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Dip you miss ME?

THE SEXIEST PIS JING WITCH IS .
BACK AND BETTER-LOOKING THAN EVER
AND THIS TIME IT'S BAYONE'"A

THE WORLD, HEAVEN, AND HELL

BREAKNECK 'SPEED COMMS AND
NEW UNIMAGINABLE WEAPONS
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As a PowerUp Rewards Pro member you'll not only receive a monthly issue of Game Informer
mMaogazine delivered directly 1o you, you'll receive a minimmum of S50 in exclusive offers and have

the power 1o GAME THE WAY YOU WANIT! Stop by your local GameStop location 1o become @
PowerUp Rewards Pro membober foday.

et all these great benefits and more as ¢ Powerlp Rewards Pro member.
All for just $14.99 a year!

O S50 in exclusive offers every month

O 10% more points on nearly every dollar spent

O 10% extra credit on games and accessories

O 0% off pre-owned games and accessories

O Buy 2 Get 1 Free offer on pre-owned games (worth up fo $55)
O et 12 issues of Game Informer magazine

Check out October’s Exclusive Offers.
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ANDY McNAMARA

EDITOR-IN-CHIEF
andy@gameinformer.com

Head my column or
comment on this letter at
gameinformer.com/mag or
follow @GI_AndyMc

have a love-hate relationship with crowdfund-

INg services like Kickstarter, Indiegogo, and

Patreon. | love that projects that would other-
wise never see the light of day all across the arts
and technology spectrum have a venue to get
funded. This is the consumer fueling the creative
process In its purest form.

When given the opportunity to help one of my
favorite bands that had split up long ago put
together a documentary about a reunion tour,
| umped at the chance. Herein lies crowdfund-
INg’s biggest issue — nothing you fund is a prom-
ise; it's a wish. | wanted that band to succeed,
and | was more than willing to throw money at
the chance, but nothing is for sure in the crowd-
sourced world.

To me, the good far outweighs the bad.

Some projects never see the light of day, and
the pledges are never returned. At the same time,
crowdfunding has brought numerous games to
ife that simply wouldn't have otherwise had a
chance. It's arisk we as supporters need to be
willing to take, and a promise the creators need
to have the desire and skill to deliver. It's a buyer
beware market if there ever was one, as there
are more than a few cautionary tales out there.

Which brings us to this issue you hold in your
hands and the ethics question crowdfunding
brings to Game Informer. For me personally,
| refuse to help fund any game, as | feel it taints
my judgment in regards to what | want to put
In the magazine.

In a moment of weakness, much like the
one | described above about my favorite band,
| donated to Shadowrun Returns when it hit
Kickstarter because | feared the game wouldn't
be made. | figured that I'd donate just so | could
sleep at night and tell myself that | had at least
tried. | never imagined it would make its goal.

| couldn’t have been more wrong, and it blast-
ed through its goal. When the opportunity came
up for Game Informer to discuss covering the
game for a feature, | iImmediately felt dread in the
pit of my stomach and knew that | simply couldn't
take part in the decision-making process.

| was an “investor.” Even though | owned
nothing, | had put money in place that made me
feel like part of the process. After this experience
| decided to never donate to a game again. But
to others, donating to a campaign is no different
than preordering a game. It's a complicated
Issue, and every individual has to decide where
they stand for themselves.

We have covered many crowdfunded games
In the past, and will always do our part as a
media source. While | can’t give these projects
money, | can use Game Informer to focus on
games we believe In.

This month, we were lucky enough to work with
a team as they brought their game idea to the
public. | had never met any of the team members
of Molasses Flood before they stopped by the
office to show us what they had in the works.
| found the story so compelling that | knew it was
something we needed to share, as it explores
the life-changing power of crowdfunding for both
good and ill.

Enjoy the issue.

Cheers,

B

Resident Evil Revelations 2

Claire Redfield returns to Resident Evil with the daughter of
legendary S.T.A.R.S. member Barry Burton to fight through
a demented torture island. Read about our exclusive hands-
on with the first chapter in this episodic mystery. by Tim Turi




Impulse: The Indie Games Of PAX Prime

'8 Interview: Anita Sarkeesian

91

Molasses Flood

Bravely Second

regulars

6 Feedback

Readers assure us they
are not tired of Assassin’s
Creed and don’t mind
seeing multiple entries in
the franchise each year,
tell us how they feel about
console exclusive games,
and nominate cities they
would like an open world
game to take place in.

10 Connect
We have reports from
Tokyo Game Show,
discuss what's next for
Oculus Rift, and look
at the current and up-
coming offerings of
MOBAs. We also chat
with Tom “Syndicate”
Cassell about reaching
one million followers
on Twitch.

62 Previews
Tearaway crosses over
to PlayStation 4, Final
Fantasy XV finally comes
out of hiding, and we play
some more Metal Gear

Solid V: The Phantom Pain.

We also check in on Dying
Light and The Crew.

/8 Reviews
The holiday video game
release season is starting,
and we have reviews
for some of the biggest
games of the year includ-
ing Middle-earth: Shadow
of Mordor, Alien: Isolation,
Bayonetta 2, Destiny,
Super Smash Bros., and
Hyrule Warriors.
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Contact Us
feedback@gameinformer.com

Neversoft gets some much- deserved love this month as
other readers weigh in on the effect streamlng has on

L smgle—player game, sales, champlonith'lr hometowns

Two For One
| don’t think one of your articles has ever
satisfied me as much as your Assassin’s
Creed Rogue cover story. During all of the
other Assassin’'s Creed games |'ve played,
I've always felt a bit guilty taking down all
of the “bad guys.” | for one never saw the
Templars as really evil. They promoted kee' -
ing the general populace safe and pacified
under their rule = not what | would call evil.
More often than not, | felt the Assassins
were the bad guys, spreading anarchy and
violence in the streets. I'm glad Rogue finally
offers a more in-depth look at being
a lemplar.

Liam Farrell

via email

| love Assassin’s Creed, so | was pretty
excited to see a new Assassin on the cover
and even more excited to learn that Ubisoft
IS coming out with two new Assassin’s Creed
games this year. However, I'm torn over
which one | should get. Which Assassin’'s
Creed game are you guys more excited for?
Or do you find it a little ridiculous that they're
releasing two games for the same series in
one year?
Eli Avila
via email

While releasing two Assassin’'s Creed
games on the same day does sound a

bit ridiculous, we're glad that Ubisoft
didn’'t compromise its vision for Unity in
order to accommodate older hardware,

or forsake fans who have yet to take the
new-gen plunge. Whether the double dose
of Assassin’'s Creed will cause franchise
fatigue remains to be seen, but so far both
games are looking great. For more on
Unity and Rogue, check out our month of
bonus coverage at gameinformer.com/ac.

Must Play?

In Andy’s Letter from the Editor (Streaming
Killed The Single-Player Star, issue 257), he
questioned whether someone would play
a linear, single-player game if they already
watched someone else play it. | watched Let’s
Plays of the entire Silent Hill and Resident Evil
series, and liked what | saw so much that |
bought the games and played them myself.
| think good gameplay will cause some play-
ers to buy a game they ve already watched,
and it can even lead to sales that would have
been lost otherwise (in my case, | was con-
vinced I'd hate survival horror until | watched
those Let's Plays). While the availability of
gameplay videos could damage the market
for single-player games, | think the opposite
IS also possible.

