolith's ambltion. Shadow 
,of ordlc · is an unabashedly challenging and 
,complex experi ence1 so:metim,es at the, expense 
o accessibility. I'm thrilled tha • we''ve got a ne 
f anchise in tlhe ferttir.e grou d of Tolkien's ·fiction. 
Adld ·n a borderJin,e revolution,• ry approach to 
m·ssion ,design, an1d thls is a firm founda 'ion tor 
a stei ar new series.. •w. • e 

This revie pertaifls ,to the PS4 and PC versions. The game 
is a,so available ,OR XboK One on Septembet 30, and substan­
tially difteteflt PSJ and Xhox 360 versions will release ou 
November 18 



Ii n fans ar,e as unapologetic ·for th ir love 
of ·~he 111 ms as they are for their disdain of 
g1ames 1ha fail to live 1up ·to the potential! 

of ·tt,e• lP. While most Alien games take he 
James Cameron ~'shoot. everytihing 1ha 1mov,es '' 
approach to • he iconic sci-f~ horror senes .. The 
Creati,ve Ass mb y instead focuses on the origi­
nal fi llm 's clau1strophobic inrtensjty and the J ~ 11-
t n go · being f .. 11entlessly stalked by a far s . p rior 
Pfii . ator. The result is a ,game your must learn 
and pl1ay the way it wants yo ,o b·ut the ca 
and-mouse chases, provide an experience tha 1 's 
f' nal ~ worthy ,of the Alien moniker. 

Play rs take ,on the role of Amanda Ri1pley, 
whose desire to lea1rn the fate of her miss1ing 
mother brings her ·to a s:pace s atiion 1tt,at has 
descended into• c aos thanks o ·th1e ,ap1pear 
ance of a single deadly xeno·monph Rip~ey 
must xp ore-fight and - more o I n than not -
1run an.d hide to survive andl • 11nd a. way ,off the 
Sevastopol, w1h~le simull aneo1Jsly tryirng o 
ensure hat her extraterrestrial hun er doesn· 
reach ci~ izatton. If that sounds familiar. most 
of msola ion s plot poin s and I wis Is rvi II. as 
the• script all t,oo often parallels memorable 
scenes from the I ms I had tun r~ iving th, se 
iconic momen s u I woufd've preferr d some 
more no·vel surprises alo g the way Amanda 
xhilbi s llt 1le ,gro,wth or personalli yj oth,er than 

concern for her fellow humans alild a des1ire to 
not •cite gruesom ly, wh·ch spoiler is go:ing 
to, h,ap1pen o you all I the time 

lso11ation s ga1meplay is far more engaging1 
than1 hes ory albeJt ·nits own methodical 
an,d unforgiving1 way Your encou ters with the 
enomorp are impossibly lopsi • ed, as the 

vicious e•x rat,erres rial is, l,eagues faster than 
you1 .. impervious to dam1age, and kills with 
a s1ingl1e h" . A·s surch, cau •ion is paramoun ; 
whereas many ,games try to .accorn modate as 

many styles of pay as poss1lble, your op ions 
irn Isola ion are ·to be •Quiet and smart or dead 
The occasio:lilal 1mad sprint to, your objec 
ive may be a viable cha ice but most of your 

time is spen1t under desks in 11ockers a1nd 
pee ing ov r railjngs. While, so, much hid'ng 
migrht soun.d boring, 1he constan threat of 
your unseen pre ator keeps you ,engrossed 
in 1he action and every narr,ow' scape and 
successful •distraction instills a 1genuine sense 
of accomp1li'shment. ~ou unlock a variety of 
craftabi,e ritems ,o hell1P you rin this regard. and 
.,_ hile these n,ew gadge s are empowe mng, 
hey-re not foolproof. No matter how safe you 

ar,e you II still n· .. d 1patience f,or tri1al and-error 
gameplay to fully enjoy he game. 

When you're no running fro·m the alie. , 
you have ·1 :wo mofi enemy ty1pes to d~ wfth 
Ami,ed !human survivo'rs w~ II shoot you O'n sig t, 
and are b. st avoided when possible (or used! as 
a tasty diversion if h.e aJie·n is lurkJ'ng neanby) 
Work r . oes-on1 the o her lhand are cheap 
s:ynlthe 1ic androidls th1at requrire a ~olt trom a stun 
ba o,n1 or EMP bef,on . hey can, be taken ,d,own 
and arenTt om, the alien's menu. Each enemy 
type sports its own trai and A.I-behaviors. 
and figur1i • g themr O'Ut and adapting your ·tac 
·tics keeps tJhe action fresh. C1reative Assembly 

~oes a good job of 1mi:x.ing u1P ·~he enemies . n,d 
adding new wrinkles thro'ugho·ut ~he game 
though on the whole t . 25 !hour camp,aign 
s.till feels. too long Most areas require s1neaking 
hrough a maze of fong1 windfng corridors and 

ai •cl u cts, only ·o trigger an objective a d then 
make t'h,e llong trek back. Exploring a new leve:I 
is excrung the first time .. but you return to mos1 

areas multip1 times. By the-endl of the game 
R·pley has, crisscrossed th1e station so many 
imes she could priobab!y ,draw ·, ti : !blueprints 

tromr memory~ despilte the fact that most o,f the 

areas share the sam sterile, ~~wha ~h ::.-hell 
hap1pened-here a • sthe • ic 

M 

'While players must contend with an unhelp·ful 
m~p syst1 m and som annoying quick- ·ime 
even sequences I t'he lbigg,est source· of frustra 
• • 10n oom,es from he c ,eek point sys.tern, which 
requires players to manually save, at desig na eel 
statio·ns. Whfle this struc1 ure necessitates even 
more back • .acking1~. reach i n1g a save s atiion 
al ays provides a much-needed sense of 
re~ief, and I grew o a ppr, ciate the old school 
mechanic. ·hat sa~d, the save system elicited 
more than a few curses. Lo,s • ng .a bunch of 
p,rog ress when t ·e enom,orph pops out of 
nowh,ere and kills, you with a singl,e unforeseen 
·tail stab, 1isn t scary jus.t frus ,ra ing. 

Despite th setting .an,d source m ateriaJ very 
litti1e in ~ien: s01lation is scary Tense, certainly , 
an;d I jumped .at m,ore tihan a few su1nprise ~eno 
morph ,encounters but thee vironments and 
ac io:n fail to i1nstil I ·the sens, of dread h1at he 
movies or o her horror games have inflic •ed 
on I ans. Desp~t,e taking more than its sha1re, 
of i spiratjon from the PJ ien seri1 s, I found 
Dead .space to be scarier than Isolation. ,eve:n 
if .lay·ng1 ·thro1uglh ·1 he genuine article is 
far mor,e appealing. 

Unlike is itu ar organism~ Alien~ lso~ation 
is d . ·idedlly imperfect. h,e sto,ry f,alls f la i 

·you objectives ~ack a sense of ace om p lis hi-
m . t, andl the ,campaign ,drrags on fonger thain 
it should Wh• n he gameplay is a is best 
ho, ev,er, Isolation de~ivers • 1he thrnill of beingr 
in the Alien un~ve·rse .. sormeth·ng fans like me 
have· waited a rong1 time to propenly ,experience. 

.... -afa 

This r,eview pert Ins lo lhe Pl ysta ion 4 nd Xbox One 
ersJons. The game Is a·lso a val/able on PJaySi ation 3, 

Xba, 380, and PC 

C 
Escape a ,doo · ed space sta • on 
while !hopefully) staying ,one 
step ahead of a towering. 
deadly xenomorph 

The 1 . • ·ve - emb • ed 
the look of the Alien 1 mniivers , 
bu the ltg • g and shadows 
are somemnes inco. • • t,ent o • 
. to ethe · no exm:en . Wooden 
,character anim.a • ons cause a 
lo o! the attempted drama to 
1 na·t 

• • usic and so d effects born 
th . film. sen s ,1md to great 

ct. Th VO C . I C - g d 
,dialoga ar . less imp:ri . ssive 

Players ne d lots of pa.ti nc 
fo sneaking through 
environmen~ peeking at 
enemies from behind cove.r. 
and coping with som. 
frustrating checkpomts 

e __ .. t 
This is the closest a game has 
,aome to, capruring the promise 
of the Alien franchise, av n iJ 
its story doe.sn~t add much o 
fue lore 

Moderately Low 

reviews 8,1 



An impressive le p, in 
ga,mepl y • • UJ en the 

al! ady-full featme . t 

ra 
Prom ·th _ look of the players 
and th pitch o th overall 

presentation package, it's all 
top, notch 

Th timing and overall 
conte: of the commentary 

has improved m Jast year. 
The crowd'·s roar is mighty 

p 

The controls whi h hav. 
thanlrn 1111y remained 
mge in .· el • w 

yea w in tight oonce -
with • • e resultan game · • ay 

The outst • gamepJay 
s any mo e a b as to 

play. ,and f'IFA ] 5 is the b tt 

I 
b 

The . ox One· and 3 60 
ditions of th. g m 

Hi 

include mo . -clmiwe 
Legends play,ers for Ultimate 
Team, including Roberto 
Gm-lo . Bobby Moor . and 
Alan Shearer. 
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h,e Fil A se,ries has long reve1led in its own 
pomp and circu m:stance. Awash tin le · gue 
licenses and Ulltima e Te · m 1mic110 a1nsac­

tioin1 money, its se~ -be Ii e was arig1uably gf13'ater 
than tts on-the-pitch accomplishmen • . That 
lbeing said EA Canada d1eserves 1reoogniti:on 
for contin1ual ~ work~ ng on the series add in,g to, 
an ever-growing1 and vi I list of game modes 
and chip ping1 away at ·ts gam ep fay , o-do list 
IFI FA 15 is he big1 pay-off you ve been wait1ing 
for. 1 • is1n1t pentect,, but irt's a qu . llty tlitte, hat 
finally aligns manry of EA's ambiti,ons wi h ·fi m 
· esul s,. Malke no, mistake this ~ s a golazo,. 

Thie titJe's ,a own jewel 1is its excellent 
gameplay. Players 1 [possession of the, ball fe ets 
a llot fess 1pr,e-dle·tenn ined th,a.n in previo1us 
y,ears. This goes we!II ith1 the refiined dribbling 
and d1e· ens·ve tacklin,g1 prese ing a coordi-
1nated paclkage that f1eels more organic and 
eat like you1 re 1playi n g lby yo'u1r own whims and 

not ,egotiating i1mposed constraints Shirking 
off a challenge and retaining1 possession or 
con1versely win1n i ng the b II after a tack e .and 
startin1g the co u n er a.ttac • hap

1 
ens flui,d~y. A 

foot race between two 1plla.yers • c,r a free .alll 
f1ee!s like a real con1test wi1' h physiical'ty an,d 
u n,expected ball b ubtes coming into, play. 
Final ly1 there is f reedom1 in f I FA. 

The bal~ behaves di -- erent~ whfch is no 
smaJI ma. er. since ~t also produces a greater 
vamiety of goals. Realistic deflec~ions ch:a.in,ge 
the co,m1plexion of play 1irnstantly ,arnd often 
[players are q1uick to reac stickling a leg or 
lhaJnd for keepers) out to get a ptece of he b I. 
Th1at being said, 1'd still like to s·ee A .. p1layers 
· ea.ct more ,aggressive~y when you cal them1 
in 1de,fensiv1e support, as ·well as, have morie 
awareness ,of heir o n1 teammat.es, so there's 
less bunching and bumb1in,g. 

Th,e imp'rov,ed gameplay i1s !FIFA 15 s most 
notable disti1nction1. Conviersely ·th,e 1ca1reer 
mo . e has seen onl1y small organ1iza ional 
1i mprovements The a.bi! ity to1 ,set i n1structions 

l . • 4-Player s om 2 2-Player OnlineJ, __ ._ EA Sports 

for individuai p!ayers (like tellli111g a back to 
always o,verllap his runs , is grea·, bu in gen 
eral 1h,e career mod,e th asn t clh ain ged ,enough. 
I atig ue still ~sn 't a facto (and the e s no 
reserve sys ,em) international management has 
stagnated and while 1mo·re p iyers are u1nco,v­
e1ied by y,our scouts the transfer network sti I 
goes m1nex1plicably dark at times. For a game, 
th t as suclh strong 011line m1odes, the lack o 
an online frainchise modle is also surp· ising. 

