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Infinite Happiness 
Oh. hOw I flipped my flying purple monkeys 
when I received the newest issue of GI, To 
say that I'm excited for BioShock Infinite is a 
def"ite understatement. I cracked open this 
issue and devoured it in ooe sitting, savoring 
every delicious morsel ol goodness. Game 
tnfonner. you are the love of my life. Just don't 
tell my husband. 

Katie 
Myrtle ll<!ach, SC 

I ;,st wanted to tel you that you did an awesome 
iob on the BioShOck lnfin~e w,er f0< October! 
The entire front and back fit perfeccly ,vitl\ the 
theme and ooverage! Is there a chance that there 
will be m()(e cx:,,er designs that tie h with the 
theme of the leatured game? 

Daniel Tarpening 
Via Email 

While we'd love to take all the credit, the 
amaz.ing artwor1< you see on the covers 
of our magazine is the result of the hard­
working artists that develop the games 
we feature. For more infonnation on what 
goes into the creation of a GI cover, chec:k 
out our extended magazine coverage 
at gameinfonner.com. 

About That Second Fridge ... 
I want to thank Mr. Scott Jones for SPeakhg out 
against the s.,per1\,ous nature of open-w0<ld 
games n t-is opinion lette, 1·ean a Vodoo Game 
Over-~• issue 2 tO). My only criti(1J8 ls that 
he Is far too Charitable. Games like GTA N are so 
0\18rWYOUQhl that they are no longer enio\'able. 
The game Is so concemed with its own P8'1)l)ery 
that it Sl<imps on core game oesig\, and a 1-..ge 
ch.ri< of time spent -~· the game is com• 

T., month in feedback we 

discuss California's ongoing video 

game legislation, debate the neces­

sity of side quests in open-world 

games, address the effect negative 

reviews have on game studios, and 

reveal what titles our readers are 

most looking forward to for the rest 

of the year. 

posed of mn<lesS driving from pcint A to pool 
8. Games l'.ke Red Faction: Guerrila are -lly 
fru,watilg. 'Mry not sinply make a linear third­
person shooter with higl'fy destructible environ­
ments? Yes. GTA Ill sparl<ed a revolution with its 
level ol interacllvlly, but that was nearly a decade 
ago, and the sir'l'l)le spectacle of an open world 
just doesn't cut~ anymo,e, 

Mike Fellman 
Via Email 

Some people are just not san<llox gar,e,s. 
but line&- gamers. The worst thhg any piece of 
media you pay f0< can be is Short. whether ft be 
mo.ies 0< games. Modem Warlare 2 got al SOr1S 
ol accolades. but a friend and I played t/Youlll 
ft on the r.tst night! That is not acceptable! 'Mlen 
you play a well CIOM linear game like BioShOck 
()( Uncharted, you feel lke you get lo be the star 
in a big proo,,ction adventU"e. In an QPen·wor1d 
sandbox game. you are the c:frect0< and the 
star- that is immersion. tt took me CNe< a year to 
~ <Ne'Y b!1 of content out of Fallout 3 (and 
Obivion for that matter), and they have baSically 
ruined weaker game experienoes f0< me. W~h 
Rockstar and Bethesda you have the OPlion 
to ignore the delals. but please, please do not 
encourage the industry to O<nit theml SMdbox 
gamers 8PP<')Ciate them. 

Patrick 
Via Email 

I enj()yed Scott Jones' t~ on the sooject of 
great games being tainted by an excessively 
open-ended nature and CNe<-abundar>;e of Inane 
side ~s. Despfte my kl\-e - and 100 percent 
oompletion - ol most of the games used as 
e,,a-r'4)les of this "crime," my kitial response was 
one of general agreement with the authO<'s two­
refrigerat0< thesis. tt's a te,riflc analogy. 

Then I read your Mafia II r1Niew in the ve<y 
same issue. Your publication took a ve,y 
thoughl!\.I stance h addo'essing Mafia ll's lack of 
fluff, but many other critics were also unhappy 
with the lack of variety. In Short, a lot of people 
thought Mafia II was WO<SO off f0< lacfQng the 
Mafioso eQuivaJents of llag COiiecting. graff~i 
dean-up. and animal skinning, 

Kevin IW!alan 
Via Email 

We received a lot of mixed feelings about 
Mr. Jones' opinion pieoe: Some gamers 
love the extra content in open•wor1d 
games, while others see It as an unneces .. 
sary distraction. The verdict? Don't force 
uninterested players into completing these 
ancillary tasks - make them strictly optional. 