Samantha Lienhard

via email

We heard from a number of readers who
said they've purchased games after evalu-
ating them via livestreams, and others who
say they watch online playthroughs more
for the personalities of the hosts than the
games being played. While we’ll always
prefer playing a game for ourselves, the
growing popularity of streaming continues
to draw new crowds into gaming.



A Poor Substitute

I'm worried Sony is investing too much in
online gaming services like Share Play. While
playing a game with an online friend even if
you don’t both own it sounds like fantastic
tech, I'd much rather have Sony invest its
resources into building real couch co-op expe-
riences, rather than a virtual couch that further
separates me from my real friends. Is there any
chance that this new generation will bring us
together physically rather than virtually?
Anthony Paluso
via email

Sony has indeed spent a lot of money
upgrading its online capabilities, but those
investments aren’t stopping developers
from including couch co-op - if anything,
the extra horsepower of new-gen systems
makes local multiplayer more viable. Even
if triple-A games continue to move online,
expect to see plenty of developers embrace
local multiplayer this generation.

A lall Tale

| was surprised by your Tales from the
Borderlands preview last issue (A Case of He
Said, She Said, issue 257). In most previews
from media outlets, you hear nothing but opti-
mism. Yet your Tales preview had a very cau-
tious, disappointed tone. | understand why you
usually shy away from that tone, as developers
can try to take you to task for any lost sales/
pre-orders; you seem to save more negative
comments only for reviews because of that.
Thanks for the preview, though, and we shall
see how the game develops!

Phillip Smith

via email

While previews and reviews typically differ
in tone, it has nothing to do with potential
sales or the hopes of the developer. A
review is an evaluation of a final product,
and as such is more critical by nature - all
compliments and complaints are fair game.
Previews, on the other hand, are a look at
unfinished experiences; many things are still
being tuned and fixed during development,
so singling out specific bugs or gameplay
iIssues isn’t fair. However, we don’t hesi-
tate to share our concerns with underlying
conceptual problems, as in the case of our
Tales from the Borderlands preview.
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Switch Hitter

[ know a lot of people complain about console-exclusive games and
features, but [ am a big supporter of this business model. I think
exclusives are one of the biggest ways the three major companies
compete with each other, and this competition drives innovation. |
also think exclusive games influence people’s purchasing decisions.
[ know I buy every generation of the PlayStation for Sony’s excel-
lent first-party games. Despite my support for exclusives, [ am very
annoyed and somewhat jealous that Sunset Overdrive, an Xbox
One exclusive, 1s being developed by Insomniac. Along with Sucker
Punch and Naughty Dog, Insomniac has made some of the best
sony-exclusive games. What gives? How could they have switched
to the other side?

E.J. Miecielica

via email

Sounds like you just got bit by your own love of exclusives, E.J.
While Insomniac has made several series for Sony over the years,

including Ratchet & Clank and Resistance, the developer is still
independently owned and free to create games for whichever
console(s) it pleases. You can’t blame Microsoft for pursuing its
own exclusives, or Insomniac for taking a good deal - but at least
you can find comfort in your own logic that Sunset Overdrive
may spur Sony to come up with more innovative titles of its own.

Coatn o A |

PHOTOS FROM THE VIDEO GAME INDUSTRY

|
—

“Why was Classic Gl
discontinued? Is there any
possibility it could come back?"

It was never discontinued,
and it is in this very issue, so
the odds of it coming back are
very good.

“Do you ever envision a day
when the whole community can
just have conversations without
all the shouting matches and
labeling?”

That sure would be nice. But
no. No, we don't.

“Did you know about the game
you suck?”

You really need to work on
your insults.

Worst News
mmuou:.b

“You should post the answer
to the question of the month in
the magazine.”

Of The Month:
What's the game you've put the
most hours into and why?

(Left) We're not sure why
Mike wanted to make the
“cowabunga” hand sign with
famed designer and Final Fantasy
creator Hironobu Sakaguchi, but
Sakaguchi was polite enough

to oblige

(Right) The random hand ges-
tures continue with Nintendo’s
Hisashi Nogami, Tsubasa
Sakaguchi, and translator Robert
Tunstall. We really have no idea
what they're doing

continued on page 8
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B 36% Open-World
Tourists

B 22% Assassin’s Creed
Adoration

B 16% Fall Release
Schedule Excitement

» 12% R.|.P. Neversoft
® 10% Livestream Fans

B 04% Fans Of Assassin’s
Creed “Rouge”

(Left) Sega’s former

director of marketing Al Nilsen
and CEO Tom Kalinske were on
hand at this year’s San Diego
Comic-Con to discuss the glory
days of the Sega Genesis and
Sonic the Hedgehog

(Right) Comcept CEQ Keiji
Inafune and Inti Creates CEO
Takuya Aizu are so excited
about Azure Striker Gunvolt that
they weren't even embarrassed
that they showed up to PAX
wearing the same shirt

Oh, The Places You'll Go

In issue 257, we asked readers what city they'd like to see featured in
an open-world series. Unsurprisingly, most respondents selfishly picked
their own cities, while the best replies correctly chose Minneapolis. Here
are some responses.

[ would want Minneapolis and St. Paul in a Grand Theft Auto game, because
[ think it would be interesting to have two different cities in the game.
Basically, I just want them to be in it because [ live there. I'm sure I am not
the only one who wants to cause chaos in my own city.

Zachary Marien

[ believe that Tokyo would be the best city due to its sheer size and the rich
culture and lore that surrounds the city. It is the perfect blend of old and
new, with towering buildings and ancient structures sharing space. Tokyo
would be a great place to do a game that requires a current-day protagonist
to find ancient artifacts underneath or around the city.

Brenden Pannell

Washington, D.C., has always seemed like the perfect {it for a Grand Theft
Auto game to me. Doing missions for the government, sleazy politicians,
agents of foreign governments, union bosses, greedy corporate lobbyists
or other special interests — there are so many great story possibilities that
would be available by placing the game in the nation’s capital.

Tim Malone

[ would love to see a post-apocalyptic Fallout-type game featuring the
Tampa Bay area in Florida. I could totally see the bay area as a main hub
for the survivors of the area using Interstate 4 to access Orlando for vari-
ous missions. Just imagine running around a desolated Disney World or
Universal Studios!

Jason Hetterich

i’f@
mitemAT O,

(5

Never Say Die
| loved your interview with Joel
Jewett and Scott Pease (20 Years
of Neversoft, issue 257). It was awe-
some hearing about the history of
the developer, from the struggles
to the highlights. It's great seeing
how passionate they were for their
games, and their careers showed it;
not many studios get one game out,
and Neversoft was able to be ahead
of the curve for 20 years. Kudos,
Joel and Scott, and best of luck on
your future endeavors.

Brad Cahill

via email

| just finished reading 20 Years of
Neversoft. I'm sad to see such a
great company disbanding. | need to
thank Joel and Scott for making the
Tony Hawk’s Pro Skater franchise.
Without it, | never would have met
my significant other 11 years ago
while playing THPS 4 online. We fell
In love while playing Tony Hawk's
Underground. We are still together
today and are raising one heck of

a gamer daughter. Thank you, Joel
and Scott; the magic you created
will be missed!