A revam1ped career m10 de is p refer1 ble,, 
but there 1is so mu c h1 cum ula iv,e m ea·t in the 
modes that you have plenty of fiavors to fe s , 
0 ,11. The addlitton o·f miendly seasons (where you 
can comps· e, agafn1st a friend! to see who w·ns 
a 10 match 1min' season I to, both the Ulti1mate 
Team and Sea.sons modes adds mo:re niches. 
Tou1r1n,amer11ts are bac , and Pro Cl1ubs gets 
a boost with more effective A. I. te,amm ates,. 
Ultimate Teaim1 also adds l10BJ11 players ,and the 
ability t,o pl'\ep specul,ativ,e dream teams from 
the transfer mark,et but l1d lik.e them to adop,t 
the u nifiedl deck stiruc u1re Iii ke Mad,de n 1. 

Th is bo'u n· y is, rapped in stirring TV-style, 

EA Cana a --- September 23 

presentatr.on that ma es even the pause 
screen1 ,attractive. The comm,er11tarry announ,ces 
tihe 'Sid1es lin,e ps , replays past goalls dellivers, 
mor,e timely anally sis and ,even goes back to 
comments interrup ed by he ac 1ion The ne 
pl yer ,emo ·on teature irs surpnisingfy unre-
maJ 1kab Ile b w ~ frankly don care when th,e 
overalll package i ,o herwise, this good. 

The FIFA franchise has gone fro·m a game 
that was huge because of· the ,de fact01 effect 
of Its numerous llfoenses to a tttfe that stands 
tall tJhanlks o, its own abil'ilies. FIFA 15 takes the 
series i rnto a whole ,other level with gamepllay 
that betters the surr11ounting hype that threat­
ened o eng u f it. Playing ·rt 1m1akes me believe 
I can dJo, jus about anylh'ing with tihe balll a my 
feet, andl th ·s self assurance is powerful If you 
have the desirie, FIFA 1 mee s the ch llenge. 
It does not disap,poirn. a a o 

This review is based 011' file PlayS ation 4 and Xbox One 
versions. FIFA 15 is also available on PlayStalion 3, 
Xhox 360 Wii, Vita, 3DS, and PC. The ii Vila, a.ad 3DS 
versions afe substantially dillerent 



• 11scon 

u in1g the transi ion to, the I S3/3610 om 
the p1ni,or g1enera ion, -A Sports made a 
gross miscalc,u la • ion in stn p ping many 

long-establish,ed modles from th,e new ver­
sions ,of its gam,es. This put off lit fong fans 
who, ,eXJpect.ed miore - or at least eq uall - vaJu e 
on their new system1s. Madden1 took years to 
reco,ve from this gaffe,, and 1mo,v1ing into the 
IPS41Xbo1x One era EA assured us it w,ou ldn t 
make the same mistake twice~ NHll 15 proves 
that i,s a bal~d-f aced lie 

Dorn' let lh,e aJlure 0 1f authentic arenas aJnd 
i m1proved • BC-br:anded corn me·n· ·ary f,ool 
you - NIHL 15 irs a 1colossall disappointimen . 
• · issing1 mod:e.s like the si ·-on-six EASIHL G 
Connected and Live the· Life N - L 15 starts 
the game do, n a ma.n1. When you add the 
fact tihat ,existing modes i e IBe, a Pro and Be 
a G1M have been fu1ndame1111tally stnipped of 
essentjal f,eatu1res, ·t•s down1 ight insult1ing o 
hockey fans everywh1ere., 

At 1rst g ,ance Be a G1M loo ks I ike, a ftresh 
new experience thanks to its ne,w menus .. 
Spend! a few ho1urs •• i 'h the mode and, Ii e 
an und·sciplined hock.ey club, it slo, ly starts, 
to reveal ·ts fla s. The RPG-styl1e upgrade 
system fo:r your GM is gone. as 1s the abili ' 
to play games ·ith your AH franchise. You 
can scout for pros pe s during the, season, u 
EA inexplicably removed the ability to conim I 
the ·fate of your ranch ise in the draft. Why you 
would have one .ithout the other is mys1ifyiing. 
The mode also, I ac ks the abil1ity to start • • h a 
f a1rrrtas,y d aft. 

IBe, a ro sl1ides into -~hie boards, headffrst as 
we·II. EA removed th,e oo,kie showcase tha , 
determined your draft position! deleted the 
mirn,or ieagues fliom ,he equa,tion1 altogetlher., 
andl doesn't eve bother to offer a critique or 

EA Sports 

gradle iof you perfo i,m1ance during 1gam es. Yo1u 
. n t. even sim to . h . next shift, which mean,s 
you get to sjt and ste in the penalty box if you 
draw a five, minute major for fig h1ti n g 

EA says it plans to add some· of these missing 
·fea Ull'8S1 like fiv&corn-five online tea:mplay· (no 
human-controlled goalies), the G daft, and 
Be a Pro ,coach1 gli des in the next 'few mon hs~ 
Even with tJhe ·r incluston d!ow1n the line • HIL 15 
still faces an insurmountable defi'c1t. 

I wislh I could! say things get [better when 
you taJke ·the ice. Fo the ·transition to, he· ne 
,consoles EA touted! its b • and-new puc phys-
ics and multi-pllay,er coll'sio'ns ese smalll 
advancements are welcome - I especially thin 
·the puck physics change the wtay you1 plta.y 

round thie ne· - b1..11t they do ll[ttle t,o make, up 
·fo,r the defic'e ci,es foun1d ,everywhe·re else on1 
·the coe. Defens~ve co:ntrols Ii ,e s1ick l'fts and 
poke checks have been sevefiel/y margin1ali:zed 
gainst AA I. oppone:nts,, which m,ea.n,s your 

bes be to pllay sou1ndl defense is pa rol p ss­
ing1 fanes int.he middle ,of the ice ·nstead o,f 
ct·ve y enga.gi g puck carriers These co111trolls 

work .etter against human opponents online 
Even if you play sound defense, though, you · 
sieve goaJltes willl let you down by giviing up 
bad angle goals. I rare1ly had ,a goalie w· ·t,1 a 
save perce,ntage over .800 in offline, play, even 
i they faced a. low number of shots ·mm low 
percentage areas. 

The s ig htlly modified! s k.il I sttc 1k stil I giv,es you 
the opport1urn1ity to daatzl~ 1crowds and breeze 
p s de enders, w· h a few new m,ov,e.s , bu · 
don t expect m1uch support n-om your A.I. line­
mates .. Skating1 'With these disinterested pylons 
is fke 1playin,g w~th a team full of Dany Heatleys, 

ho are more han willing o get 'nto scoring 
pos'tion bu1t o er no su port a!on •. the bo rds, 
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rra e!y recognize wh1en • 's time to br,eak 01u 
of lhe de· ensive end. and truggle to defendl 
the backsid,e rom c,ros.s=ice passes that fread 
to1 one-timers. 

So,me serious bugs also plag1ue the on 1c,e 
e,xperfenoe. Durirngr my time with he game on 
backhand that sailed over ·~he net was co.u n ed 
as a 1goal1 a referee blew a shoo ·out dead while 
I was ·n mid=shot and II witnessed a puck 
g1ravi ate th ough the net to a ,defen,der1s stick 

o m1uch for reatis,tic p,uck phys,cs). 
Wmth he s1artl1i rn g am,ou1nt o • m Fss1i 11 g co te nt.1, 

lkneecap,ped modes, and unev,e gamep ay 
1n HL .5 er her A Spo:rts isn1 t giivj111g EA 
Canadla the s me ~evel of resources as its ,other 
sports, franc ises, or the developm en t,eam is 
woeful~y inca)pablle of negc1tia' ing a con1so1e 
transition. If th,e p b! i sher does 1 

. care to put a 
winning e ort into1 its • H series. hockey fans 
have no reason ,o jump ove'r h1e boardls .andl 
lbuy the, game.. e 

C 

An ugly fust • ep into new­
generation ,consoles oom.p ete 
with missing modes and 
unbalanced gameplay 

p 
The authentic arenas. varied 
crowds, a.nd knpr,oved lighting 
look great. but e player 
facial scans: still need ·work 

Commenta • rs Doc Emrick. 
Eddie Olczyk. and Ray eJT;aJO 

m: ect some muoh-need 
ew b]ood into the broa,dcast 

Ne d de en • contro 
poor A.l. . p and • eve 
g ,0 , this Irom 
Stan! c e on 

' 

Hock, fans are hette.r serve 
playi tlle o -,g; versions 
of th e 

. ., 
Low 

S3 · 

U:nlik tlle PS, and Xbox On 
in - rsions, the last-g n HL l5 
is feahne-aomplete, and the 
old AJ. is better than the new 
g n Gounterpwts when it 
comes 10 K11ppo1rting puck 
handlers aroW1d the boards 
and m.itiating breakouts. Plus, 
it f, :atu:res th new· broarlrast 
co . entary and player 
collision physics .. That said. it 
doesn't al fit og " ther. While 
playmg in th.e Memorial. Cup, 
Doc Emrick lti fe,1ed lo it as the 
Stanley Cup, an.d a.lked clbout 
my team . dv,ancing lo th · n xt 
round while [ was hoisting 1 e 
rup i oo]ebr.a1iion. 



Explore l"I~ solar S'J , 
in an amal mo hoo·· g. 

RPG Levetin . --· o 
soc· al ~,, res 

Breath - • g • enc fie n 
is b - ,arked by powerful 

te ·ca] rose 
D d 

The music iB memorable and 
excinng· in a way that few 

game oundtra manage 
..... yab • 

Precise controls and a. 
steady d ifficnlty OUIVe are 

friendly to both veteran and. 
fledgling guar,dians 

Even with several ~ed 
opportunities, Destiny is' 

enormous y fun, an only g,ets 
• more e -g-agmg as you p y 

SILVER 

rea expectations have follo,wedl Destiny 
since its a1nnouncement As the atest 
brainchi~a rom tJhe Halo cr,eators a 

Bungie , ·he gam1e has garn,ered a level of 
anticipatio:n only e ceeded by the massive, 
hype machin,e tha • declares its no,t-to-be­
missedl poten1tial Bungi,e s 1new g1arne is not 
as g1igantic or re,vollutionary as, hat hype may 
have led some, to bellleve,, In act, it has s,ev­
eral features t"h at feel ike 1m • ss er ps, or prob-
le ms But 1hat doesn't ,change the fact hat 
the more, I p ay ir _ the more I lo,ve it. 

A enevolle t alien in1te11·,ge,noe arriv,es ,on 
arth to gift humanity w1ith i s isdom an,d 

lea s us i nr o an un p ecedlentedl 1pe • od o , 
expansio'n and advancement When ou · 
benefa - tor's anc i en1t enemy arrives. human iity 
is beat,en lbaclk to, near extinctiion. - undreds. 
of y,ears later yo,u sand as a ,g1uar,dian o 
human1ity, 1nally ready to push1 back ag1ains • 
the tide of ,d,a kness. Des iny has the seedls of 
a thoug1ht ully imagined univers,e character­
ized by a humanistic and idealized! visto1n o,f 
rnank,ind s heroism1 and poten1tial The u iverse 
is supp ortedl by gorgeo u,s art andl one o the 
bes soundtracks in1 y,ears U1nfortunately 
the s ory .set ir h1in • hat b,ackdrop is anemic 
Wi h it le to no ,charac er development a 
disco'nn1ec ed plot thr,ead ,abo1u a~ie-_ attack­
ers. and 1unev,en1 narrat1ive pacing, it seems 
th,at mrany 0 1, the fundamenr al staiples o story­
t,elling have been abandoned in the name o 1 

co 111 in ou s act1ion and discrete stand al o n,e 
missions IE:1ncyclo1pedic grimoi1re en ries 
unlock. with a m,o ic _ m of additional s ory 
exp~anation. ut 'th,e od dec1sion1 'o inc11u e 
those only on the 1garme's we1bsite means few 

ri II ,ever see _hes:e tidbits. 
han ullly the· s o,ry-s1pars.e missions are 

a bla,st offeni g a mix o,f activities 1or soil o. 
co opera iv,e, a1nd co,mpetitive play. Destiny 
excels a providling activities or different 
moods and momen _s rom short plan,etary 
patrols 't10 feng,thy t1h ree 1perso - ins anced 
dungeons. hese tasks often take, you1 ·o, 
interesting corners of tihe g1ame· world bu it~s 
t,oo bad that s,o many miss·ons start in the• 
sa1m.e p,llaoesl leading to a 1ne edles s sense o 
riepeti i:on That serise of' re,pe ·~ion e_ ends, to, 
mission obiecti ,es, hie' too oft,en fall back 
on1 the same setup ,of your A . oom1panio n 
needi n1g lim,e t.o hack som,eth ing wlhi e y·ou 

1 o ]2-Player Gruin - ·_ -

1ghrt: off attackers ~hankfully. the lay,outs and 
,enem1ies make the lbattles ee1I dis inct. 