Question Of The Month: 
Who is your favorite character of the 

past 10 years, and why? 



Above The Law 
Your arooie on the allempte<I legiSlat;on to ban 
the sale of M•rated games to flWlOfS ("Enemy of 
the State." issue 210) was the best sto,y I have 
"""read in GI, not 10 meot;on the COOi picture 
that accompanied it. The most alarming part 
was find:ng out that Texas. my hOme state, is in 
fa,,or or the taw. Texas haS always been in ravo, 
or supporting the Coostitut;on (t,y to take our 
9'Jl'S from vs. I dare you), yet if the law passes 
in calfornia. a similar one may pass in Texas. 1 
am writilg a leller 10 the senato,s and go.emor 
or Texas. stating how cmaw'I I am with their 
staroe. Nii the sto,y says at the end, we most 
make our voiees heard, and that is why I am 
enco<.r8!)hg everyone to speak up! How wl 
they kno<v hOlv we feel~ we don·t say anything? 
Thar4< you for the artide. 

James Mckinnon 
Texas 

Nii a casual ~ and a future rather. 1 find i1 
bOth disturbing and offensive that the state of 
Carrrornia believes they can pa,ent my children 
be1ter than me. Instead of ato-vi>g me 10 decide 
what is app,opri3te fo, my Chid to play, they pre­
sume to decide lor me, and then raise my taxes 
so they can enforce the new law. 

The connection between videO games and 
violent juveniles may be in dispote. but the<e 
is a well established link between violence and 
parental negiect. whieh is the true p,Olllern. 
ResPonsible parents are a~eady ensuring that 
•heir children are protected from questionable 
content. Nii fo, the children or irresponsible 
parents, do we really believe that video games 
are what proviele the final posh toward vio· 
lence when the child haS not received any 
other form of adequate nurturing from lheir 
mothers and fathers? 

Thar4< you. GI, for 81e11ing vs of !his inlringe• 
meot ol ~ and parental rights. I'm joining 
the f91t to preserve freedom. 

Josh Stone 
VIaEmail 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

(Letti Ben iroes ljs lleSt to 
l:lerdinV<th5ardboo<Strat'sRob 
Flelscher, cabefa·s Dangerous 
HoolS prooucer Ch',s o-. 
and cabefa·s hunting guide w, 
lltanden WildVank and Fanai 
(Centert Moller and Meagoo 
pose with Square Enoc's SOOia 
Im and Ctyslaf 0yoamr;·s Karl 
&ev.artand Kyle~ in front 
ofGl'sfigt.illlOIOOSeUlll(ak.a. 
Meagan~des!Q (Rightl EDic•s 
CliN Bleszri<iwasrefoe.-edto 
rm out 111e hobo 1•Aio had been 
bothering tim at a recen4 Gears 
of war 3 e.'81lf was actually Dan 
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2010's Must Haves 
In ;ssue 210, we asked gamers what their 
most anticipated game is for the rest of 2010. 
The results are in: Fallout: New Vegas was 
the most common response, loltoweo closely 
by Assassin's Creed: Brotherhood, and cal/ 
of Duty: Black Ops trailing at a distant third. 
Here are some of the most enthvsiastic (and 
disturbing) replies we received. 

Alter lhirl<ing long abO<Jt my most anticipated 
game 1tis year. my vote is for UttleBigFlanet 2! I 
got the r,st one not knowing '""'' to expect and 
was not anlicipating hOw moch fun me O< my 
youngest child (age 8) woulel have J)laying such a 
phenomenal game . 

Greg E . 

If it has to be one game. rn say Rock Band 3 . 
"Bohemian Rhapsody" on a keyt)Oarcr?! There 
will be a k>l of heaCI ~ anCI Aelvil consump, 
lion that day . 

Nick Oliver 

The game I'm most excited tor is probably 
ASsassn'S Creed: Brotherhoo<I. I'm sorry. but 
nothing says satisfaction like jumping off a root 
and stabbing someone's brain . 

Tatjana Vejnovic 

Falo<J1: New Vegas, son! I \VO<Jkl l~erally eat my 
own legS to have it now1 
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receive a copy of TRON: 
Evolation on tb• system of 
their cboodng. 