Molly F.
via email




WINNER
1 Jimmy
Link only plays the lamest instruments

2 Dylan Peter Villegas
We don't care how deadly Poison lvy is, plants aren’t scary

3 Evan Kowalski
It takes Commander Shepherd 45 minutes to de-suit for a bathroom break

4 Lulu Curiel
Behold, the Q-tip tentacle beast!

S Adriel Oviedo
Here's a deep cut: This art is inspired by the Sonic game on Game Gear

o Submit your art for a chance to win our monthly prize. Please include your name and return address. entnes become the property of Game Informer and cannot be retumed.
send to: Game Informer Reader Art Contest | 724 First Street North, 3rd Floor | Mpls, MN 55401 or Email 1o; ReaderArt@gameinformer.com

[Left) If Team Meat’s Tommy
Refenes looks a little surprised,
that's because we jumped

out of the crowd and took this
picture without warning. We
call it guerilia photography
(Right) The Behemoth's
“Game 4" doesn’t have an offi-
cial title yet, but it does have
an awesome arcade cabinet,
which director Dan Paladin
showed us at PAX
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top ten whips

virtual progress: oculus rift
takes another step closer
to reality

moba evolved

the beginner's quide to
building a pc

Impulse: the indie games
of pax prime

Interview: anita sarkeesian

opinion: super smash
bros. diaries
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Tokyo Game
Show 2014

The Other
C _ t; look like E3, but it sure doesn’t

onvention feel like 1t anymore. Before the
Still Shines rise of other conventions like

PAX and Gamescom, TGS and

E3 were two sides of the same coin — analogous
video game events tailored to their specific regions.
Today, despite the elaborate booths, bustling crowds,
and hands-on demos, the tone in Tokyo 1s vastly
different from what we experience in Los Angeles
every summer.

A cloud of expectations surrounds E3 every year. We
look forward to new announcements and major re-
veals to map out the direction gaming will take for the
coming year. For TGS, the sense of anticipation and
Importance just cannot compare, with other conven-
tions stealing the spotlight, it no longer has the same
reach. Nintendo usually skips the show entirely, and
this year saw Sony and Microsoft remain quiet on any
major news regarding their games or hardware.

The Tokyo Game Show may

by Joe Juba

connect 11
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Tokyo Game No-Shows

The Tokyo Game Show brought us news on many games, but sev-
eral high-profile titles from Japanese developers were conspicu-
ously absent from the event. We didn’t hear a peep about The Last
Guardian, which is sad but unsurprising at this point. Atlus put out a
new trailer (and announced a PS4 release) for Persona S the week
before TGS, but didn’t have anything new beyond that on the show
floor. Square Enix only mentioned Kingom Hearts III as 1t relates to
Tetsuya Nomura leaving the Final Fantasy XV project. Suda 51's Let
It Die was also nowhere to be seen. Thanks to Nintendo’s traditional
absence, we also didn't learn anything new about upcoming Wii U
titles like Super Smash Bros. and Xenoblade Chronicles X.

L

Some people might say publishers' restraint
during this show is confirmation of the decline
of the Japanese gaming market, but you only
need to see the thousands of people lined up
outside of the Makuhari Messe to realize TGS
s still important. As a consumer-facing event,
the show floor iIs open to the public for half of
ts four-day run. With less PR and postur-

Ing, the crowd’s excitement and unbridied
enthusiasm takes precedence over the desire
to appeal to the press. It puts games from
genres that are considered niche on a global
scale - like romance and JRPG - front and
center. People wait in line for hours. Security
guards constantly remind attendees not to
run in the hall. A special courtyard Is set aside
for cosplayers. The 3DS Street Passes max
out in minutes.

That I1s the audience for TGS. The hands-
on gameplay on the show floor isn’t always
brand new, and the surprises are few, but
developers seem to enjoy the opportunity
to share their games with a grateful and
eager public.

Big Events
Despite a lack of jaw-dropping announce-
ments, TGS 2014 was far from a barren
wasteland when it comes to gaming news.
Using press releases, trailers, and stage dem-
0s, we saw and learned more about some of
the most anticipated games on the horizon.
At this point, most fans just assume major
gaming events will come and go with no
official mention of Final Fantasy XV, but
Square Enix surprised us with two inter-
esting pieces of news. First, the title has
undergone a change In leadership, and 1S

now being directed by Hajime Tabata (Crisis
Core: Final Fantasy VI, Final Fantasy Type-0)
iInstead of Tetsuya Nomura. Square Enix
says the move allows Nomura to focus on
Kingdom Hearts lll, but the change appears
more aimed at finishing Final Fantasy XV - a
game In development over eight years under
Nomura's supervision.

Tabata seems to be making progress
already; the second piece of news regarding
the title is Square Enix will release a demo
of Final Fantasy XV in 2015 called Episode
Duscae. A free voucher for the demo will
be included with Final Fantasy Type-0 HD,
though Episode Duscae’s release date
and price (for those who don’'t buy Type-0)
were not specified. For more details and
thoughts from Tabata himself, read our Final
Fantasy XV preview on page /2.

Konami used TGS as a chance to show off
more of Metal Gear Solid V: The Phantom
Pain, with a new trailer and a stage demo
highlighting the new buddy system in ac-
tion (page 62). Bandal Namco offered some
hands-on time with Tales of Zestiria (page 71),
and NIS released the first substantial details
about the upcoming Disgaea 5. The show also
brought with it the surprise release of D4: Dark
Dreams Don’t Die, the episodic Xbox One-
exclusive title from Hidetaka “Swery” Suehiro
of Deadly Premonition fame (page 92).

Some titles were only present as trailers,
but that didn't make them any less exciting.
We got new looks at Sony’s Bloodborne,
Capcom’s Deep Down, and Bethesda's The
Evil Within. Even though we didn't get to play
new content for these titles, the videos suc-
ceeded in drumming up plenty of enthusiasm.




Language Barrier

For North American gamers, one of the
pitfalls of TGS is getting your hopes too
high. Amid the big-name franchises bound
for worldwide releases are smaller and more
specialized games that may never reach
our shores. These aren't always one-oft
games in unknown series, sometimes titles
with popular pedigrees don’t get localized
outside of Japan.

Square Enix has yet to announce any
English language plans for Final Fantasy
Explorers and Bravely Second, despite
the cachet those names currently carry in
North America. The Great Ace Attorney from
Capcom is also in limbo, especially consid-
ering the last game in the series skipped
retail shelves in favor of a download-only
release. Sega’'s cooperative action/BRPG
Phantasy Star Nova (from veteran developer
Tri-Ace) also had a good showing, but the
Phantasy Star name doesn’'t mean what it
once did.

Learning more about these titles is one of
the unique benefits of TGS. It can also be
bittersweet - seeing something you want,
but may never get. Ultimately, all you can do
IS wait, show your support and enthusiasm,
and hope that publishers get the message.

The Tokyo Game Show is a strange conflu-

ence of well-known games, niche titles on

the fringes, and zany things that would never

have a shot at success anywhere but Japan.
TGS may not be the spectacle it once was,
but with so many cool games on display in
one form or another, it continues to be an
entertaining showcase for industry profes-
sionals and fans alike.