Destin1y~s structure is partrcul.arly ell suited o 
earn play. Solo p!ay is an ideall choice ·or 1play­

ell'S looking -o a cti,alfe ge lbut any given mode 
is more fun (an.d easier) ith ,a friend or two 
at your sjde The potent0I for seam1less flow 
between 1m iss1ons is halted by he reg ula need 
o re i,...m home to a cenb"al social hub to receive 

m1ission awards and gear up That wou!d1n t be 
so, b -d I except ~hat Destiny suffers from lengthy 
load times tha , st n , the momen_ium ,of a ses­
sion B1ungie also needs, to ind more solutio,ns 
o l,e,t p1layers of differin,g levels. play together: as 

it is. a misma.tched team-up 1s doomed to either 
be _oo, easy for one or too hard for another. 

l1ntense high1-octane ba 'les a e Bungie''s 
ort,e a1nd Destiny 1maintai s tJhe, reputation. 

Each of several gun types _eels "alanc,ed and 
rewarding, and the spec'al 1powers,, grenades 
and 1me ee attacks uniq1u1e o each class, are 
,e citin,g to acquire ,and a joy to perfect. IEnemy 
,combatants often reliy ,on numbers aind d!amage, 
potential over comp,I -x A I rour' ines its fun 
o mow th1roug lh1 do --en,s of foes burt enern i,es 

rareliy provid,e a strat.eg 1cally eng1aging ma ch­
ing of wits Characters are highly mo ile than s 
o the inclusion of ,c ~ss-spec1fic movement 

modes. and 'the im -ortance of 1u11ders _a ding 
he, aeria game ·s key to mastering th,e h,arde 
iglhts lln between baffies Bu gie s solut.ion o 
he IM O m,ount -is, a .- ~oa _ing speeder bike 
ha s more fun than it as any righ • o be even 
i it is a blatant co;py (sound e·ffects and all) o,f 
he classic Star Wars vehicle. 
The competiti e offe' Ing in,cludes ewer 

custom i1za ion optio'n s than some, co,ntern po­
rary shooters but 'the fierce PvP ba.t~es that 
un old in the 'few availabl!e mo es are uniiformly 
e cellent. Double jumps and similar movemen_ 
modes 1prov1ide a verticality o the maips th1a . 
adds tension and tactical depth. Weapon1 skill 
and sha 1p reflexes undioubt,edly win he, day 
burt the incfu,sion1 Oi • su1pers ensures 'ha even1 
beginning1 p11aye s g'e brief 1moments 10 victory 
on ~he battlefield None o I the initia~ lbatch of 
maps stand out bu all I incrude opportunities 
o -compell1ing excha -ges, • rom in1teresting1 

sniping spots to 1ddle111 afooves from which 
o ambush u s specting foes.. atchmaking 

is slo bUrt 1my matches have offe ed mostly 
well-baJanced teams even ~ n1 the earily days 

ep embe 9 

after lau111 chi. Un like in the cooperative ,gam•e 
charac ers of diff,e.ren levels ,are ,abie t,o play 
well together. but guardians who have not ye 

nlock,ed at least thei co-e powers are at a 
_ ot'3t•le dlisadvanitage. 

Character progression is shared across co,m­
petitive and solo/cooperative play lend· ng a 
ge uine sense of ownersh i1p, over your ,guardian 
The sense of in estment is increase hrough 
the opportunity to tevell -u ltipre subclasses and 
improve ,eapo·ns wir_h their use. 1 ot msn1J p1l,en­
tiful. but it's o en meaning ul so you1,re ma ing 
fn1 ·eresting ,choices, about which g1un to equip 
1rather ·~ha constan ly ciea • 119 out dozens of 

seless ,object·s. The hree ,classes ,are mo~ 
similar than tt,,ey ,are di erent but each has 
a few exciting wa,ys to stand ,out from1 he 
,unters unbearably cool bladed1ance· attac1ks 

to, the w,arlock s devastating no a lbo'mb,. Your 
guard.ian,'s options onf¥ beco'me mo're flexible 
as !ev,el5 rise, cl\'eating arn1ple opportu ijties to 
tweak a b ila to your speci cations 

The philosophy of ,dep hover time extends to 
the rest ,o I the game Dest1in1y reveals is, com­
p1,e ity only after many hoti rs Unlike in m1any 
games hi ing l,e,v,ei cap and completing he 
s ory is more of a mi,d-game miarker. Farming 
rep • ation1 using g,ear to ll1evel eyon d the cap 
and complleting1 P'rog1re,ssion fo each o your 
subclasses ,can be a lo : o I fun, bu , it won t 
appeal ·to gaimers ho ha -e ,grindi1ng , -or hose 
tha.t ,en jo,y the process, i • 's exc irti1ng ·to uncover 

igher lie ,el versions, of old m·ssions, aind track 
down the liffi,e boosts, aind tricks sucl as 1 11,e 
ai i1 wty to repo,w,e team mat.es su1per ab iii ies 
throu,gh careful timing of your dep o;ments 

Li~e the IMI Os from which Destiny draws 
irnspiratron • _ s c!hallfen,g1ing to dlraw a line in fih,e 
sand a -ou _ what 'the game is or • -i 11 be Alrready, 
Bungie has plans. in1 the wo1rks o expand the 
game wirth additional s ,ory con1tent aid!s a111d 
regular nrew variatio'ns on c,ompetii_"ve play 
However: a game can't b _, judged f'o wha it 
m'ght be in the fu1~ure. Even wi 'h1 its stumbles 
the ini iall elease o I estiny 1s .a colossal 
achievement in interactive, desfgn, integratin,g a 
number of ,differing g,enre 1etements into a smart 
and unified whole. IBu g le s atest ·fu~u • strc opus 
is one of the first ~rue event games of this new 
generation, and while rt still has room1 o grow 
i 's, worth your a ten io'n ri h ouil: of the, gate. 
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isney l1rnfi111ity 1s l,ea.p1 ·nto ·triie I arv,el 1un1i­
verse is a -lingly di - .a gurt-punch of 
.a sequel sti ipped of most 1of ·th1e magic 

wond,er, andl i1m1agin,a.tion that made the play 
sets from -he first. Infinity game enj10,yable 
fo' 1c h1i d1ren and adu ts alike. Thie adventu1res, 
offered fo1r Tihe Avengers, Guardl'ans of the 
Galaxy, and Spider-Man rank among the 
w,orst supenher,o g1ames of rec,ent mem,ory 
pushing play,ers to, complete m1undlane tasks 
like fe ch a Iba tery er ·activate this, devmoe' 
ove· ,and over aga1i n. 

The ini~ial Disney In 1in ity g1ame shipped 1ith 
i dividua'I 1play se,ts or Monste·rs.1Ulnive s~ty; The 
lncredlible:s,, and Pirates 0 1f the C : lib bean - al I 
offeriung about three o six hours o adventu ·ng. 
Marvel Super Heroes only offers one p1lay set 
for The Avengers1 an experience that is roughly 
the s me length plus o, P,ower o·scs that 
urn lock a -u n to, -e - defense rnap and a strange 
1isom,etric min m-q1uest. 

While off1ering1 -,ar less content tha its, pre­
dece sor out of the box1 the ac 1i on figures 
that come packaged with it all wo k with 
The Avenge'rs play set, mean1ing yo I d10111 t 
have to purchase an add ttional fig1ure • o play· 
cooper atiive!y w'th a friend. 

The Avengers adiventure gets off to a roa ing 
start through a great com ed1ic story sequence* 
This introductio,11 establ'shes a fun light tone 
f,o the 1game, and 1im1plants the desire to1 see 
1m ore narr;ative moments. Sad~ they never 
come·. The humor dies o -

0 nee the action klicks in, the game adop • s a 
1new irdent1ity- that o,f re;pet't1ion. mm the start 
o play to its, 1nal 1m,oments this adventure 
!becomes on,e-tracke , pushing the players 
to !battle 1ice giants or smash icicles adl nau 
seam. ILitt~e effort is. made to 1d ifferentiate the, 
con, icts, and the time· players put in is not 
re arded wel - not with story, not with i ter: 
est1ing unlocka -_ ·1es1 ,and not even wiith the thrill 
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of playi g as one of Earth''s. -igh iest Hero -s. 
The p,11ay sets for Sp lder-Man and G1uardians 

of the ,Galaxy (bo~ so,!d separately) · re e ualiy 
as trouble di and votd o - fu1n. 

All of these disappointing1 pfay sets unnel 
directly into ·th1e Toy Box he m1ode· tha all l,ows 
players. o bu i Id their own orlds andl games. 
The oy Box i1s this title 1S s a -ing1 ,grace 

Avalanche has loaded tlh is mode up _ ith 
an excellent (,and va.st I sel!ec ion of Mlatvel­
the'~-ed ~· ems i1nclud·ng Av ngers Towe~ the 
In fin ~ty G auntllet. and s awar1r na (yes yo read 
that correct1ly). - ·ew D~s1 ey con ent is also 
availab1le in grea abundance. 

The 1oy Box functionality remains i1ntu1itive 
and quick, offenl Iii g new optjons, and tricks 
for seasoned bu· 1ders includ • n g a new mode· 
des1igned for the creatio.n ,of lni' enors .. Up, to 1110 
cr,eated ,areas ca - lbe linked together 'to make a 
arger play exp nience. 

Avalanche d1oesn1' make i easy to unlock 
the buildling1 p i,eces The e ,,s a lot 0 1 ru rn st ff t,o 
play, lbut all oo 1often t ,ere•'s a hoop that m1ust 
be jum1ped hroug1h (often pushing you _o, p1lay 
a set). Some of • • hese restric ion,s hark bac1k t,o 
the · 1rst game, but at leas,t hen I had ,a ood 
tim Jou1rn,eying1 tihrough _ha games sets 

Disne'.y lnfin1ity•: Marve11 ,Super Heroes •state 
of tw,o g1ames: One that crushes the ,dreams of 
people I op,mng to w,ear span de -o a ca -e, and 
anotiher that giv1es artiists ,an c eators more 
pow,e . Stay a .ay if y,ou hopes lie wi h finally 
playing a great Avengers or Gua dians of the 
Galaxy ame. Come play if yo r .ambitions lie 
m1ost1ly with1 buildlingr o Ids. ven th • ; thoug h1, 
heed t is. a n1ing: You nee di to play hree· lbadl 
s -rhero -am,es 1e tens~vely t•o ro'und ou • your 
bui lding op, io11s. __ d • r 

• 

t 
The Avengers. Gtnardlans o! th 
. and Spider- an star in 
three - ~e a - s 
_ B ,co -_ ues to1 gr, in 
• dscope 

a 
AD of th items - whether 
Marv_ 1 or Drsn y-hranded -
look like ·they ar,e om the 
ioiarne ·toy set. lhe· char.acter 
animations espf-Cia]ly Th Hu]!](s 
look fan·t ·c 

I never want to hear that ey 
announcer again. He· repeats ·the, 
same lines in all three play sets. 
Most. of the ml!ISic is crmge­
worthy, inc]uding lou d/ubstiep 
in Spider-Man 

Th characte oo:11ltol wellr 
the decision to limi -oves - f OJI 

leveling up aeates an odd dynamic 
wh n new gmes are piac _ on 
the portalJ late • the game 

--o e cl e play sets de live thrills. 
bu --e Tuy Box: is once a • grea 
fun for aspiring ur•ists or a group of 
peop e 100 • o -

• u .... ... 
--::, 



Command a group of 
rag-tag • g ts as you - • o 
make , • erence m a ost­

apocalyptic, ravaged and 

While they're nothing 
spec1al m to ay : c world, 
the VIBual\s feawre a varte 

,of environmen • 

0 

AU of the gun jams~ pipe 
bombs. and even the yelling 

of a 1goat that sounds ' 
a ht1man do1 their pan m 

bringing life to Ul grim setJting 
m.fused with dark humor 

Fans of tactical RPG!i will 
find the systams immediately 

understan able and highly 
acceSSlble. While the ga·me 

does its best to aclli ate 
players there's still some 

trial and error 

t 
The incredibly dar'k but 

somehow humorous, 
trek through the wast_ 
lan.~ delive·rs, _ • th an 

ex,oellent c-0mbat system, 
interesting- 1challenges, and 

com .n::.llinQ p11w1es, 

Very High 

nt heir to t e PC RPG -
I 
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an1y years, after Interplay's ,ell-. ssic PC 
RPGs I nXile Erntertai n ment and Brian 
Fa go have broug t ~he genre back ·to 

the spotlight a -er decades, in exile' with the 
help 0 1f the K!ic ks,tarter model. Prepare, to enter 
1he g im pas ·-apoca1yptic word 0 1f Wasteland 2. 
where bullets are scarce and mercy ·s ,even 
scarcer. If you re a fan of Fal out 1 n1d 2 this 
game is, for you. 