TRON: Evolution is an action 
game that pulls players onto 
the digital grid in the prequel 
story to the highly anticipat­
ed film, TRON: Legacy. 

CORRECTIONS: 

In i:ssue 210, we inoouectly a:1nbtteda Plallnum Award to Ha». Rea::ti based on its 
score ol 9.5. That ralilg eams the IJlll'• Gold A...,,d. 

In taS1 monll\~ Ra!e<J Fo, Sale an,Cle. •t used dal3 Pio-oded by EE OAR 10 O<eal< down 
~deo game'""""' &o,n the last 101 .. rs by ESIIS taling. Thisdala was based on Ille 
number of titles released each year. and not sa1es dal..a. We ~ol(9Ze tor the confusion. 
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Another 
Ho-Hum 
Holiday? 

Even with big names, the holidays 
aren't what they used to be 

by Mat1hew Kato 

This holiday season is highlighted by the release of games like Call of Duty: Black Ops 

and Assassin's Creed: Brotherhood. but should there be more? Last year a number of 

high-profile games slipped out of the holiday season and moved their release dates to 

early 2010/spring. Though it followed a five-year high in 2008 when 590 titles came out. 
according to data from industry analysts BEDAR, 2009's September through December 

holiday season featured the smallest number of games released on home consoles since 

2005. This year we could see a similar result If the numbers from September are any 

indication. ls this the way the holiday season is going to be from now on? 



1 fablellJ 

The Call of Duty effect 
In 2009. caa of Duty: Modem WMare 2 dropped like a gre­
nade into the holiday season, with <Mll)'Ol1e tl)'ing to get 
;y.vay from tts letl>al retal blast racfus. This year we are ooeing 
the same effect with the releaSe of C8I of Duty: Black Ops 
on Noverrbef 9. Jesse D'Much, EEDAR's vice president of 
capl\al researeh and oommunications. described the s!tuat;on 
this wa,: "If you add ij up, each ijeration of Cail of Duty and 
Assassin's Creed sells well over 30 mlion units oomoi'led 
wO<ldwide, which is the 8Q<Mllent to about 15 eo<e video 
games, 0r in Olhef WO<ds. 15 00re•tllrgeted video games that 
purposely miss the holiday time pe<iod just sirrc>IY because 
there isn't enough waleC Share left to grab." 

Al 83 this year, ij looked like many publishers were 81/0id· 
ing the holday season and preen1)tively holding back some 
Of their cards for 2011 . Games like P0<1ai 2. Dead Space 2. 
and Mortal Koni>al a\'Oi<led the holiday fray from the start, 
Whether this was to avoid other titles or not, Divnich says that 
wel•known games ll<e these don't have to worry about not 
haw1g the holiday hype. "If we're talkirig aboo1 oore-targeted 
video games, ij does not matter when they are released. Red 
Dead Redempliln, Gl'and Theft Auto 1\/, and Mass Effect 2 are 
just some of the tijles that have proven games can sel just as 
many Lllits in the offseason as in the hoiclay." 

Even with the move of some hoiclay games from 2009 
into 2010, in gene<al this year saw !ewe< releases than the 
Pf8C8009 years. This crud be because ol nunerous factors. 
P\bliShe<s are beco<rio1g tess wil;ng to take char'<Jes on POS· 
sibly medocre·seling games, and many of them have pared 
down large, bloated portfolios. Companies have aqusted their 
approaCh to mlAti•platlorm tittes. The decine of the PSP and 
the non-viabil;\y of some franclises and genres on the Wi cuts 
down on the si-runber of titles C<ll'ring oot as oompared 
to a few years ago when the Wi was brand MW. 

Quantity vs. quality 
The runbe< of games isn't the orly thing that is Changing. So 
Is the overal qualily of the holiday pe<iod. H you take EEDAR's 
data for September 2010. where orly 11 games reo8N8<I 
an aggregate SCO<e of eight or better. and add<» estimates 
for the missing months of October and NO\lelllber based on 
our own review soores Gnoiuding an estimate for December), 
it looks tike the rumbe< of games~ 8 0< hv,e< lor the 
2010 holiday season is atound 48. This is down from last 
yea,'S marl< of 63 - even though this year features games tike 
Cail ol Duty: Black Ops. Falout: New Vegas, and Fable Ill. The 
balance of the qual~ titles ;n 2010 Should tip in fav0< of the 
non-hOliday season by a margin ol 56 to 44 pe«:ent. In histori· 
cal tenns. that puts this year's holiday slate on the same level 
as 2006, which eq.,als the lowest l)Olnt in the past fNe years. 