TGS By The Numbers
Total attendees in 2014: 251,832

Total attendees in 2013: 270,197

Number of exhibitors: 421

Total games shown: 1,364

Number of role-playing games: 138
Number of racing games: 7/

Number of PlayStation 4 games: 42
Number of Xbox One games: 24
Number of Wii U games: 13
Number of 105 games: 259
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= Castlevania

When slaying vampires, most people think of stakes and crosses. The
Belmont clan flies in the face of these conventions by battling with this
snappy heirloom. The Vampire Killer can be upgraded from a standard
leather whip to a brutal spiked chain. It's not the most obvious bet, but
it’s been enough to defeat Dracula several dozen times.
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- Final Fantasy VilI

11 - Bulletstorm

Grayson Hunt is a smart-mouthed ass-kicker that loves blast-
Ing his foes to bits with style. His energy leash helps him keep
the kills coming with signature flair. This handy tool can lasso
enemies from across the battlefield, sending them into the air for

At a glance, Quistis is an unassuming teacher in FF VIilI's Balamb
Garden. But on the battlefield, she wields a compact metal whip
that unfolds to deliver justice on the monsters of the world. The
deadly Save the Queen is crafted with energy crystals, spikes,

»

Eal . - Earthworm Jim
Normally, brandishing an overgrown night crawler would more
likely get you laughed off the battiefield than featured on a pres-

tigious Top 10 list. Earthworm Jim not only gets a pass, but high
honors for being able to use himself as a slimy whip.

- Resident Evil 2

Leon and Claire first encounter these super-mutated zombies
in the bloody halls of the Raccoon City Police Department.
These skinless freaks get their namesake by violently “lick-
iIng” their prey with a six-foot long tongue. These slobbery
attacks are enough to stun their victims and set them up for a
swift beheading.

-

- Indiana Jones and the Fate of Atlantis

Indy and his infamous whip didn't get their start in video games,
but the well-worn bullwhip plays a key role in this LucasArts
adventure game. Always at Indy's side, the bullwhip is perfect
for everything from stunning Nazis to swinging across chasms.

an impromptu trap-shooting session.

The Legend of Zelda: Skyward Sword

Link acquires this shiny whip after a battle
with a multi-imbed skeletal warrior in the
Ancient Cistern. The whip lets Link grab items
and switches from far away, and the glow-
ing light orb on the tip can even damage
certain enemies.
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and most importantly the tentacles of noxious malboros.
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Super Smash Bros. Brawl

Samus Aran likes to collect a variety of weap-
ons throughout her intergalactic missions,
from powerful missiles to energy beams that
grapple onto enemies. The minimalist Zero Suit
Samus may have fewer toys at her disposal,
but her plasma whip helps make up for the
lighter arsenal.

Kabuki Quantum Fighter

Like a Slayer fan with a long mane rocking out
on the outskirts of a mosh pit, this shaggy war-
rior uses his ginger locks as a whip to destroy
evil dogs and giant fire-breathing skulls.

_ - Double Dragon
A bunch of thugs punched your girlfriend in
the gut and promptly kidnapped her, so you're
willing to use whatever tools you can to get her
back. The deceptively deadly Linda carries one
of the most useful weapons — a chain whip.
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Oculus Rift takes another
step closer to reality

As developers, 1investors, and press gathered in Los
Angeles recently for the first Oculus Connect event, it
was clear something had changed for Palmer Luckey’s
little Kickstarter project. Looking at a gathering of
1,000 people, with even more watching livestreams
of CEO Brendan Iribe, chief scientist Michael Abrash,
and chief technology officer John Carmack, it's easy
to land on the obvious answer: Facebook’s $2 billion
bet on virtual reality.

by Mike Futter
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It wasn't that simple, though. Confidence was in the air. When
we last met with Iribe, Luckey, and vice president of product Nate
Mitchell at GDC this year (right before the Facebook acquisition),
there was still an atmosphere of uncertainty. The team was proud
of the newly announced second developer Kit (DK2), but there
was talk about survival and inching toward a consumer product.

Now, the senior team (which has swelled with the hiring of
technology titans since Facebook purchased the company) has
put doubt out of their minds. Virtual reality is going to happen,
and the company is one step closer.

Oculus unveiled its next “feature prototype™ at the event called
“Crescent Bay,” which is a leap forward from even the recently
shipped DK2 units. The new head-mounted displays, which
Oculus has made lighter than the current developer Kits, are
covered in LEDs for positional tracking.

If you have been keeping up with virtual reality progress, this
will sound very similar to the “Crystal Cove™ demo displayed
at CES in January 2014. This time though, the sensors are also
located on the back of the head, similar to what is offered by
Sony’'s Project Morpheus prototypes.

Oculus wasn't terribly forthcoming with the technical specs.
The resolution? Improved from the 1080p of the DK2. The
field of view? Also increased beyond the 100 degrees in
the current devkit. Weight? Noticeably lighter than what's
currently available.

The 20 or so headsets available for demonstrations at Oculus
Connect were handmade at the company’s headquarters just

days before the event. The Crescent Bay demo was also the first
time Oculus encouraged us to stand while using one of its prod-
ucts. The company has been emphatic that the Rift is designed
as a seated experience, which made us take note.

“To give the strongest sense of presence, standing up helps,”
Iribe says. “Sitting down, it’s still incredibly impactful, and | did
the room many times sitting down. Standing up, it is a little
more awesome. Just the way the brain works, I'm a little more
convinced. Sitting down, you're feeling [the chair]. When you're
standing up, and all there Is are your clothes on your body,
you're less reminded that you're not really there. We wanted to
give the strongest sense of presence for everybody.”

The Crescent Bay demo consisted of a number of scenes
that showed off the positional tracking, positional audio, and
improved clarity. The scene opens in a submarine, with a peri-
scope immediately in front and the claustrophobic electronics
and machinery whirring and thumping around.

| tried to reach out and grab the handles of the cylinder, but
the company still isn't ready to reveal its input device. The scene
faded and was replaced with a toothy dinosaur in a black room.

The creature sniffed the air and roared in my direction. Turning
my head made clear that the built-in headphones (which weren't
high quality) were delivering directionally based sound. The
software for positional audio Is as important as the quality of
the hardware.

The demo progressed through a number of scenes, including
a small town with a circling airplane overhead, bustling traffic,
and people milling about. The paper aesthetic was adorable,
and | was astounded as | leaned to examine the finer details.

One of the houses was in flames, as firefighters attempted to
put it out. | could look inside the windows and see one of the
residents pacing and crying. The detail was extraordinary.

The 10-minute demo closed with a brief clip developed by
Epic Games in Unreal Engine 4. “Showdown™ walks players
down a city street as police take aim at a rampaging mech.

As the camera moves us closer to the hulking beast, bullets fly
In slow motion, their contrails rippling the air. | move out of their
way, because it just feels like the right thing to do.

As the carnage ramps up, concrete starts flying, glass shat-
ters, and explosions boom. A car flips overhead, and looking up
reveals terrified passengers, most likely in their final moments.
Reaching the metallic beast elicits one last roar, signaling the
end of my time with Crescent Bay and another step closer to
bringing a consumer model into our homes.

Oculus still isn’t committing to a timeline, but in conversa-
tion with Iribe, it's clear that visuals and audio are the two main
components that need to be in place before launch. It's unlikely
that a custom input device will be ready in time though, which
means a consumer model isn’'t the end of the road. It's just
the beginning.

Samsung Gear VR
Oculus has split its development
efforts into two branches. Not
only is it working on a PC-based
consumer headset, but the
company has teamed up with
Samsung to make mobile virtual
reality possible.