Was,teland 2 is a da rec • sequel ·to ·the orig i 111al 
titfl,e but dorn't worry rif you haven't played the, 

988 Apple 11 g me you won't need to know 
anyth • n g going1 in as the story immediately 
imm1erses you in the d eso1ate was.telan 0 1f ,a 
wortd des,troyed You play s a grou1p1 of Desert 
Rangers doing1 your small part t,o he1p assist 
those i 11 need and restore some semblance 
of ,cbvl I iizatrion in a.in alterrnate his ory where a 
nruc leair holocaust lh as turned the world int10 a 
radioactive hell. Supplies are limited and social 
nrice 'ies are absent~ 

Wasteland 2 tasks you with creating ·four 
characters and then sets you loose into • he 
worl!d anned wi ·h ,onlly ah . ndfull of ammun1iti,on 
and yourr braJin. Your job, is Io · '10 craft a perfect 
1eam with aJ I the abilrities you •1 need in ·the 
fiie1,d but you simply can't b,y design. 'f:ou ar;en1 t 
awarded enc,-· gh u pg1rade 1po i ts to even come 
close to coveni gall y,ou lbases, so du1ring 
char cter creation you're making permanent 
deci1sions long beforie yo'u fir batUe or con­
versation. Some excellent 1c.haracter temrplaites 
are availlable tha.t follow lo·ng--standing RPG 
archetypes, but I recommend maJking1 your 10w • 

·teaim pe haps after playing an !hour oir two 
with the prem a.de, option,s. 

Inc assic RPG fashiorn1, you . ivid1e skill points 
between core attributes li1ke heallth speedl ,and 
weapon sk!i11s plus soft sklills to persuade or 
intimidate NIPCs crack safes1 heal damage, 
bust down doors, and tr : de, wi h1 the denizens 
of the was' es. You won1 hav,e enough points 
to ,go around, so creating1 specialists ha are 
experts in certain areas is the way 10 go. After 
tryiing a jack-011-aJI 'rad,es bu'lld at first I rerolled 
and m1 • de a 1orew of professicn~s that couldn't 

interact 'With every door O'r person I ran i rnrto, 
bl.It were excellent at thee counters they were 
designed to handfe .. Th LS also makes yo'ur 'team 
far 1more effectjve in combat. Avoid pioking 
mu lliple char,ac1ers with the sam,e weapons, 
specialization as supplies of ammo are Ii mited 
and you'll want some melee backup in the, 
form o·f bfunt weapons or fists. Guns, canr jam in 
comba , cos.ting your precious turns, and reload­
ing w ii I also 1eat up you,r a.cti on points. G ett1ing 
cfose can be tough sometimes b·ut ~ s good to 
have a sturdy bat or o -rd with nails ~n it ~hat 
• on't eve ruin into tlhese issues. Because of ,all 
the, dlirfferent moV1ing pieces and op 'ions deter­
mining how you wan1tto go about approaching 
the, gam,e 1is a delightful oonundrium. 

·v:our four-man earn e1i1,cou1nters several 
follo,w - characters 1d1L.11i111,g the course o the 
game that can esh out your ski l:sets1 like the 
dru rnk hobo Scot,ehmo , the vengeful Angela 
Death or • h,e computer-hacking R,ose . h,o of 
course has a spiffy signra ure gun called! Thom. 
1 hese play,ers re fu1lly controlled 1outs!de of 
combat and! level rup jusi tik1e your regu~ar ch,ar­
acters, but ·th,ay may choose ',o make their o,wn 
moves in co·mba b -sed on the pains you 1·ve 
placed in the leadersh'p ski!. -ese ,characters 
also have · ·t,,eir ow·n1 motivations, and ideals 
and • you I n d you rae, • doing , hing s they might 
no,t. app ove 1of - like klillling ith,eir friends - they 
rnay leave ~hie ,griou1p As w1ith m ny oU,,e 
aspects of the ti le, lt.'s nfce to see that your 
actions. are ,cons antly hitting th a gam,e state. 

Comba • is the core of astefand ,2. Sim'l1ai to 
Fallout. '~h,e tum-based! mech,anic uses acticn1 
points for moving sh,ooting,, swingnng. relo,ad 
ing, unjamming weapons crouching and! set~ 
bing up amb0ushes aind lheads,ho1s. It's a simpre 
system with a lo of d!epth, and your o,ptions 
are con,s -,ant!y changing as new skills and 
weapons beco,me avanllab,le. A bias • r,om1 ,one 
sho·tgun may cost six action points,, but a ,good 
pistol may only take two to • ire. Ea.chi character· 
can eq1uip a prim1 ry and! secondary ,eapon, 
and sw1itchi1ng between them is a free cl!ion 
d LI ri1ng comlbat, so cover your bases. 

M 

The comba is s1ltck and r,efined. Despi e • he 
fact that this ,game1s r,oots lie in the sometimes 
perplexing PC strategy genre Was ,eland 2 s 
com bat Is, one of tlhe more access, ble y,et com­
p ex sys ,ems available. The com ba • is mostlly 
,so1I id the whole way th rau gh, but can1 d elive 
~n o r,epe 1·itJive and uni teresting ter • itory a 
i es, w th m ny ba ~es p ing1 ·your agains the 

same, stock 'Ul ■asr eland band1its using the same 
moves over andl over again. U e many o, her 
tactical R:PGs the 1camer : can work gains 
you and l1ead ,o u nfo:rtuna e acclden s, espe-
1ci1ally with area-of-effect a I acks,. The combat 
tunes can also ,get a little grating after lh eanl n g 
them o,v,er and over. 

Conversation is a ma1ior act~vi y outside 10f 
1com ba, ~ While you always have a ros er of 
,appropriate keywords, an,d phrases to draw 

pon wrh en al king1 to import an • PCs, ·the 
soft skrillrs like 11lhard .ass'1 unlock special dla­
rog,ue -op ions. These 1conversa ions. can lead 
to bonus 1100 or unlockirng en ire new loca­
tions on In e world m1ap, so donr' just amm er 
th1rough the d alo . ue like a MMORP,G p,llayer 
~ookiin,g • o j mp back i -to the ac ion. lrn addi­
tion t10 1he ,canned responses,, players can .also 
type in thelr o • n words, and perh~ps unl1ock 
even more interesting secrets - so -1 of an extra 
bon1us for • hose paying a t,entilon ,o wlhat''s 
,going on in the game. 

Was, e1land 2 Is 1unflinc ing y dank~ 1p!aye s 
mus I mak,e horrible, lif,e and deatlh ,c h1oices 
,along lhe way and witness he ,con,sequences 
,of hei actlons IEar~y n • he game you have 

1h e choice o he Ip, ei her the Ag Center~ which 
i1s be·i1ng overrun b·y infected p !ant 1 • e or 
H ghpool runder siege by your typical R'oa,d 
Wamo was .ieland goons. wnateve yo1ur 
decision is 1t will de e·rmine 1poteri-t al . earn 
members, and your ·11 eve -tu1ally visit he 0 1 ·her· 
locat110,n la er in the game, realizing hat hose 
1calls for help 1ha·1 you didn1

• ans er fed to 
sometlh i ng1 terrible. Tlh is is just one exam p fe~ 
as the ,garme contln -ally enjo1ys for1c.ing1 
you o make ,dee is lo -s with lve-s hangirng in 
th,e balance 

Than1kf1u I ly an u ndercurre t of hum 01r runs 
benea h ·he darks ory, wnth fn-tok,es elating ,o 
10 • her games or pop culture. These contirnual 
Jovi1al jabs help put a sm ''le o·n yo Lil r face even 
,as you begrudgingly sign someone ,s d~eath 
warrant or sp,atter a bespectacled man 's head 
w· h a scattergun. 

The g,ame is -uge, and offers strategiY fa -s a 
subs n fall serv~n,g o devour.. !However, even 
w' ha handy ques log not everytlhlng for 
1C • ical 1pr,og ress Is II aid out in an u1nders and= 
,able f,ashion. ven players familiar with the 
1genre may ind themse ves, wondering h1ow 
to proceed! a ce ,aln poi1n s, after 8)(1haus Ing 
1d'alogue op Ions. 

Was ell and 2 t·eels I [ke ,a perfec e, ecut ion 
of wh,a l1n Exile hoped to ace om p I ls h with t is 
Kicks a er-fueled projec , no only an excelllen 
retro nod to the comrpUr ,er APGs of decades 
,ago, but a - reat RPG o today After a 26-year 
nia us his long-awai' e<:t seq1uel is a wo hy 
successor to he PC APG hrone. • Tac 



evoted ferns of The Sims spend! ·years 
playj n g each en ry co,n in1uall ly expand i 119 
heir sims lives~ Some h ve familly lin­

eag'e.s lhat span ge:n,er, i:ons a.rnd others !hone 
their b,ui ,ding1 skillls to c1rea e ioonfc landmarks. 
These dedicated! players have wo,rked lhal'\d 
bu1i ldlin g their worlds, so asking1 them to start 
over with a new ·1 eration isn't a small 1req1ues •. 
To jus 'ify the transit1ion, seq1uel needs to 
provide compelling new con· ent while b -ildingr 
onr ~hi innovatf:ons ·t has already mrade. This is, 
where The Sri ms 4 fails. It has some interes.ting1 
tweaks b. doesn t do enough o en ·ic play-­
ers, to upgra1de. 

The Sims 4 in ro uces some pro mis in g 
chan1ges. I rove that sims now mu1I itask and 
na ura~ly converse in groups Seein,g parrents 
t k,e thei1r 1di,nne ups,tarirs to, ,ch t while ki·ds 
do horn e c rk Is just on,e ,exam p11 e c,f realis= 
tic behavior. Simrs, ,a e also more expressive 
tha111ks to the new emotion sys ·em. New 
dia~og1ue optic 111s and e . ra activ'r' ies ,appear 
based! o'n yo1u·r si'ms emottonal state· if 1my sim 
is ,con ide11t sti,e earn wri ·ea 1mo ivational book. 
So·m,e activlttes tied to emotions are i ust s up[d, 
thoug1h. 1 axis has a ways had a senrs,e o 

h 
The Gallery is a great lmplementatio lnsi.d -
the game, y,ou can download other peopie's 
crea 1' on.s and place th m o your world. The 
Gallery is g;rea for playi rs l.iik me, who, aren'·t 
th b_st build rs.] found . roe ss easy 
and s1nooth,. and it looks like Maxis rn domg a. 
gMat job by having featun?d households and 
ev chall ng s. 1 just hope th in rface gets 
less cluJ.., .... red. m ht no- * you can sort houses 
and. people by m.ost ,eoent most . vontes, 
and most do oads, ut m1tling through Ule 
oJ. ti I ' ,S1il] · •• u,.,- f 
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humor, but bemng alble to• pee l1fke a champion 
and ta e an1 angry poop1' doesin t add anythingr. 
Emotion also fluctua e too quickly d1urfng 
group conversations; g 01 n g • 1h rough tlh ree 1d ts.­
par ate m,oods inr a flash does1n1 give y,ou tim,e 
·to capitalize on any benre ts ( nd makes you 
question ,a s irm 1s sanity . 