This period we're ;n is an ebb in the overall !low. and while 
things seem to be Changing, there is also consistency. The 
holiday season wit oontinue to be where the indust,y's ti,g 
games come to rake in the big money. But l)UliSl'8<S are also 
oonstantty trying to ~tlJl'e MW audiences lor the< games 
and adapt to the new systems. peripherals and franchises. 
These MW ways ol ~ the bu$r,OSS wil impact the 
numbe< and qual'rty of titles that hit store shelves dxing the 
holidays. Gamers want great experiences no matter what time 
of year a is, and hopefully the relative deeline of recent hOliday 
seasons doesn1 dampen yc,.s Cmstmas spim. but rather 
shOws that POOlisl,ers are a~ust'ng their schedules to make 
the rest of yc,.s year that much meme,-. 

For m0<e on this holiday season. please nxn the page. 

2 lJnleBi,gPtanec 2 
3 &>lloUlonn 
4 Call of Duty: Black Ops 
S M3itvtl v,. C3J)COffl 3: l)U:e Of Two WOtldS 
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The coming flood 
Once again l)OOlisl>ers have moved games out 
of the hOliday season to a,,oid O'l8<Ct0Wding, Md 
the resut is an ear1y 2011/~ ineup that is 
jam-packed with ligh•prolile games. 

• Buletstorm • UtUeBigPlanet 2 

• Crysis 2 

• Dead Space 2 

• Deus Ex 

, C\JkeN~ 
Forever 

, Homefront 

• Kil1Zone3 

• Matvel vs. Gapoom 
3: Fate of Two 
WOrfdS 

• Mass Effect 2 (PS3) 

• Mortal Kombat 

• PtayStation Move 
HEroes 

, Portal2 

-~=Hearts , SOCOM4 

• LA Noi'e • ~°= 2 

Number of Holiday/Off-Season Video Games Released 
All platforms • Physical releases • Quantities included • Excludes PC 

Holiday is September through December 

■ Holiday ■ Off-Season 
70% 

60% 58% 55% 54% 53% 
50% 

40% 

30% 

20% 

10% 

0% 

51% 

~ EEDAR 
2005 2006 2007 2008 2009 





(ABOVEI The r,e sale lhough the device has ~PSP Go has begun. Even 

;:,s100. u-.s is believed to~a pricedrol)andis 
W""J for the OOXI PSP . JOSI a step in ClearrQ 

and cO\Ad even come O<A l'Alich is heavily IUllOfed 
never made a lol of OOXI fall. The PSP Go ' 
money for a device =·=99 

is still a lot of dead in the water. 

'nle Good, the Bad and 
r---N_E_w_s_w1r H A SA:!s~~•f P1N 

(Jll(IHT) Thlnn< lool<i • .,,.,wete 

of the~Plrates 

Annada of the~ 
and then they weren't ' 
The intrigoing open- ' 
wood title let you be a 
good or bad pirate and 
control your own s11· 
U~fortunately, pool~ 
Disney lnteraclMI 
puled the plug on the 
game for unknown 
reasons. re&Jlling in the 
loss of aro..-.d 100 • 
at internal ~ 
P,oi,aganda (T..-cl<). 

' jQ 
(BELOW) Act' , • • from sold MSIOO S Guitar Hero 

-out Sladums 1 • l\aS gone 
NPO numbets ~ Gu·1a o bar n,ght gigs • .,.,., 
aren't""""' ,.,. ' r Hero: Warr. =•1 

,,.,.,.... TheXbox360 Pia tOfSOfRock 
Wi ll8f$ionS sold fewer 

1 
' yStation 3. and 

combined. IS this the ~-tOO.OOOcopies 
rrusic games or •u begmng of the end for 
tlrand ttsell? I st a reflection on the Gutar Hero 

(ABOVE) Gapcoml • dreams have come ans wildest fan-f,ct,on 
ment of P,ofesso, true with the announce­
'M,ght on the 3DS Layton vs Phoenix 
fer the game Cl8arty One of the first Shots 
together [nclud SholVS the par wO<l<ing 
some medi8Val ': Layton's sidekick LlA<e)., 
P<t lhem aganst ling, llvl the ti1le seems 
with the~ other The m,nd ,eei:o 

i-"-'""' 