The Samsung Gear VR will
be released In an "Innovator
edition” this fall as a companion
device for the Note 4 Android
phone. All you need do 1s plug
the phone in and place the cov-
er on the head-mounted display.

Using the device is simple,
with a touch-sensitive pad on
the right temple with a back
button above it. Targeting in the
Oculus Home menu is handled
with head positioning, and a tap
of the touchpad moves forward.

A number of video, media,
and game applications are
available for the Gear VR. Video
options are offered in either
virtual cinema or 360-degree
offerings (like the Pacific Rim
Jaeger Pilot demo). Music op-
tions include Harmonix VR, an
interactive visualizer that offers
scene-based options activated
by focusing on objects in the
environment. Games run the
gamut from third-person action
to atmospheric puzzle to the
(shightly nauseating) first-person
version of Temple Run.

Because Gear VR doesn't yet
offer six degrees of freedom
(you can’t lean into a scene),
it's currently best for media
consumption. It does have a
visual passthrough (activated
by holding the back button) so
you can check in on the world
around you. Gear VR also offers
direct sound from the Note 4.

Mobile VR is going to be
a reality soon. Expect to
start seeing them in the next
few months.



Twitch’s Most Popular
Streamer Shares His Journey

Tom

"syndicate”
Cassell

Occupation

Professional streamer,

atching video game-oriented streams has become a popular pastime for
game developer

many gamers to the point where many teens prefer PewDiePie or Smosh

. . Twitter
over traditional Hollywood entertainers. Tom Cassell, who goes by the . w twitch.tv/syndicate
name Syndicate, recently became the first person (or company for that matter) t0  y,cation

reach one million followers on the increasingly popular Twitch streaming service.  Manchester, UK.

18 connect

by Kyle Hilliard

How did this Manchester, U.K.
native turn his love for games into
a career as an Internet phenom-
enon? It all started with his love of
games at a young age. “My super,
super earliest memories would be
my uncle actually playing Sega
Mega Drive,” Cassell says.

He played variety of games
growing up, despite his parents’
reticence, but his obsession truly
started when a friend introduced
him to Call of Duty 4: Modern
Warfare. “| wanted to be a pro at
it,” Cassell says. “l| wanted to do
MLG, but then | kind of got bored
of the competitive side of it. As
time progressed and new games
came out, | moved on to Call of
Duty Zombies.” With this offshoot
mode, Cassell found his niche
that would later bloom into a
much larger presence in the world
of Let’s Plays. He made video
tutorials for the popular Call of
Duty mode, and slowly began to
foster his audience.

As Cassell gained momentum
online, he realized he wanted to

not only talk about games, but
make them as well. He enrolled
in Hyde Clarendon Sixth Form
College to learn how to do so, but
didn’t stay. One of Cassell’s tutors
saw his potential in the world of
online video, and encouraged him
to drop out, with the caveat that
he could return if it didn’t work out.

Cassell made a name for him-
self on YouTube, and currently
has more than eight million sub-
scribers, but over time gravitated
toward streaming. “| remember
doing super small streams on
Justin.ty, like way back in the
day when it wasn't even known
as a gaming site - it was just
a place where you could live
stream,” Cassell says, recalling
only having a handful of viewers.
He tried out Twitch early on after
receiving requests from his audi-
ence, gaining 30,000 subscribers
iIn a short amount of time. Once
YouTlube implemented streaming,
however, he moved his streaming
efforts there.

After streaming on Youlube

for two years, Minecraft (a game
Cassell still streams often) con-
vinced him to jump back over to
Twitch thanks to its integrated
streaming feature. “| got a really
good response with my audience
and new people on there,” Cassell
says. “| decided, screw it - let's
try to set a goal of hitting a million
before Riot Games and be the
first person to do it.”

Since then, Cassell has put his
video efforts toward Twitch almost
entirely. He thinks it has been
worth it, even if it hasn't techni-
cally paid off. “You don't make
more money off of Twitch, that's
a fact. You just don't,” Cassell
says. “On the financial side of
things, you are better off if you do
it on YouTube. But...| love having
a live audience and to be able to
react and respond with them at
any given moment on the spot...
That's why | do it.”

Cassell set his goal at hitting
a million followers, but even
Twitch’s overseers weren't sure
he could beat an established

company like Riot. When he saw
himself getting close, Cassell
decided to marathon Call of Duty
Zombies. He even abandoned a
fully paid trip from Microsoft to
attend Gamescom so he could
stay competitive with Riot. “| was
ecstatic - my face was like purely
pumped,” Cassell says about
crossing the one million mark,
which happened midstream. “My
audience is an absolute tank, and
| cannot thank them enough for
helping me achieve it. | could’t be
more proud of my audience.”
Today, Cassell is still streaming on
Twitch and filling out his YouTube
channel, and he hopes to keep
doing so for the foreseeable future.
He doesn’t think Twitch is a fad,
especially considering the eSports
implications of the website.
Cassell's popularity has allowed
him to pursue his goal of get-
ting into game development.
He recently founded a company
called 3BlackDot, which has
grand plans for bringing new
games to the world. ©
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Following Iin the massive fodtsteps of League of Legends and Dota 2, several
developers are wading into the®'MOBA scene with big ambitions and new ideas
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As the multiplayer online battle arena (MOBA) genre has
risen to prominence on the PC and in the eSports scene,
imitation has become the sincerest form of flattery. While
a number of games are simply looking to claim a profit-
able slice of the genre that Heroes of Newerth, Dota 2,
and League of Legends have defined after its mod-map
beginnings in Warcraft lll, many upcoming titles are mov-
Ing away - some slightly, some heavily - from the tried and
true three lane, two base formula that has changed the

PC gaming landscape forever. After resounding success in
the PC space, the genre is looking toward other platforms
as the next frontier, with Hi-Rez Studios’ Smite scheduled
to debut on Xbox One and Battleborn launching on both
current-gen consoles as well as PC.

Incorporating elements from different genres, changing
the focus of the five-on-five battles, and cutting down the
game length are all factors being experimented with in the
next batch of titles entering the MOBA space. Accessibil-
ity and shorter match length appear to be popular broad
based shifts, moving away from the significant burden
of knowledge and time requirements that the foundation
titles can be associated with. These new MOBAs add their
own flavor to the proven formula, and sometimes change
the recipe completely.

Free-to-play models mesh well with the MOBA package,
allowing players to purchase or earn heroes and cosmet-
ics through gameplay, and as such all of these titles with
the notable exception of Battleborn are expected to be
free-to-play on release, even Iif they currently have a buy-
In early access option.

by Daniel Tack
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HEROES OF THE STORM

Platform: PC HYPE
Publisher: Blizzard nggt
Developer: Blizzard

Release: TBA

Blizzard’s take on the MOBA is fast and friendly.
Wielding the company’s substantial stable of
iconic and lovable characters ranging from the
tanky Diablo to StarCraft's Siege Tank, Heroes
of the Storm may be the most accessible of
any entrant to the genre thus far. With shared
team experience, no items to micromanage or
purchase, and maps that offer clear objectives
that bring a team together, the focus here is on
ensuring that everyone can jump in and play
without learning hundreds of items and abilities.