¥ou bas1ic needs lbars are .sti1II pmsent, but 
they take a backsea • to the emo ion sys 'em 

nd drain .slower:. This gives you pl1e ty of 
opport nities to socialize an,d bu"1ld up y,our 
skills. The career sys,tem has been revamped 1 

nd p·rofessions 1ev n1t1uallly br nch in o, mo e 
specrfiic aspirations,, like becoming an 1eSpo s 
com1petit,or or a .,,.,.,art·-up en re;preneur. I like 
that th1e new career system 1rewards you wi h 
• ems when you re promoted, and how· reach 
ing ,cert in career llevells unfocks special items 
to purchase. 

The Sims 4's gr,eatest ac ievement is the 
small progressto.n throughou your ct~vities. 
If you1r· si m, is, a gamer. expect access to more 
,games as you enhance tha .ski1III. Eventually', yo'u 
can even 1un1lock the· option ·t10 livestreamr. These 
clever c1hlanges 1don1 't ·rurn the experience on its 
head, but I enjo,y,ed seeing new things, open up 
even after I 1d been playr ng for 20 hours. 

Un' ort:unatelly,, famril iar problems p ague 
Toe Sims 4. Whi e he A. I. pathing has been 
improv d, its iill as issues. For instance. if you 
send sims to he refrigerator t,oo cl1ose toge her, 
one of 'hem aband,c·ns the task even if they re 
still fa away. Dis -cl,ea ·ng i a;pparently oo 
complicated or the'm as we1l I. I had numerous 
tjmes where mry sims simply co1uldn t stack 
m i pl,e dishes and would just put themr down 
inste d of washi1ng 1hem. I felt pretty confident 
leaving the A.I. sims to1 heir own devices bu 
they still need to be monitc:red. 

Still jus· lie ing my sims , e and war' chirng 
the dlrama un oldl emains one of my · avo,r~t,e 
·t·hings. I like hat a game focused orn ,con ·rol 
can still hav,e unpredlictabil'ity. My housekeeper 

actu,ally dropped! dlead for ru nknown reasons, 
whi fe cle·aning my sink. J had o mo iu rn his 
death, ·watch th,e Grim Reap er take him 
away, anrd 'hen d,eal w· • h the urn. Afterward, 
Death hung ou . and wa· chredl TV w itlh my 
sims. Fun stories llike this are wha . make 
The Smms 4 tihrive. 

That bei1n1g sarid The Sim,s 3 in · ova.tedl on 
mal • in g the world feel all iive, and one of The 
Sims 4's biggest disapp1ointments is 'ha a 
lo · of those enh,ancements ,are gone. Sim1ple 
things, Ii • e n at bei1n g ab le ,o walk arc und the 
1neighborh,ood lbro,ke tih immersion for me. 
The absence of the to dler stage makes it f1eel 
I Ike your kids grow up too, fas . The riec re . tional 
Io s, ar,e ·the mos • a1 ected; you earn travel 
!between diffel'\ent nefghbo.rhoods but hese 
ban en ocales do t have, 1muc o ,d,o in the,m, 
You 1can fistlr and a . e yo1ur kids on th new 
playgrournd equi1prn ent, lbut most of the ac ivri­
ties can be do·n e from yc'u r horn= - lik1e grilling 
or paying chess. This 1doesn't ,give you mruclh 
rreason to leave, he hou,se excep o soc·a ize 
which makes tlhe world feel smalle. 

The Sims has, always been about maki'ng your 
options seem end less,, but here they SJ'ie Ii m1ited. 
Ev,en hen1 making your sim with the improved 
crea o I he oL.llffl s on'Y have a few ,color varria­
tio ns Builders are even ,affected, as, basements 
no longer exist and there aren many· options 
for carpets or wal I pape s. I ll11<e that the build­
ing ools .are more accessibl1e and provide 11,ess 
1room for f ai I ure, bu . the minimal o;ptions ires ic 
lhow ·aryou can ake your creativity~ 

av, . no doubt ti,at like eve·ry othe Sims 
ti le this one will continue, to grow with futiure 
expansions, lbut th at does1111't do 1play,e s ,a y 
g,ood rrght now. I he, Sim1s 4 needs to sand 
on its own. With all of the s eps back from fihe 
base1line estab1lished by The Sims 31 ft doesn ' . 
I fee1 like l''m p,ayi g1 a ,game thats lhalf-baked. 
The co re formula is stil I fun but The· Sims 4 
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• ra, ch as 

multi asking 

. . phtc o e hall] 
sims mor e . sive. They 
look the " th y -. er h.av 

So e of the sound effects. 
especially the ones indicatillg 
mood changes are excessive. 
A e ~, - the ioonic Si mlish. is 
still intact, conv.eying tone 
W1tllou.t using actual ords 

The basics are easy to grasp, 
and you get tips along the 
way. Th • tutorial sym m needs 
to be less intrusiv instead 
o bombarding players with 
exoessive infultrmlation ,early on 

The Sims 4 i still fun . .' th 
pie . ty ,of coo ea_ks~ bu i 
eels somewha " emp wi ,- ou 

much innovation 
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ove the series to .a new 
loca • on and make so. e 
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I, looks good, bu e 

oocasio al pop-u can be 
distracti g a high speeds 

I dcn1 t car for the sound­
track o • Festival tmpping-s, b 

t least th.ey we t through 
the troubl to record udio tor 

the ch . act 

The earn feel a little like they're 
on a pivot, although the n.nnb e 
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This sequel is a goo showing 
for _ e series on the new 

.system. but it won't bio,w your 
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~- orz,a Ho:Mizon 2 is1n't a hard r,es art for the 
o,ffsh1oot series,, bu the game has s uffled 
the deck slig1h ly for rts new-gen ,d,ebut. 

Ii k,e ps i· ,act its plet1ho1 a of races, ab n­
dance of cars XP' system and ,credi s while 
aug m ent1ng on ine p 11ay _ eak: ng I s overall 
s, nuc ure. ,and oftering more open landlscap . s .. 
The sum o hese changes sp its both w,ays, 
making1 Fo a Hori ,on 2 a · o rthy sequel tih at 
is not necessa iliy h1ead nd sinouldlers ,above 
its predecessor. 

h,e game s ri1ps away some o th· Ho iz,on 
F,es ival sti11uctur,e (although the visua rap­
pings and ch • sy characters are s,ti Ill the re) o 
present a p rog ressi 01n more taillored to your 
w1 im s. C · itical-pa ; h race even s to get you1r 
Ho·nizon w1nistbands ar,e populated according 
t,o which car you,re driving1, simillar to Forza 
iM otorsport 4 However, the Spa n,sorslh ip 
Chai Ieng es an,d H o·rirzo 1 0 uitpos,ts (w 'th their 
fi q isite ev,ems requir,ed o u1nlock I em are 
g 01ne h,e breadcrumb trail is lessened andl 
so is some of tlhe • e ling that you r,e tr ly 
bui ,ding up to somethi1ng. 

At least with the fiirst IH1onizon 1s, Sponsors1hi1p, 
Ch,allenges I ·felt I was working · oward ano·ther 
aooolade O'n my 11s S mi 11arl~ t i • r,,ow-absent 

0 1utposts were con1ven1ien ways to ,combi e 
opening 'he ma1p wh1ite exposing you to d'f­
ferent ac 1ivities Ii ke p ti oto t . ki,ng (there are no 
new promotion events Ii Ike th ns I b,y the way),. 
Forza Horizon 2 gives you more to 1d10 aim d 
makes it easy to experience but I wish it were 
O!rga.nized i1n a way tha:t spurired m,e on mor,e. 

his is odd, becau1se one of the game s 
great strengths - even without the Sponsor­
slhi p Chall!enges - is its pmgr1e-ssi1crn . XP BJnd 
credi . flow fi om eve·rything you1 dlo, nd the 
new Pe·Mks system for award 'ng1 skjll points 
(for goin,g fast or !knocking stiuff ov,er, fo,r 
ex.amp e) c::on·fers grreat rewards,. Bucket Li1st 
Challenges aire allso a welcome addition. 
These put you in challenge-specific cars. and1 
hav,e you do thing·s lik,e bo1 • lb dlown a for,est 
moun· a·n or notch a ,certain number of n,ear 
misses ith traffic. 

·Online aces are easy to ,access and perhaps 
~h,e bmg,gest focus of the game. The map is fu II 
of free-roam even·ts you1 can enter whenever 
you like, an,d R•oad Trips ai,e deve,oper-created 
playlists ,of eve1111ts you1 and participati1ng racers 
tackle nd trave~ between in suocess1on. While 
·tih,e p ethora o·f events. One I udi g fun play­
ground games Iii ,e King and lllnfected) 1is ,a good 

thing I wanted more overall direction from 
th,e game,. 

Anotihe exam1ple, of Hori:zo,n 2''s give and take 
is the open environments. You can blaze a ·trai I 
wh1ile takJi n g a s.h ortou or du • ng a cross-coun­
try race bu the· 1m,ore yo u1 explore, the m OM 
ye u realize how empty the g a.me can • e. 
□esp ite Forza Horizon 2 's ,changes. it 

remaJins tru,e to its core ,c::,o · oap, 1 .and for that 
it's a wortlhy g1ame in the franchise canon. 

1C I allengin1g Drivatars you 1meet 1in the wo Id to 
races (sti1II only point-to-poi t events)11 buying1 
!liveries and chatt1ing in cair me ts, and tihe 
,ease of ,online play encourag,es you to exiplo e 
an,d i1n eract. with a. wo r d whose new I taliairn/ 
French s1urrou1ndings look great and inspire 
your w,anderlus1. 

Fo:rza Ho ·zon 2 may 1no • be the perfect 
·sequel b ,1.11 it still ,delivers stiff challenges, fiJ1n 
iracj ng moments .· n,d a varie y of 1experien,oes. 
Hopefully another few years, on the Xbox 10ne 
1ca.n create a clea,;er d11rectfon forward for the 
series and enable it to c,ontinue being1 a worthy 
branch of the Forza brand. • .. ~ e to 

We reviewed the XtJox One version of We game. It is also 
availahfe for tile Xbox 360 
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ayonetta d d not change he face· o stylish 
actton garmes llhat's okay • instead of add­
ing new glmmlcks, or turning he genre 

on 1i s head, !Pia 1i um Garn es ralsed •. e bar b1y 
refiining -e gameplay and m1aklng he action as 
rid1iculous as possib e. The i1ntense comba air­
tight controls., and 1over 'he•-Top spectacle cap 
tured -at I llove abou his genre Bayone I a 2 
does he same hi g (al e· in many o 'he saime 
ways.) bu • with •even more pollsn1 and depth . 

Fll1.11id a1nd satisfying comba1 remains the 
cen erplece of he e · perience~ IN10, ma er wha 1 

you do~ IBayo 11etta 2 m1akes yo look and feel 
awesome while doing I Teairing apart ,ang,ellic 
juggerna ts~ dlem10 lshing hordes, of demo·- s 
and swea ing hrough high-p·recision duels .11 
req1uire differen1 approaches to tihe combat 
system The varie y 1of encounte·rs - and he 
se • -piece mom en s tiha separate I hem - keeps 
1ihe 1unpreaictable aciton mo,ving 

" o on n 

endo 

B ayone I a sti 11 has access to al I ki1nds of 
m1ag ic 1powers items, and ab1 Ii ies. No, every 
[player 1i s g10 i1ng 1 ,,o love every op I lo,n bu the 
system is fie· Ible enoug1h • 01 let y,ou develop 
your own style of ~ lay- th10 1ugh you are more 
I ikely o s 1l ch between mu ttiple me hods 
than stick to one My favo ~ ,e add i I ion 1i s the 
Ulmbran Climax modle which s.u1per ... charges 
al I of yo·u r attacks f1or a short span. h1is 
simple concept adds, spikes of e c'temen 
and pow,er in o smalller encourll ers, mak'n1g 
hem more rewaroing1. 
Even ith so1 many ,op 1ions at your finger­

ti1ps1 Bayo ne a 2 is as deep or as simple as 
you need it to be~ If you want to perfect your 
• ech 111ique, mas er dodge offse 1, and rack up 
pure pla inum medals for every mission you 
wil co 1 ·inue o disco1ver gam1eplay lay,ers and 
wri1n kles for h 01u rs. If you jus wan to mash 
bu ans .and see hes ory 1hroug1h, you can 

do I ha i1n s ead .. I don • . now 
why you W·O. Id houg1h.' th,e 
story is iimsy and obvio'US bu • 
the ,comb ~ • is exp ert'ly u n.ed 
and b•alanced. 