(.UOVE) EASport CNethau and 
1181 

s hyped the total 

Elite 11, llvl not v control scheme for NBA 
p!Mne(I, The 8\l8C)'1l1ing has gone as 
indefinftol,, game l\aS been delayed p =,, and indusl,y ., .. _ • 
achier estimates 'I'll '_,,I Mk:hael 

$60 million. Pia~ savcost EA as much as 
demo due to tts n aged the Elte game 
of POiish. The umerous bugs and a lack 
fans is that~'-:;; fer EA basketbal 
Jam M> piamed lor . vers,ons Of NB<\ u-.s holday season. 



TCM C:LANC:Y'S 

/ 
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Halo: Reach 
Halo: Reach may mark the end of Bungie's time with the series that it turned 
into a phenomenon. but the developer cenainly went out with a bang. Reach received 
critical acclaim and stellar sales numbers, and the vast majority of fans were left sat­
isfied Now that the game has been in the wild ror a while, we had a rew burning 
questions ror Halo's creative director Marcus l.ehto. 

Did the team always know they 
wanted to go back to Reach, or 
was there discussion of making 
Halo4? 
We cettairfy locl<ed at a .-....mer 
of opport""""8 belo<e the project 
beg!vl. ncufr,g e,,ents that \,rod 
8'gl 1-.ith 8 'pr()per" Halo 4 - the 
oontnua:i<>l ol Masler Clliel's St(l<y. 
we h:Stened 10<:u own 1~ mem• 
ber'S Md as fMS to llf'lC&Stand \td\al 
the-/ would love to see next as wel. 
Mer ttvo,w,g m,ny aeawe ideas up 
on the w,;i, Reach \Atmately lJec<vne 
a10c81J>Oi,11foreloor~ 
beeauSe itwassu::t>atanias<ieGl)er> 
CMVaSforSt(l<yand~. 

Everyone loved the space c:om~ 
bat section. Were there ever any 
plans to extend It or feature it In 
more than one mis.sion? 
ThaspacemiSSo:>nisaperf<lct 
example of oor fooos, very oorly on 
in the P,c,ec1. 10 pr<>,lde playQ'S 
With lMliql,egameplay expenences 
throug,o<Jt thacampaign. e,,en I 
that experience requi'ecl • <ispto­
l)Ortic>la!O """"-"t ol t.-no and effol1 
conwer:t to other more ubiqu,1ous 
teatures. W& did thlS to ensure play· 
e,sengager:t w,th thacampaigland 
expeoe,-,ced somo<tilg n&,Y v.l1en 
they least expected ij_ f« space. WO 
iM<llly had plans to take tha plaie, 
up hviea, but that fell rewndant and 

- · 
Was there ever any diseuss;on 
about featuring space combat in 
multi player? 

We joked abOut it trom time to time 
and even had a rough_ o1,1 
wo<kir,g very oer1y on ,n d!M!IOP· 
ment But the mechanics of ,i WOte 
pretty &lly. and we quici<ly red'rzer:t 
that the resut,,g gamep1ay exper;. 
enoe ~•t hit the ba' we were 
8imng fcf nor justify tho '""°""t of 
WO<k rec,,,ied. With so m,v,ytea­
t\Jt8$ a"ld so much content~ 
COt'l"lr'Y'rtted, Reach was an 1'1Cf8d· 
b; ambruous prc,ect on an already 
~~-

Was there ever any substan. 
tial discuss.ion about featuring 
Master Chief in a prominent rote? 
W& were 100 percent UO.:.'Ul"l"IOUS 
that cu Old fner"d Jotvl117 would 
not play aNf ~ rote at all on 
Roach. This was to be a Sl(l<y allout 
NclJle Team and what they sacrl',ood 
on tha planel W-"9 tha epie battle 
swoundi1g the planet'$ - -

A Spartan in a pod can bG s.een 
near the end of the gamo if you 
look off to the right. Obviously, 
everyone Is assuming that it's 
Master Chief. Care to confirm or 
deny thias? 
That is in tac! the Master Chief. we 
fE!lt 1ha1 if he w8'e to show 1.4> at'rf· 

where. ttis was the ~ 10 do it, 
Ptac,ng hm on tha "hushed casi<er 
was the one vr.,y we felt tis pres• 
enoe in Reach ,YOtJd be approp-iclte. 
Mythrlg geater than IJ13I would 
have d.,....Sher:I the "l)Ortance of 
NclJle team. onctuoog yoorsolf as tha 
last """""09 Spartan ,wi-,g to stay 

behond and figlt on Reach totha 
very bitter end. 