Unlike many other games in the genre,
Heroes of the Storm has a variety of different
maps that all play quite differently, using side
objectives and minigames to promote team
battles. Towers have a set amount of ammuni-
tion, promoting push-centric heroes and mak-
INg the lane control aspects that can slow down
other titles obsolete. It's in your best interests
to keep your creep waves pressing up against
enemy defenses.

Games take 10 to 20 minutes instead of
around 40, leaving players free to grab a match
in a more forgiving time block. More advanced
players may gravitate toward heroes like the
Zerg Abathur, who can essentially be anywhere
on the map at any given time and break out
of traditional MOBA character ability space.
Players can currently opt-in to participate in the
alpha and beta phase at Battle.net,

GIGANTIC

Platform: PC
Publisher: Motiga
Developer: Motiga
Release: 2015

Gigantic takes the core MOBA con-
cepts - a five-on-five brawl with levels,
upgrades, and respawn times - and
mixes things up by working within a
third-person shooter framework. Play-
ers must still destroy base objectives,
but in Gigantic, the base is an enor-
mous mobile creature that unleashes
devastating attacks and has a huge
pool of health.

Players battle to control the board
by setting down creature summons
(there are no creep waves) at vari-
ous capture points and guard them to
accumulate power for their huge
monster. In close games, the battle
often ends with both teams forced to
fight under the huge presence of their
respective beasts, creating a situation
where both sides are spurred into team
fights by necessity, while the earlier
game allows for more lone wolfing and
small-scale encounters.

The third-person shooter aspects that
this title brings to the table make it feel
a lot ike a more refined deathmatch
style game with overarching objectives,
making it a fast-paced alternative for
those who may be burnt out on iIsomet-
ric RTS-style options. Players can sign
up for alpha now via the official website.




BATTLEBORN

Platform: PlayStation 4, Xbox One, PC
Publisher: 2K Games
Developer: Gearbox Software

Release: 2015

While many of Battleborn’s features separate it from traditional
MOBAs, (see page 64) it's hard to ignore that the competitive
multiplayer aspects of the game draw upon many elements that
make up the groundwork of the genre. Moving MOBA genre
conventions into the first-person shooter sphere is going to be
interesting. Combining brutal melee attacks and bristling gun-
play should lend itself to console controls as well as PC.

While many current genre titles rely on controls lifted from the
once-proud real-time strategy genre, those reams of hotkeys
and map movement designations are difficult to translate to
the joystick world, so first-person shooter may be the perfect
fit to take all the best pieces of the MOBA puzzle and fit them
together into something that could strike hot across platforms.
Battleborn also has the distinction of being built to fit the stan-
dard retail box model, eschewing the free-to-play pay model
that is now almost universally accepted for MOBA titles.

TOME: IMMORTAL ARENA

Platform: PC
Publisher: Kixeye
Developer: Kixeye
Release: TBA

Tome trims down the MOBA experience by offer-

INg quick three-on-three matches that take around

10 minutes, no last hitting, and towers that run out

of ammo to ensure lanes fall. Being able to buy and
heal nght in lane make Tome an extremely fast-paced
alternative to some of the other titles out here. Color-
ful characters with faction affiliations that you can
work on at the account level provide special abilities,
currency, and custom skin unlocks. Probably the big-
gest factor that separates Tome from the rest of the
herd is you can play it nght in your browser, making

it an attractive lunchtime option or on-the-go choice.
Tome: Immortal Arena is currently available for play in
a beta phase.

DAWNGATE

Platform: PC
Publisher: Electronic Arts

Developer: Waystone Games
Release: TBA

Electronic Arts and Waystone Games have their
own entrant in the coming MOBA clash, and it's

the mostly traditional Dawngate. Featuring two
lanes instead of three and side objectives that give
resources to the controlling team, Dawngate allows
players a good break from standard five-on-five lane
composition if they want to try things like dedicated
roamers In addition to classic junglers and in-lane
support/carry combos.

In addition to the new lane makeup, players also
pick roles before the game that offer rewards for
“correct” play - the carry gets additional resource
bonuses from getting last hits, while the support may
get extra resources from harassing the enemy heroes
instead. Gankers and junglers have their own roles to
select too, and while it's perfectly fine to play outside
of the role you select, such as a support starting
to pile on last hits, there are significant incentives
toward playing your archetype well. Dawngate is cur-
rently in a community beta state, where players can
sign up and play now if they wish.
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VAINGLORY

Platform: i0S

Publisher: Super Evil Megacorp
Developer: Super Evil Megacorp
Release: October

While the primary platform for the MOBA has been PC, some developers have
offered quality tablet variants such as Zynga's Solstice Arena and Hammer and
Chisel’s Fates Forever. Vainglory is looking to captivate tablet users by providing

all the best elements of the MOBA without making any sacrifices in the transition
to the mobile platform. With a large roster of heroes, games that last around 20
minutes, and the same core gameplay elements a user would find on a PC title,
Vainglory is attempting to take tap gameplay to the next level and target core users
with the same associated challenges and skill requirements.

STRIFE

Platform: PC
Publisher: S2 Games
Developer: S2 Games
Release: 1BA

S2 Games is back for another round after being one of the
genre frontrunners with Heroes of Newerth. While Strife

IS quite rooted In the five-on-five, three-lane design, last
hitting (earning gold by getting the last attack on a monster
before it dies) is such that players share earned gold, so
your supports will have no problem gaining resources.
Players can also augment their hero with companion pets
that provide functional benefits. These pets allow you to
accent your heroes to suit your gameplay, from the defense
boosts of a turtle or some gold gain or mana regeneration.

Another major change is that players can craft their own
items. Don't like how the magic wand in the store gives
health and damage, and find yourself simply needing
more health? Using crafting materials gained after each
match, you can alter existing items to fit your needs, like
turning that magic wand into a healthstick. While these
modifiable item recipes present a balancing challenge, it
gives players complete control of how they want to play
various heroes.

While S2 is also making an attempt to reduce elements
that contribute to MOBA community toxicity, Strife’s focus
IS on allowing players to play the hero roster in a number of
different ways based on player preference and customiza-
tion. Players can sign up and play Strife, now in open beta.

DEAD ISLAND EPIDEMIC

Platform: PC
Publisher: Deep Silver

Developer: Stunlock Studios
Release: TBA

Dead Island Epidemic features all those lovable zombies and some interesting
diversions from the standard formula. Players can band together and play coop-
eratively in a horde mode, or, in a new take on MOBA design, battle in a massive
12-person brawl where three teams battle for victory as they attempt to control
points on the map while fighting other teams and the zombie menace. Dead Island
Epidemic is currently available via early access on Steam.




SINS OF A DARK AGE

Platform: PC
Publisher: Ironclad Games

Developer: lronclad Games
Release: TBA

The MOBA space is new territory for Sins of a Solar Empire developer Ironclad
(Games. A far departure from its critically acclaimed 4X strategy title, the game
incorporates many of the traditional MOBA features and brings quests into the mix.
In Sins of a Dark Age’'s dark fantasy environment, quests serve as a primary motiva-
tion to coax players out of the lanes and act as an incentive for big team fights, long
before the later stages of the game where they would normally occur. Sins of a Dark
Age is currently available via early access on Steam.

ARENA OF FATE

Platform: PC
Publisher: Crytek
Developer: Crytek
Release: 1BA

With games like Smite tapping into myth and legend for character inspiration, Arena
of Fate looks to history and story for its heroes. In a traditional five-on-five format,
players can play as Robin Hood, Joan of Arc, Little Red Riding Hood, Tesla and
others. Arena of Fate continues the trend toward shorter game length, with matches
running around 20 minutes. Interested players can sign up for beta now.