One of my ew co:mpl1aints 
ls he feeling ,of deJa vu. ·v:ou 
see many new weapons .and 
enemies, in name b1ut ey 
don t impac he ex1perience 
in d1 erent ways .. ns ead o • 
91liding1 around O'n tce-ri n used 
skat,es like the firs,t installlment 
y,ou g1et ff re-infused chainsaws 
Wieldlng1 ,o swo ,ds feels a 
lot like wielding one Many of 

Desp1 the Nint ndlo m • on Bayonet . 2. Ule f roily- f:ri ndly 
company do s not appear to have eddled much witll the mo1e 
oon·ttovemial ele -ents of the form a. Violence and sugg Slive 
poses abo,1)11nd and the languag s ems . ven fou10r than h ·fore. 
1ike its· r d o 01, Bayonett 2 does all of this with a smile· and 
a wink so it feels mor,e pl yfu1 and fun than crass and gocoss . 

the cptio,11a accessoni•es are 
allso repeated from fas 1ime. 
I apprec,a e tha, P~atinum 
Games d'dn I wan to mon1 .ey 
arou1nd with a winning arsenal!, 
but 1 'he h ij I of e per1menting1 
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wi h crazy and inven ive weapons - as a 
high If . ht of he f~rs game. .• ot everythlng1 is a 
re read1, bu t e general amlliamy earrs tha· 
·tn rill is 11arg e~y missing from Bayonetta 2. 

One refurning1 fea u re h1at was happy o 
see is the· abundance of pos ... game con en1. 
• y first 1 O o:r 12 hou • were spent clearing all 

of -e s1 ages and com1p e ·ng he maln s ory. 
A - er ha , I dov,e in o he addi io al challeng1es 
and unlockables. The ar~ay of .accesso 'es -
like one tha I helps blocik incoming a 1 acks or 
another tha au oma tcalty activa ,es ch 
Time· are refdist"caJly only affordable after 
you ve finished he main missions. Yo·u can also 
bu1y an array of ,costumes attem p ithe diffilcult 

"clh Trial bonus ·stages and unfock new 
characters who pfay • iffe e ,y andl have their 
o n moves and cos umes to buy) llhis g Ives 
n,e action a remarkably !ong11 all; ·t you ove 

Bayone I a, Pia inum Games and intendo1 open 
he ff,oodga es and don1 hold anything lback. 
Ap.art •• r•om the· o her 1u nlockables an 101n ine 

multipla:ye · mode lets you play cooperat1ive1ly 
wi h a h'iie d Yo I choose you characters, set 
up a series, of battles, wager your h1alos to set 
he diffic u I y·, a -di then try • 1 o k r Ill th,e enemies 

wh lie sco,ring more poin s than your f iend. 
P iaying1 a Ion . side a partner i:S fun, and i 's 
a great way to build up yo,ur cash reserves 
(any money you earn in mu1I 1iplayer ca ies 
over o he s•ng re=player 1mode). However. the 
lsoJ ated ba les can t 1m1atch the grain deur of 
he cam1paign, ,an1d even1 a lb road se l1ectio n of 

encounters do es 't keep them from1 ge1 i g 
old after a wh1ile. 

Great1·ng a sequ,el o ,an already-pollshed 
game is a. c,h,ai enge, bu Pila in1u m Games' 
app'roaclh ul im . ery succeeds. Bayonetta 2 is 
rooted in its 1past while takiing steps (but no 
s rides) o ard • he furture Though w.as ,disap.­
poin ed by some, of he familiar' y, I was usua1lty 
havi1ng1 too mu c1h fun to caire. oe Ju • 

•• 
II 

C e 
A ti U-exclusive :equel to 
one of he be stylish ,action 
g es' . ver m de 

The creen becomes blur of 
violent sp · ·m effects in · ea. 
of comb bu e frame le 
holds upwe 

Though some of the voice 
,cas r g seems off,. mos o( the 
ke playe aiiJ the dellve . 

. ty 

A GamePad or Pro Controller 
is yom b st b t. Whi the 
to chscleen is technically ,an 
option. i doesn't give you tlle 
precision - to ppredate 
Eayonetta 2 strength:s 

t 
•Crazy moments, s1 r,ooth 
combat aind seemingtly endless 
options help this seque'l mate 
its predecessor 

B 
Righ 



Cross the ~lda senes with 
Dynasty Wamo s fo -a_n 

r expected mash- -p, 

The an ~ c • o delivers 
very oool designs o f • • 

Zeld chm cters and 
rene - ev ' e ov,erall 

visalss - , d 

I coold do without the 
m ta1 rem:· s of -~-" 
Zel a music.. but some of 

Ule cJm are quite good. 
] enjoy - the us of z -Ida 

oun eff - thto ghou 

-Y 
Everyone m.oves and attacks 

well. and the wa.ni.ors all 
feel ,distinct 

This agg~ve version 
a 'Zelda ca..u become 

repeti • ou.s~ but thme are still 
reasons o koop _ ghting 

he Zelda series ·thrives on smiart puzzle 
solvin,g, expl:oration, and delibe,rate 
action agai st a ·all 11u1mber of ene~ 

mies. The !Dynasty Warriors franclh is - t!h riv,es 
on none ,of th,ese t1h1ngs. -or rh1is 1reason, 

II 

Ze~da fan are under.standably skeptica~ about 
the franchise· crosso,ver, especiallly con -ider­
ing N'nt ·ndo's llast partn1ership with Team 

- 1 inja produced the worst Metro id game in the 
se rces, 0 her • . Th is t· me aroru nd the, parrt-
ne ship de liv,ers better r • su Its. Hyru -Warriors 
i-n a true z ,elda game, but the • 1's, plenty 
here for z,eld fa111s to enjoy 

Hyrule Wanio,rs' story begins with a rdark 
power overtaking Hiyrule which cues, the need 
for a hero prefer1 b ly ,one wearfn,g a green 
1u n ic. From there tJh,e aJ ernate Zelda un iiVerses 
ov, nap in nerdy ways that fans who love t,o 
ex01m1ne Z • tda's many time.lines willl a preci­
ate. It fu I ly embr.ac s the idea of many Hyrulles 
exijsti ng aoross mu lltiiple universes,. The way 
characters speak to each other:· howeve is 
cheesy and serves to s. - 1 • up ffl1 msy exc1.Jses 1o 
make recog izable· charac.ters • 1g ht o -e another 
for 1no partioul1ar reason 

Th com bat is, h &Qh ly f r - lpetitiive ' as is a~ays 
the case with tlh e Dy1nasty Warrrors -rtes burt 
the context o,f the Zelda universe made me 
much1 m,om interested in ibrud ·ng through the 

ar. In Dy1nasty Warrtors, mo,tivation1s • or g1ht~ 
ing • re· deeply emb -dded in an exaggerai ed 
h1istory ful I of characters m u fam i1liar 1th 
When you don1t know or care why yo,u11re f[ght~ 
ing fu1n need o be derived entire1ly from · 1h 
~pe i we oom1b,at - which dlulls qu1ic ·ly. Pfaying 
Hy rule Warniors I was exc ltedl to m t every 
char -cter: th -ir motw . tions are clear, and I was 
eager to enter baffle. Thats i -, tll:. com a still 
boj Is down to po ering p you sp eel al attack 
'rjng ·t 0 1ft and moving on tor the 1next area 
o ~ peat tlhe pr,ocess in traditional Dyna.sty 
Warrio fashion. 

e waned 

N1nt, nd.o,. Koei "Fecmo 

Boss fights fall more in lline w · 1 h Zelda games. 
Using items like ombs1 boomer,a gs O'r an-rows 
to open u,p a boss to a bevy of attacks is much 
more, fun thran1 wh1 ttling1 down a 1powenul sol-
d i:e -S h,ealth~ The nal boss1 1in particu a forces 
you to use he lessons yoiu1 ve acquired! through 
th,e course of 'the campaign to ,cltaim de eat 
in a satis,fying way - a c,ommon trait of' Zelda 
gam,es, but unhearid o in Dynasty Wamors. 

Zelda 1refe~11ces aboundi whethe its on ~he 
battlefield or in the menus and loading ,screens 
Events, like 1us1ng Fi o fight G irahim should res­
onate, or pl!aye s who f1 n i shed Skyward Sword, 
and the, __ ay you use a powered-up lhookshot to 
attack. a strong mob in is too awesome to spo:i 
here,. Its also nice ,o see a character llik.e Zant 

T 

f om Twilighi' , rincess an1 a esome· antago is,t 
who, It seemed O'L! Id only ever . ppear in one 
rg m,e _ et an,other chan,oe to battle. 

Among the p,tenrtifu I Ze1da refer:en c,es. most of 
the nods come from Ocarina of Time Skyward 
Sword ,and Twilight Pr'noess. I would have 
liked to see more Zelda games receive more 
time in the spotlight_ Only tho.se three titles 
eoe·~e rdedicated levers with fam1ilriar lloca io s 

, oft.en with th,e same layout You revi si them 
freQuent1y ,outside of tt, e main campaign M wh f,ch 
stif es ~he envrronmen1all va iety. 

Play·ng cooperatJively with one player o'n 
the Gam,ePad and one on he lV is great use 
,of the Wii U's edhnology but you wont find 
much forcing you t,o O'tik s a earn 1Mlos~1y i 's 
)ust helpful o have an extra 111ghte· and tlhere s 
:something un,deniabtry un about earning p 
,as ·familiar Zel • a warriors to, tackle familiar 
,enemies ,a d bosses like The m prisoned! fr om 
Skywa,rd Sword,. 

The standout Adven re mode,, where you 
explo're 'the original The Legend of .Zelda map 
tile by ile. hel'ps allev,ate some, of the repetition 
that d ags down1 'lh,e main campaign Each grid 
offers a short challeng:e like having ·to defeat 
a bo.ss or ,a oertain type ,of ,enemy. Complet·ng 
the challenge rie __ ,ards y,ou wt"h weapons a,nd 
item1s, you can 1use on the o,ver ead map like 
a candle, to bu1- n .a bush o get a new weapon1 
,or a raft to, cross a rive · t,o u n l!ock more chal-
1.enges. Ad1Ventu e mode w,ears i,ts lo e f o · 
Z,el,da on i s s eeve .and nli e rhe ma,in l!evels. 

hich can be long and g ueling he, c aJl,enges. 
,are 1.ypi,callly short and sweet. 

The repetition ,of Dynasty Warriors pervades 
throug out Hyr _ fe Warriors but this unexp _ c ed 
rOfOSSOVer ith the z,el da 1u ivers,e orks I 
m·ght not be the, Zelda game wee pected 
f'o ink's first o iginal Wii U debut. but i • ill 
happi'Y hold us ov,e · hile we ai' for the con­
'SO e s 11rst true egend of Zeld1a expe ience. 
. 1 



Bros. on he go 

intendo~s decision to put Smash IB1ros. 
on the 309 struck me as am except1ion­
alfy eil'dl move, eve'n fo, a company 

that pressed ~ts beioved characters, into mortal 
,combat in the first place Smasn1 is after II., 

n ,ov,er-the-tcp social game that's almost as 
,enjo,yab l~e to watch as i' f~ t,o play. Wher,e's • 1he 
fun in1 hunching over a p,air o· tiny screens 
flic1king1 away a hat weird an a!og stub, • 
a:c'hing hands? Welll I'm b,ig enough to ,adm1it 
when ll'm wrong. Super Smash Bros has K0111d 
my .ass mptions and 1renewed my enthusiasm 
for the series. 