One of the many complaints 
about the Star Wars prequels 
was that tho technology looked 
newer despite the fact that ft 
should have been older, Did 
you guys come up with ideas 
for any weapons that had to be 
scrapped because the tec-hnol• 
ogy seemed too advanced? 
For1una1ely. Reach ,s set only a few 
months p,or to Halo 1, so many 
of the r.ctional technology factors 
- ret..-nir,g SiYlCllox ,oms d<t>'t 
beCor'ne matOr issues. That said. we 
~ted lO lf'l'lP(CN'8 u(Xln the fO!nda• 
lion of OU' QcYn8Play model. so we 
took some lberties to bend \mat had 
been done before with somethng ll<e 
oq,..iJ)merlt n Halo3. andoonvo<t rt 
10 armor ablit>es n Reach. 11 was a 
run ereatNO Chaler,g8 ror 81 cJ <>s 
~ssts to t"8·rnagr'l8 f.aniliar weapons 
t,om the Halo I.M'liwrse while stt 
sta)'l"IQ tfU8 to -...ersions fMS have 
come to knew and bJe. Foctoonaly 
speokng. we ,,rod JCl<e IJ13I ..-.co 
Reach was the hoort of the UNSC 
mlita,y and home of tho Spartan pro­
gram, it was not IS'ICOmmOn to &'Id 
ail mam8' of prot0<)1)8S and one-
off weapons deployed to the foefd. 
Ur4ortunately, much of tt>s tec:11 was 
destroyed Wi'1g the gtas,s,g ol the 
planet ano ,....,. """"'maoe ~ into 
rnore,~serv,::,e. 

Overall, what wouJd you s.ay 
tho most used armor ability is 

amongst the development team. 
Least used? 
$print and evade .-e probal)ly 
the mCl$1 user:t becaus8 thay are 
ttl8 delautt ablty gven to playerS 
and the most versatile n usabily. 
However. it dicrl't take long for some 
to become masters 'Mth active ca.mo 
and Jeti,ack as wel as tha othetS. 
We0

vo9"' qu,:oa rewpeoptehero 
who are anY'ICr IOCk savaits and can 
really give )O<J a hard tme Otine. I 
thiri< ~ was probably one 
of the least user:! because • came 
on so late., c;ie.'E!lopment b.Jt sea• 
soner:I playerS will fnd d .,,,,.,_ 

in mu~ or "''"'" playing tha 
~ on t.egendaly. 

Why did you docido to have 
skulls unlocked from the begin-­
ning rather th&n having players 
search for the-m? 
MOS1tf it was atx,.,1 fun factor and 
mal<"9 sue that the ablity to modty 
gameptay vnth Skull$ ,. sometl.-g 
eve,yono would be able to expe<i• 
ence rather than rnakilg ii excllsNe 
to only a few poope wiling to fnd 
them all in tha cempaigl. Skulls 
.-e arso a bog part o1 F'sefig,1 and 
needed to be there from tha begin· 
f'Wl9 ,n order 10 support the default 
and custom vatmts for maxm.m 
too. Beh•.-i the robusl /Vrnory and 
sevEral h<Jden data pa,:ls. Reach stl 
has plenty ot ooment to urlock and 
search tor. 

Oki any feedback from OOST 
attor plans during the develop-­
ment of Reach? 
A little l);t. but mCl$1 ol tha fooida• 
t,on for Reach had been laid "°"'1 
tong beloreOOST,vasdone. 
We definttely IOOk tha addltJon oC 
Flrefg'\t l'I OOST. intqaled that 
inReach.and~ltintoan 
even richer feab.Ke. ♦ 



A WORLD OF FULL MOTION INSIDE. 
ALL THE CONTROL OF Wii MOTIONPLUS"'. NO DONGLE REQUIRED . 