LEVEL

DEADBREED

Platform: PC

Publisher: Deadbreed AB
Developer: Deadbreed AB
Release: TBA

Deadbreed is a horror take on the
MOBA. Many various player vs. en-
vironment elements are incorporated
into this game, including quests, dun-
geons, monsters, mini-bosses and
loot. Heroes level up outside of the
matches themselves, allowing players
to specialize in their favorite play
styles, such as tanky bruisers or dam-
age cannons. I'hese account-level
unlocks give players incentive to work
on long term goals and progression
that stays with them outside of the
temporary advancement in match-
to-match battles, and outfit their
characters with artifacts and gems to
enhance abilities and powers. Dead-
breed Is currently available via early
access on Steam.

connect 25




by Joe Juba

landscape. With an expanding array of indie treasures, early access titles, mods, and triple-A
blockbusters, even people who have traditionally been console gamers are supplementing — or
replacing - their consoles with custom-made machines.

For first-timers, buying and assembling the components can be daunting, but the process shouldn't
scare you away. With so many different options and varying budgets, creating a one-size-fits-all gam-
ing PC 1sn’t possible, but you can follow a handful of general tips to steer you in the right direction.
We spoke with Jeremy Vaughan, editor at Overclockers.com, for some simple advice on how to build a
powerful PC in your price range.

T hese days, owning a gaming PC is required to maintain a complete view of the video game




The Basics
Building a functional gaming
computer requires surpris-
ingly few components. You
only need to purchase eight
things to get started - though
you will probably want to get
multiple hard drives and add
in an optical drive for DVDs
and Blu-rays. More advanced
builds might require multiple
graphics cards and increased
cooling options. Those addi-
tions aside, the basic checklist
is as follows:

1. CPU

2. CPU Cooler

3. Motherboard

4. RAM

5. Hard Dnve

6. Graphics Card

1. Case

8. Power Supply
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Don't Worry

A computer iIs a complex machine, and this leads to the assump-
tion that building a PC is a hopelessly complicated ordeal. “The
first thing to realize: It's not as hard as it looks,” Vaughan says.
“Yes, there are a lot of wires and plenty of intimidating looking
connections. However, in today’'s computing environment, it Is
essentially hard to mess up assembling a PC. If you try some-
thing one way and it doesn't fit, don't force it, because it prob-
ably isn't supposed to go there... Aside from making sure you
discharge yourself by touching something metal (so you don't
have built-up static electricity in your body), it's actually pretty
hard to hurt anything.”

Invest In Solid State

Let's say you have all of your components chosen, but you have
a little bit of your budget left to spend. Where would that extra
money make the most difference? The first step Is to make sure

you have enough RAM; 16 GB is a good place to start. After that,
a solid-state drive (SSD) is your next priority. These drives are ca-
pable of booting quickly to get you into games much faster than
traditional drives. “If you already have an SSD and have some

leftover budget, get a bigger SSD,” Vaughan says. “Even on older

computers, given a decent amount of RAM, an SSD is the num-
pber one biggest, most noticeable upgrade a person can get.”

Avoid Cheap Power Supplies

Saving money is good, but your power supply is one place to pay
a little more to ensure that you're getting a quality part. “A cheap
power supply can not only fail, but it can take everything it's con-
nected to down with it,” Vaughan says. “Figure out the wattage
you need and buy a solid, reputable power supply.” A bargain
doesn't mean much If it costs you more money in the long run.

The Motherboard In The Middle

Your motherboard i1s important, and it's important to not go too
cheap on it. However, don’t be fooled into spending too much,
either. Motherboard prices range from cheap to ridiculously
expensive, and the advantages of one model over another may
not be immediately apparent. However, even Iif you're building

a good gaming PC, you likely don't need one of the high-end
options. “There are cheaper motherboards that aren’'t necessarily
worth their weight in plastic,” Vaughan says. “Once you're above
the low end, what really separates motherboards from each other
are features. Pick a board in the mid-to-high end that has the fea-
tures you want and get it.” If the motherboard you're looking at
has four graphics card slots and monitors processor heat down
to sub-zero temperatures, it's more than you're going to need for
your first home-built PC.

Don’t Get Lost In The Detalls

Poring over minor differences between similar products from
various manufacturers isn’'t going to yield some game-changing
revelation. “Feature-for-feature and capacity-for-capacity, most
graphics cards, RAM, and SSDs/HDDs are going to be at least
In the general ballpark as all of the others,” Vaughan says.
“There are only so many ‘features’ you can add to that kind of
thing.” If two components appear to have similar features and
are about the same price, don't worry too much about making a
wrong choice.

Overclocking Not Required

Most gamers have probably heard the term “overclocking” in
relation to PCs. It refers to running your CPU at a higher speed
than it has been specified for, which can increase performance -
but it also generates more heat, which necessitates additional
cooling. While this is certainly an option for first-time builders,
don't think that you need to overclock your system in order to
have a great gaming experience. “The kind of user that should
overclock is one that enjoys getting the most out of the computer
they put together,” Vaughan says. “Or one that just likes tinker-
Ing, or even one that enjoys seeing what sort of benchmark
scores they can get.” If that seems like more trouble than you're
iInterested in for your first build, you can trust that most modern
systems are powerful enough to play the best games currently on
the market.

Upgrade Gradually

Assuming your first build Is a success, you will eventually want
to get some components down the line. Unlike consoles, you
don't need to replace your whole system any time something
goes wrong or needs improvement. “These days, keeping the
majority of your system but upgrading just the graphics card
every other year or so will keep you playing the most demanding
titles without any problems,” Vaughan says. Because building
your own PC makes you familiar with your components, you’'ll be
more comfortable and better equipped to install these upgrades
yourself when the time comes.

Visit Overclockers.com for more PC-building coverage, guides, and reviews of individual
components from Vaughan and his colleagues.

Brand Loyalty

Some manufacturers have a
history of quality products
that you can’t see when
looking at a component’s
specs. While everyone

has different experiences
with different companies,
Vaughan shares some of his
personal brand preferences
for various parts.

"l have always been a fan
of Asus for motherboards.
Gigabyte, MSI, and ASRock
also make plenty of solid
products, but Asus usually
edges them out.

“For Nvidia graphics cards
[ lean toward EVGA. For
AMD cards, Asus. EVGA
has a reputation for solid
cards that carry a superb
warranty - not just for

the terms, but for their
service as well. Asus’ non-
reference graphics cards,
like their motherboards, are
built like tanks. Gigabyte,
MSI, and HIS make good
graphics cards too.

"When it comes to RAM |
am G.Skill loyal all the way.
They don’t just make good
RAM, they continuously test
the limits of what can be
done with it. Kingston is
also a very good company
that stands behind their
solid products. Corsair is
good but usually pricey.
ADATA is no slouch either.
There really aren’t any bad
RAM manufacturers, just
good and better.

"Power supplies are
the easiest in my book:
Corsair, period.”
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THE GOOD, THE BAD, & THE UGLY

Quotable

"We're keeping most every-
thing the same: our office, our

employees, our brand, and most
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comes to the PlayStation 4 and Xbox One on November 18,
and the PC gets its due on January 27. Apart from looking
better, these new versions feature new weapons, vehicles,
and activities, as well as increased 30-person multiplayer
(on PS4 and Xbox One), 100 new songs, and more.