The biggest surprise for me is how unsurpns­
ing1 it is once· you start p layi111g. 'You se!ect your 
fighter from a. roster of up, to 49 characters 
(after un 110 cki1ng1 several I of co rse), choose a 
stag,e nd the·n proceed to beat your ,oppo­
nents up an,d 01u of th,e ring. The •cas.t is a mix 
of fiatuming ·favo i' es ai d n1ew additio:ns and 
overall its. a ·well-b·alanced c1rew Once again, 
N • ntendo is steppi1n g beyond its, b rarnds wel­
,oomi ng Pac-lMlan : nd Me . a aJ to tlhe fray. 
lnitiallly it seems l'ke, an incramen al upgrade 
but t.11ere's a lo,t mor,e beneath h,e surface. 

M,ost notably you can sel1ect combat ab 11 mes 
from ,a list of several options. Tnat e·xpands 
bey,ond cos· 1umes for your ii fighters too,. 
You can choose between CO'Up~e, of different 

Nintendo 

flre1balls for !Mario's att • ck, tor instance or hat 
lha,ppens w en you use Don key Ko,1r1ig s down 
spec· a1. Maybe y,ou I i1ke, his hand sllap or per, 
haips you 1d [prefer .an altennate 'hat generates 
1pi (airs of flame. I s u1p to you,, and d iscoivering 
, h,at. works ·fo • yo1u - and the characters yo u1 re 

f,ami tar with a.llready - is rawarding 
Tl1,e 3D$ is arso !home to a Smash Run mode. 

IHlere , you have a imited am O'U t of ·i1me to, 
nun throu:glh a maze. battl'ng enemies a · d 
col lectfng power-ups ha·t inc1rease stats like 
attack pow,er, speed! an1d j mping. When 
time's u1p the players converge in a final 
cha.I enge tih it. dee min1es tlh,e victor. Some 
are straigh1tfo,iward like a w1i11ne -takes-aim 
battle,. Oth,ers ,are more creati\f'e l'ke pitting 
the characters, against one ano,ther in an 
obstacl,e- la.d,en footrace. 1 •1s a fun div,ersion 
from reg u1lar smash i1ng1 , though the ocall-on ly 
multiplayer makes 1me wonder lhow frequently' 
people will use i . 

Smash Bros. is all about compet~tion, and 
loc I and onfine • ulti1p,la.yer ,are big parts of 
that. Onl1in,e is one of the game's wealk spots. 
When it works it w,ork,s beau~ifully1 with 
blazing fast mla:tches that rival the best ,of 
previo .• s games .. Unto · 1unate!y ir • all comes 
crum1b ing1 1down when someon1e s connection 
hiccups. Battles tu1n11 i1nto pa'nful sl1ide s1hows 

El 

befo're ultimately s· alling1 out. I baWI •. aga·nst 
Japanese players without any problems, but 
r n into trouble when I took on GI edlitors in the, 
same ,city. None of my oo-wo:rikers reported 
cornnection troubles outsi,de of the game but it 
made for . madden1ingly· 1i rnconsi st,eri1t time. 

Whifie the onl'ne 1m'gh be suspect1 intend,o 
has made a v,ariety· of co:noessions. to 'ts more 
hardcore fanlbase. Matches are sp llit in' 10 

two 'types: For fun. in which ufes ,gave' ning 
th1i1rngs like, stages customized characters,, 
and 'tems can be, • ,eaked and ecords aren t 
kept; ,and IIF,o 1G1lory·, which recc rds s ats, and 
also ,eli,minat1es 1items. or Glory afso restricts 
matches to the, Omega variants o·f each stag1e 

h ich are base di on the Fin al Dest! 1111atf,c n level 
from past g am,es .. 

Even on my best day II 'WOU dn • lbe oonfused 
with a t1ou nament-l1evel Smash p:l.ayer. After 
sh·tt·ng my bllock and hr,o moves from the 
shoulder buttons · o the · ace buttons though , 
I was 1play in g at the same· level I do on Me1lee 
O'r IB1raw . I won som,e mat,ch es ~ lost a fe ,, 
and I hadl a com pie e ly grea • time no matter ' he 
score, .. We all know the W1i i U v,arsio n ,of Super 
Smash Bros. is on the horilZon. but the 3DS 
version ms more than someth ln,g to keep yo'u 
busy 1until th,en1. Its ,a must-pay Jor Smash ans .. 

...... c 

• obile in an all-n w en 
designed Cot th JDS 

It mak! s the most out of ·th 
hard are"s mediocre -creens, 
though you ca:n lose foells on 
wha ·s going on when th 
r.a m ta is • ul back 

...... ~ assic tunes from the S 
era and b yond pro,vide gre . t 
accompaniment lo the cl:Jaos 

p 

rm HPpressed at how we fue 
,circ1e pad ltd1t1dles the a ·on. 
Rob _ rustoroization allows you 
to tweak e mp ts if the default 
settings don' 1 wo:rk for you 

Do 1't 1e·t tile s-,een size lool. 
yo = S e h Bros on 
3DS is a riot. d ·c·s we y 
of en _e 

High 
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inal Fan1 asy is o_ ·e o,f th.1e longe,s • g sen1es 
"n the nd.ustry, and it as changed co s·,derably 
over the course ,of i 1 s l I e. No matter - o,w much 

the combat evolves' or how gor ,eo1us the graphics 
get .. a portion o its au ienoe will alw·ays '1 av,e a 
soft spot f,o,r the Iran , ·, e's 16-b,it gory da~s. Final! 
: antas.y VI ·was the .ast e of the e a d i , • 

year marks the 20th anniv,ersary ,o,f ts N1orth America-. release. We 

celebrate the occasion b,y loo,ki1·1g bac _ ,on the tt · ,e with ,one of its 
cfuie.ctors, Square Erux's Yoshino,rt Ki ase by Joe Juba 

Though , in al Fantasy VI is an i mr po r-
t ant pan ,of gaming hist,ary ~ts v,ener~ 
able age means · ha · some o,f oday1s 
gamers haven't 1pla.y,ed rit for he·mse1v,es. 
How,ever, you dent necessarily need 
to play i1t to, appreciate i1 impact. AIII 
you need ·o urnde s.tand is, how uniql!.J,e 
Final Fan·tasy V~ is, amo:ni,g its peers· i • 
features a hug,e ensemb ! • cast, comple 
them es,, andl a s ory tha subverts • 1h e 
,uplucky heroes save the world' s ructure. 
G ameplay su rp:rises - Iii ke piloti1ng airships 
in od!e 7 er entering fighti11g-game=style 
comrmands o execu1 e specria a ac ks -
set a high bar fc'r fun and! variety. 

One of the m1os . dis ing1uish ing1 fe tiu res 
is th,e ay 'he ,game fis sp,l'il: inrto two 
halves. The fi1rst· is a tradi~ional, !linear 
adventure abou • an r;,iil em1p,ire· and • he 
rebels who ght agains • it~ Thi1s arc ,cul= 
minates in a • a,pocallypse· pl yers f,ai I to 
stop the plans of the vi Ila in Kef1ka and 
the worfd falls into ruin. T ' e second hat 
i mare- reeform, all,o ~ng players o 
wander across tJhe sha' ered landscape, 
rejoi • ing old firii,ends and gain'ng h,e 
strength ·to strike back. 77hi's pie ee· ing 
~pproach1 meant th1at he narr,a1bive was 
rarge 1ly player=driven, in · he second !half 
focus·ng on smalle char cter-cen ic. epi 
sodas instead of . olllow·ng a 1prescri1bed 

path w· 1h clear obj:ec.tives. hough it di -
fers in so'me way tilis formufa is a part 
of the· basic st uc i ure that open-we ~I 
games would emplo·y yeairs later. 

Fi'nal Fan asy VI aiso laid important 
gm u n dw1ork O' ··he fiuture ,of the series. 
It tea Ul"ied despera ton attac • s I a pro­
totype version ,of the now-s and a.rd limit 
brea s, ore importan·ly it also moved 
toward a m1ore cinematic pliesentatio,n 
with momen1ts like the iconic opera house 
scene - a seq uen oe hat .20 years ater, 
the indutstry in general still remembers 
with clarity nd fon,d 111,ess. 

Though it wasn the last of the 16 bii 
RPGs final Fantasy VI is arguably the 
bes of them = and a mus· -play fo any 
role-playing1 aficionado. T1ha achievement 
is eve'n more impressive when you con 
sider that in 199 games were 111 t made 
by the massive teaim we see today. 
The ,gmup,s w,ere .sm,al er, ,and the con­
t,en was more personal ~n some ,ays. 
Yoshinori Kitase, now .a producer for th,e 
Fina Faintasy serjes a whole was one 
of the wo di recto rs on Fi1n al fantasy VI 
(alongside· H'royurki !Ito). We s1poke 1it'h 
Ki ase toge· behind-the-scenes insiglh 
into the elements hat shaped fin.al 

antasy VI in ·o one of the mos· revered 
PGs ever made. 



When1 you began m -kiing lli'l,e g1a1me ,, 
- -

did you ,_ 0 - tha . w,ould bet e l1ast 
2D1 Fin I Fanilasy? I s ,0 ,1 did that ,add 
any e,xtra IP ress,u re to ,exiit • he 116 1bJt 
,r,a in style? 

I didn imagine tha this would! be he, 
las 16~bii game ln1 he seriies lrn fac , 
we started deve·l1op1ng Fina Fantasy VII 
fO'r the S · ES aft1er we, fin js tied Finall 
Fan asy VI. However. the Frinal Fantasy VII 
S I ES eam was te'm1p orarily disso ~ved 
w ~ en help was, n ooded for the prod uc~ 
tion of 1Chrono Trigger. As a esult Final 
Fantasy Vil beca1me he ast 16-bit game 
in t h,e sertes. 

Wha . 1d01 YO'U th nk pt yers co e -d 
i. - 111,ost hen1 ri rs released? 

Everyone is he ma·n character· as 
he tiheme we adop ed he he produc­

tion began. Thoroughly crafted stones 
dedicated o each ,and every char .. cter 
may hav,e been tihe biggest factor tha 

as a,ppea ed 1·,o fans and may be the 
reason ihis game has received tlheirt last­
ing s1u p port. 
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The . o haL es of li'le game a - V1ery 
dirffe -n Ho d - e eam1 arnve ,at t - -
deeis~on to split the game,? We y,ou 
ever o,nied th - • players m gh feel llost 
in e seoo,nd -an wi • -out 1dJ- c on? 
When we s arted developing1 he gam,e , 
O' ly 111e first half of • e s,crlpt was com­
pie ed and the second half was s • i 11 a 
blank slate (this as yp cal f,or Fi -al 

an asy ,games back then). AP·G s ory­
lines ,of tlha time ott:en en ailed an apoc­
alyp, 1' c crisis and a hero ho, saves the 
world a a hairs breadth. Growi g tired! 
o,f 1he s . me era scenario e decided io 
1end itihe wotld ith I his gaimef 

It as then tha we fi nalll y started 
hink1ing about ho,w 1he game would play 

O'Ut a er · he apocalypse. i hr the con~ 
cep ,o I everyone is he main cha ac 1er 
in mind, we e 1 • andl decided i would 
be best o al ow p,!ayers o ,choose and 
play I heir favori e char.ac11er, resul ing 1n 
a player-drive second hallf .. 0 course 
here were concerns abo1u p1aye'rS 

not !knowing what to do ne,xt but we 
r,esolved hese ·ssues rough multiple 

est pfays and a1dding hin s throughout 
he· game., 

Final Fantasy Vil has 4 pfayab e char 
aclers Did ti al po,se any c1hallenges 
during devefo1pme nt? Is -he • e a p rti 
1cular ire so,n the fo,llo ing games kep1 
the ,cast •.. al er? 
Back hen1 1h . entijre develcpmeni team 
con nibuted to the scen1ario insiead o a 
sing re .sc nario writer creating1 1he story. 
Even1 when establishing chairacters tihe 
entire staff brain t,o med and p1Ut fo h 
many suggesti:ons. Than s to this we 
never 1ran out o ideas. Ill w10 1u lid screen 
hese ~deas. and u lt1imate1y adjust them o 

main in co,11sis ency w· hin ·the scrip . 
For example II created the se,ttirtg f1or 

a characte amed Gau. Storces Ii • e 
Flowers· for Algernon and the one abou1t a 
bo,y raised! by wolves served as an in pi re 

at1ion, ,and the character evolved 1 • om 
he e .. Tetsuya • om1u ra1 the des ig 11 er1 

crea. ed charac ers like Shadow and 
Setzer. At h t ime, he, was a dot artist 
f,or mons·~er des1igns but lhe proposed 

ideas regardi1ng1 he 1character1 personal­
ity and background in addi 1ion t,o the 
ill1ust a ions. Si1m1,a ~, o,ther st ff mem 

ers ,crea ed characters based on their 
o•wo imagination1 ,and i.nspiratii,on. 