...... 
(< >) 

WAND ~ NYKO.COM 
MAXIMIZE YOUR SPEED AND ACCURACY WITH NYKO'S NEW FULL MOTION TECHNOLOGY. NO NEED FOR ADD-ONS 
OR DONGLES. IT HAS EVERYTHING YOU NEED INSIDE. FOR THE LATEST ON GAMING TECHNOLOGY VISIT NYKO.COM 
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I 
·ve had my eye on Fez lor a long tine. 
bot the c!eVelopers at Potytron have 
stayed mum on the game outside of 
the occasional convention appea,anoe 
Of trale<. At long last. the team deliv• 
ered some new inlo on the [1tle known 

but hotly anticipated title. Fez sta-s a illle (Pf 

oamed Gomez. Our fez•v.'88m9 pt0tagonist 
haP!)ily lives in a 20 ,YO<ld u,ti he real'~es with 
alarm that the world exists in t~ ooiensilns. 
Gamep1ay is boilt around his explo(ation of this 
new Cli=e<y. 

"My time you want. you can rotate the wood 
in 90 degree increments to four dstinct pc)ints 
of v.ew: exp&ains develOPe< Phi F",st,. ·So 
yru CM rotate once and go see the side of a 
structure, Of rotate twice and go behind things. 
but always from a stncUy 20 ponl of v.ew: As 
yru explore. there are scattered gold cubes. 
the OOlection ol which - as vwr primary 
goal. 'The golden cubes are our MariO stars, Of 
Zelda TrifOfce shards." F"ISh says. "There's a big 
non-linear OPElll worid to explore, plus a ton of 
over-ate oocret stuff, meta-puutes. and 
tlw1gs Ike that.· That experience of discOve,v 
and oolection along a 20 plane in a 3D ,YO<ld is 
the meat of the game experie,',oe. "No eoem',es, 
no bosses. no health. no lives. no notlw1g." F"ISh 
tells us. The team at Potytron has found that 
the m()(0 they focus on the ccwe eXl)0rienoe, 
the better the game becomes. Fez looks phe­
nomenal in motion, and the<e's a (>'eat sense of 
excitemGl't watching the world transrorm with a 

SiTl)te twist in persp8CIMl. I CM"I wait to get my 
hands on the game and learn m0f8. Fez Shaud 
arrive on l<box Live Atcade in 2011 . 

llomilo is cuter than any game has a 
right to be. and I don't use that desc<iplOf 
tightly. The game deseNes the praise, and 
backS up ~s adOreble cover Sheen with a 
fascinating concept. 

·1oml0 is a 3D puzzle game where the goal 
ror each level iS to reun1e two friends named 
Do Md Mio." explains Southend lnte,actilie's 
studic> manager Fre<!ri< Erlalxlsson. "To dO SO, 
the player will need to sw~ch between the two 
Chatacte,s and make them OOOPerate by mo,,ing 
cubes. presss,g buttons. and rorc,teting other 
actiOns. • Each character can ll'l8f"ip,Aate the 
environment, which often allows the other Cha<· 
acter to progress. 1n concept. it ShateS rru:h in 
common with the undetappreciated Adventures 
of Cool<ie & Oeam game on PSe. but he<8 
the game is bolt in a 111fee-dimensional SPOCe 
w~h any number ol W8oJS to alter the environ­
ment to solve problems. Playets can place new 
cubes that rotate 11,e SPOCeS they"re standing 
on. alowing them to access other Sides of 
the platform. Plaoe a tantem cube, and yru1 
l luminate previousty inaccessible areas. As play· 
e,s explore the patchwOII< wOl1d of the game. 
either alone Of eooperatively wit)) a friend, they'll 
be llealed 10 the ()()l(nA art style and playful 
SO<.lldtrack. Between puzzles. two related sto· 
ries play out in tandem. "The fir$! SIOfY is told in 
the style Of a ct.ldren's SIOf)l,OOI< and is about 

lo and Milo's epic (tlJ8St of rnc1ng a way to 
stay together," Erfandsoon says. "II is Pffl$80led 
with stiD photos of actual hanclsnade no and 
Milo dolls. as well as handcrafted CM:fboard 
ll'OPS-The other sto,ytine is a meta Sl◊fY t))at 
takes p1ace on another level of consciousness. 
It is oommunicated to the player in the fOfm of 
lette,s and photos sent between a 00<-l)le that 
haS IOS1 touch w~h eoch other. This meta SIOfY 
iS u1ocked by piCkir"g I-IJ spec;aJ memory bits 
scattered on the levels.· llomlo releases on 
l<box Uve Arcade and Windows Phone 7 in t))e 
comng months. 