IN THE AFTERMATH

of Microsoft purchasing developer Mojang for $2.5

. billion, Minecraft creator Markus Persson, chief
executive Carl Manneh, and co-founder Jakob
Porser are leaving the studio. Mojang says versions
of Minecraft not on Microsoft platforms will not be
affected by the move.

TH E XBOX ON has released in numerous countries around the world,

but without features such as voice commands and some
content enjoyed by North American gamers. This isn’t the best way to endear your console to a world-
wide audience. In Japan in particular, the Xbox One has gotten off to a bad start, selling only 23,562

importantly our independence. units in its first four days on sale according to Famitsu. In comparison, the PlayStation 4 sold 322,083
But with Amazon’s support we’ll systems in two days after its launch in the country. ©

have the resources to bring you

an even better Twitch.”

- Twitch CEO Emmett Shear
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THE WALKING DEAD: SEASON TWO

Telltale Games recently wrapped up season two of its violent and emotional The
Walking Dead. The season ended with a bang, incorporating multiple endings for

the first time. Telltale president and co-founder Kevin Bruner opens up about putting
Clementine in the leading role, bringing back old faces, and how fan feedback shaped

v

Telltale’s direction. by Kimb

When did Telltale start planning
season two, and what were
your initial ideas?

We started planning season two
shortly after the finale of season
one. First we kicked around ideas
about what character would be
playable for season two. We con-
sidered moving to a new group of
survivors or revisiting the back-
stories of characters like Kenny.
We were really gun shy about
making Clementine playable. We
were worried it would be strange
to play her after the season one
experience. We also certainly
didn’'t want to leave her story
untold, since that was what we
felt was most interesting for the
series. We even kicked around
playing as a new “protector” of
Clem, but that felt too much like
replacing Lee.

Once we finally came to terms
with making Clem the playable
character we dove into the sea-
son two arc. It took a while to
land where we did, but that's not
unusual for us. One version of the
story actually had an abandoned
zoo and a tiger!

What did the team hope to
accomplish with season two?
We felt like season one was
about teaching Clementine how
to survive in the apocalypse. But
what Lee taught her was ground-
ed Iin surviving the zombies.

He taught her to fire a gun and
keep her hair short. In season
two, we wanted to explore how
Clementine would deal with other
survivors as she grew up. We
thought we could let the player
own this aspect of Clementine
without tarnishing everything the
player did as Lee.

Why did you decide to bring

"2 'l-- - .‘ Fr,' l.'. "?f‘.
eriey Wallace

Kenny back? Do you think it
paid off?

We knew that many people were
speculating about the fate of
Kenny and answering that would
feel really cool. | do think it paid
off. Kenny is such an interesting
and complicated character. We've
personally experienced his loss In
season one, and experiencing the
apocalypse break was his pur-
pose In season two. We hoped
that players would feel that the
world was harsh enough to break
Kenny, but they were able to

save Clementine.

It wasn't easy to figure out
exactly what was going on with
Sarah. Was she just a sheltered
character, or was there more to
it than that?
She was certainly sheltered,
but there's more to Sarah than
an over-protective father. Sarah
exhibited many of the symp-
toms of something like PTSD
(post-traumatic stress disorder),
which is something that people
usually associate with combat
veterans; however, it's something
that can affect anyone, including
children. It can occur in the wake
of exposure to a terrifying event,
and Sarah had experienced her
fair share of that in the undead
apocalypse. Sufferers often try to
shut out or avoid anything that
reminds them of the trauma that
they experienced; Sarah'’s father,
Carlos, was well aware of this. As
players saw, he was incredibly
protective of his daughter, and
tried to put her inside a bubble.
Sarah’s behavior and personality
was the result of the world around
her, rather than any other factor.
Sarah’s scene in the trailer
tested the player's empathy to
her plight. Acting on empathy to

ald another at risk to yourself can
seem at odds with survival in The
Walking Dead, but it takes empa-
thy to build strong relationships,
and “sticking together” was one
of Lee's advice options to Clem
In his final moments. We like to
think that Lee probably would
have done everything he could
do to get Sarah out of that trailer,
and by looking at the cumulative
stats, Lee's advice seems to have
had an effect because more than
70 percent of players did just that.

Telltale uses live development
as a way to adjust what's
working and what's not. What
changed in season two due to
fan feedback?

Tons of stuff changes due to fan
feedback and our ability to look
at telemetry from playthroughs.
There are literally hundreds of
tweaks to dialogue, editing and
cinematography based on this
data. | think one of the biggest
things we were able to react to
was our ability to ensure that
people had strong connections to
Jane. She enters the story late in
the series, but is one of the most
important people in the story.

We had to make sure that Jane
and Clem bonded in a way that
would be satisfying to the player.
Much of what Jane and Clem talk
about when they leave the group
(before finding Luke and Sarah)
was driven by this process, with
the subject matter being crafted
around the way people interacted
with Jane up to that point.

Season one had such a power-
ful ending and was met with
wide acclaim. Did Telltale feel
any pressure for the season
two ending?

We knew we didn't want to

compete with the season one
ending since that had landed in
such a special place. Right from
the start we decided instead to
explore multiple endings. We
wanted the season to empower
Clementine to control her own
destiny, but we had to make
sure that it would be the most
difficult choice she's ever made.
The way in which the final scene
was arrived at was interesting.
We intentionally spent the sea-
son “growing up” Clementine by
allowing her to become more like
an adult member of the group.
She gains more respect and
responsibility from the adults as
the season plays out. But when
the stakes are at their highest,
she’s once again constrained by
being small and unable to stop
the adults around her. This forces
her to take the situation into her
own hands in the only way she
can in that moment. In our eyes,
that’s when Clem finally takes
complete control of her own
destiny, and it's up to the player
to decide. None of the endings
are particularly happy (it is The
Walking Dead after all), but they
are all firmly Clementine’s. We
hope players feel like Clementine
has grown significantly over the
season and she is now ready

for the world, even if that world

IS harsh and has forced Clem to
leave her childhood behind.

Do you know yet how these
endings will play into season
three yet?

We can't really say anything about
season three yet, but it's safe to
assume that your season two
ending will be an important part
of it.

What can fans look forward to
with season three?

We'll keep challenging ourselves
as storytellers and pushing the
boundaries of where we can
take the player, but beyond that
I'm afraid you'll just have to stay
tuned! Just rest assured it'll be
100-percent Telltale and 100-per-
cent Walking Dead.
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Looking for more inde-
pendent games? Check out
gameinformer.com/impulse for
regular updates, previews,
and reviews. For more in

this issue, check out our
extensive look at Kickstarter
and The Flame In The Flood
on p. 52. We also have pre-
views of Never Alone (p. 67),
Dreadnought (p. 73), Hand of
Fate (p. 76), and Toy Soldiers:
War Chest (p. 77).
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I'he Indie Games
O PAX Prime

by Mike Futter, Kyle Hilliard, Matt Miller, and Daniel Tack

1g conventions like E3 and Gamescom have no shortage of smaller studios seeking the limelight,
and in recent years, a few of those teams have managed to find it. But with its direct line to the fans
who might one day purchase these indie games, <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>