There isn't a particula reason or the 
smaller cast in following gam s although 
it may have been something to ,do with 
he transit~on o 3D 1hat led · o a more 

real is ic expression o characters. Sto,ri·es 
ten,ded o delve into a singfe ,ch1aracter, so 
• he size of • he cast m y have been com­
promised du o, the scenario stru'ctu1re .. 

Fl[Y~ng airship1s was an i,conic part 
of ea · y Final F ntasy 1· es., What 
ins,pired ' e decision to try t from 
a 1dliiffere t 1perspecti1ve? 
At tha tiime, th,e concep . of 11th,e f~ying 
slhip11 was ascinatingly portrayed in1 
H.ayao IMiyazaki's ani,mati·orn and ca,pti 
vated us by i 's dynamic visual exp,res-
s ion. On the other hand, the IN ES specs 
on lly allo·wed fer flat 2 D graphics, and we 
yearned to express a game dynamically 
with depth ri n ,a similar ·rash ion. With the 



SNES we W1- ·re able to gene ate q asi~ 
3 D graphics cal red ·• ode 7, which filnally 

nabled us o 1descgn an a'mhip that as 
closer ,o. what we had enViisio ned. It may 
lbe more accura • e to say that we were 
f'nally able to1 generate some hing close 
tc wh, we had orcginalty desired rather 
than doi'ng some h111g different from the 
previo,us itles. 

. 1rn early vers • o rn 0 1f w art we now c -11 
II mit breaks 1exists in Fin a F,antasy Vil , 
executed .a domlly whe characters 
· re low ,on HP. ere djd - is idea 
come from? 
The Final Fantasy series s,ta · ed ,o 
see an inc,rease i sall es from arc und 
Final Fantasy IV, and ou1r player basie 
expanded to irnclude lboth !beginners 
and advano d p,layers. I order to, 
cate'r o different g1roups1 an ,easy 
1mode" v,eraion of Final F.antasy lliV was 
r leased· however, while this so llution 
was wel rec,eived by beg in • rs i gen 
e·ratedl some dissatfsfac io111 among 
the t1rad1t ion al !Final Fantasy fans. In an 

effort to sa isfy both types of payers 
we came, p with an idea for a special 
m ov that triggers h en1 the pl! ayer irs 
in ,a critical si ' 1uati1on. 

eg inners are more prone to receivi g 
damage, so wlhen the 1ma.gic tnigg:ers at 

·time of distr,ess it provides the pla.y­
ers wi h a ,chance • or a comeback. On 
the other· hand advanced players are 
less I ikely t,o find themselves i1n such 
s iit u at'i o ns, so th1e 1mag ic tri ge,rs 11,ess 
frequen· ~ creat1ing a more cha lengirig 
expe i1ence,. Limit realk was devis,ed 
wi 1h s im i1lar th,ought 1p,ro cess. 

T e Ka ser Dr,ago super'-boss 'Was 
011igi a ly cut (but included in Final 
Fantasy·Vrl Adva1nce) c·a you tell rus 
abo'ut any o • er corn • nt t at w 
pl ned b d"d not make it I o the 
final vers on1? 
Du in g the p anning1 s.1ages, here was 
. n idle o make a game out o, Str,ago 
cultivating a village. It was, a c·ty build'ng 
ga1m e sim1ilar t,o Sim1Ci y, lbut was can­
celed at a very early stage • • ue I o certain 
is ues w'tlh he d!evelopment schedule. 

F1in 1 IF -ntasy VI de·· Is ilh some 
mature themes .... Eike suic de a d l1oss -­
in ti I e hen many of i s IP ers ere 
sticking to safer 1ma1terial Did you have 
anv reserv -lions about i clud ng the e 
topics duri g develo1pme'nt? 

aclk • he'n vi:d eo garmes were not w ideiy 
r1ecogn·,zed and were more er less per~ 
ceived as 1c i Id re'n 1s enterta~ nm ent , 

ell eve we ad a strong desire o ap1peall 
to the public with sen ation1al. mat1u re 
themes 1(in1 h'ndsight, it w.as done in the 
rashness of you • h) 0 n the con rary with 
vid1eo games havi1ng a grea er social 
inf11u ence we may have been a bit more 
hesitant to d10 so in th·s day and age. 

What is yo'ur personal favonite mom,e, t 
in !Final Fa -asy Vf? 
Daril I's Tomb and the opera scene are 

t o of rmy favo ites, as hose are some 
of th1e scenes in tJh e game tha.t I di rect1y 
sup • rvised~ 

The 10,pel"'a see e is s ·11 brought up 
od1 y as o e of e ost memo1ra1ble 

rmomen s in Vtideo ga es. C n you1 
expf in lhow 'tlha seq ence ori1gina d? 
When he producer- Hirronobu Sakaguchi 
gave me the lot there was on ry one line 
wri en in he scene - "an event to be 
he1d at th,e opera. From this brief line 
alone I sens . that h's seq1uence wouldl 
become one of the most memorab1le, 
moments 0 1ftihe ,game. My task w.as to 
expand on • 'hat: sing !e line. 

spoke o ·the composer, Nobuo 
Uem1B' s1 and Hideo I i aba, the ,artfst, 
about how we would go about st u c­
turing the s qu:ence· for sev ral days. 
Alfred Hi chcock's The Man Wh'o Knew 

Too Much was fn my mind, an1dl we 
decided to move forward wv h a sus­
penseful sequence including cutbacks 
be een the perforrnan1ce on stage and 
ac ions be·h1ind the scene~ Ulemats1u 
co,mposed superb trac1ks fncllu ling ' Afiia 
di Mezz,o Camttere ' .and Minaba created 
s unniing artwork of the opera house 

Bef1ore creating h • s sequence 
Sakagucih i rec om me 11 d ed that I watch 
an opera i n1 person t·o ir reference, b,l!J!t I 
nev,er got he cJhance • o see one. II ended 
up crreating t is scene from Jpure· imagri­
na1ion. Bu . , three years ,ago I m1anaged 
t10 watch U em atsu 's ore hes ra c 0 111-

cert a· the histc ic IRoyal Alben Hall in 
London. That·•s right! Its the, conce'rt hal 
where The Man Who Knew Too Much 
t1ook place. It was extreme,y emotional 
to view he co cert i a real ihea er for 
the first time ri n 17 years. 
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he or~gin of th 1e Re,,s,i,d1en Evil sto1ry j1ne traces back t ,o the 
- - - -

S.T-A R S,. (Spec·a1 Tactics And Rescu1e S,,qu,ad), m1~s.si,on1 to 
invest ig at 1e re,ports o - ca1n1n i bal is tic h10 mi c i d,es in t h,e iso­

lated Arlklay Mo,untains a1 ea- The catalytic . ansion1 ln1c·de,nt was 
a ough1 trial for th,e ,S.T.A.R.S. Al 1ha ,a.nd Bravo tea,ms. ore 1es­
trated by he tre,acherous A~bert· Wesk,er ·o, 1'1est U1mbrella''s. m1on­
sters against trai n1ed p rofiessi on,als. ,So,me survived to ave sto1r1ied 
adventures i • he serwes1 whi~e others dwed swi i't som,et1ime,s. 
embarrassi1ng d,eaths. by Tim 'Turi 

BRAVO TEA 

1-n ico a n 
(Captainj 
Shot ri • the, heart in 1dan1k 
caverns under11eath 

e Spe11cer • ansion 
by his trai orou · 
captain esker. 

ALPHAT -

Al beli't . ker D 
(Gaptainj -ot. 
Alpha learns 1rairorous 
u d. rcover 1umbre11a 
agent dl ed rn a 01lca , 
atte elng shot In he 
1eyes rll roe ets. 

• ic ardl Aiken 
(Communications Expe 
IBi en a gigantic 

oisonoLIIS snake 
efa re dying ,on Hle 

mansion noor. 

any Burton 
(Weapons fxpen) 
!Barry -as, last see 1 

1 elplng Jill va~enti e 
escape ff acc,oon ,011y via 
helicopter. Expect to hear 

ore about Is, bearided 
on e 's whe,re-abouts 

Reve a ions 2. 

Re ecca Oha be.rs 
'Medij 
• ravo Team's sale IJ r­

vivor1, Re1becca e11duredl 
a rate 1 trip aboard the, 
zombie-infested! Ecliptic 
_ press on ty to end up 
1n the 1deadly .Spencer 

,ansion. er whera-
ab • uts ,re unlrno •. 

Jo ep - Iii t. DEJi:D1 
(Maintenance} 
Chewed to . eath b a 
z,om ie g after Alpha 
teams he~ioo1pter landed 
outside the m1ansio . 

-d ard IDe ey DIAD 
(HelicoptFJr Piloij1 

Attacked ill di killedl by 
zo mhie dogs er 
hes t ' rn1 B avo teams 
do ed helicopt·er, Jllist 
oufs,ide the mans1ion. 

Ch s fl: • eld 
(Sharpshooter. ,Co Pi lot) 
Atte surviving he man~ 
slon lnc[1.1,wnt Gh Is~ 
prioli les shifted to arcl 
protect! 11 •- flle world from 
b oterrorlsm and o -plng 
ster,old's like candy. 

1- _ rest Sp _ yer 
(Snipen 
IPeoked 1o d1 

-h by a 
1mufid1er of zom1bi e or,o ~ 
on a. mansion balcony 
• It's pre urned that he 
died' trying to fig ht off the 
lbirds wi1h a bB!lOoka. 

JIii Va1en 1 - - e 
aster of Unlocking} 

Sun,·~oo he 'ainsion 
111 ide t, Raccoon City's 
nuciear scrubbing, and 
slav1ery 1L11 nd er es kier \lia 
a rn in ... control •. vice in 
her deavage. 

ot$2 . 1 2 ~Su I, 3"I Floor. 
b' 2.00 (lllCI 

Magam , 724 

, 55401 . (61214. ·B 00 ot [812} 01. 
. All ord r or c , 

' ' 
$7.00 . ' ll!Scrl , or . 

. , 3rd F , l)Olls M 55401 PO 

Ke nelh 'OIi n 
Chemist) 

Attaci<ed an !beheaded 
by he, first zo -bie 
enco1.1111ter1ed in Res1de111 
Ev'J. A mere hadow of 
his former se1lf. 

e fl Vicke 
Helfcop,ter PIiot} 

Brad j Chlokenhea .,_, ' 
Vickers w,as nicknamed 
as SU h lb ca se h 
aba don ·• .1 his, com pa~ 

io s at the ma11SI . 
Justlce as se - en 
Nemesis [mpaled Brad~s 
face with a ha d tentacle. 





Bet e au h1or of your own1 desti'ny-you1r choices unlock yo . r po,tential an1d exp,and yo r 
wor-d h 'OUg - o t your jo . • ney yo can e,asily change be .wee 12 d1ffe en1t I fe c asses to, 

Start as o e of e 2 
11 e c asses 

G e n y f"l"I so,..... r tely 

asily switc o 
a ot er c ass . 

201 UEV L 5 lr1c. II t~ t1or1 ©Yo t ,ta a Ar .: 1 o. 

N1 o 3DS s r ... y of t i o. 201 i r"1 . 

., .. -o, expand you1r world 
an1d yo adve t re 
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,1scover y,ou un que 
antasy I e 