Mer endless cries fo, its re-release by fans. 
theClaSSic X-Men Arcade game is coming 
to PSN and XB1A The game that dev◊ured 
altowances in the early ·90s has gotten a minor 
rnakeOver and a few added feat..-es li<e o,-i,,e 
cooperative play. I burned UVough the game 
a lew tinles this month. and had a great time 
reliving thOSe tong hOucs in cfm arcade pa,tors. 
A six-player widesCfee<"I version and a four• 
player standard display OPtion offer authenticity 
to ,..t"ichever version you played. A, the bOSS 
lights are intact. along with orignaJ mUSic and 
re-reoorded goofy dalogue. Texture smoothing 
CM be t<>"ned on and off. and new cffficulty set· 
li",gs promse to 11.-n uP the challenge after vwr 
first playthrough. Even the~ versiOn is 
inOluded. Wl>Ch inci.ldes power-ups and ~th 
pack$. Cyclops. Cotoosus. Dazzler. ~crawler, 
Slo,m. and w~ return in the starMg rotes. 
LOOk fcx it in the coning monl/)S. 



PickUp ®Store 
PickUp@Store is a new program allowing you to find 
products on line and pick them up at your loca l GameStop. 

0 Pick your product 
Click your item's "PickUp@Store" button. 

(Pickup ®Store 1 
-----~ 

E) We'll hold your item 
Then we'll send you a Ready for PickUp 
e-mail with pick up instructions. 

8 Pick your store 
Choose a store near you that has the item 
in stock. Then click "PickUp@Store." 

[ PickUp ®StoreJ 

0 Pickup your goods 
With confirmation email in hand, let your 
friendly GameStop associate know you 
have an item being held for you. 

0 SAVE TIME - No waiting for shipping. Play your game now. 

0 SAVE MONEY - No shipping or delivery fees. 

0 SAVE GAS - No more driving all over looking for your game. 

0 TRY IT - Less t ime waiting is more time playing. Truth. 

Pickup available at 
www.gamestop.com Game 

power to the players· 
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Putting 
Kinect 

to the Test 
Controller- free impressions of 

Microsoft's latest hardware 
by Annette Gonzalez 

~ XOOX360. KINECT. 
t ~J ~ 9'ECIAlEOOION 
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When Microsoft fu'St 

announced its motion-based 

interface two years ago, the 

company pitched a grandiose 

vision of a controller-free 

future in gaming . .Along with 

a launch game lineup aimed 

largely toward the casual 

crowd (read: Wii owners), the 

team showcased innovative 

features such as scanning 

real life objects, interact-

ing with a virtual boy named 

Milo, and the ability to play 

previously-released titles 

without a controller. While 

some of these ideas have 

been put on hold, Kinect still 

offers a number of solid fea­

tures out of the box. 



A new means of navigation 
Setting up a Kneel un~ is incred'bly easy - µat 
oonnec1 lhe P<>,ver S<Jl)ply's US8 cable inlo yov,r 
360. then Plu9 the Kinect's US8 coonector into 
a port b<anch'ng from the pow,,, rupply ~ 
and YoU're set Afte, a quick OJl)date prompled 
by hardwa,e c:felection wt,en you P(>,ve," up you, 
360, yoo'I notice a few changes lo the dash· 
board. Aside from lhe new Xbox l.i\1$ OJl)date 
that features a sleeke, interlace. yoo·1 see a 
small square on the bottO<n right coo,er ol the 
screen lealu'ing a g,-ayscale sihOuette that 
S<X:uralely follows your movements. Contrary to 
some premalu'e reports. yoo·re free to sit during 
oontroler·free menu navigation. 

Kinect offers a separate daShboard for Kinect­
oompatible lealures. dsplayed in a series of 
panels. You can navigate theoo panels using 
you, hanCIS Of via IIOice commands, botl1 of 
which leel responsive. A quick hand wave 
causes Kneet to reoognize )'OUr movemen1. 
revea6ng a h80d curso, on screen that you can 
use to move among pMels. Hoveling over a 
panel causes a Q\kk c.-cular gauge 10 r,n oon­
firnw,g you, selection. Once )'OU're within Kinect­
specific menus such as the Ava121 Edita, you 
can hover over selections and Slide yoor h80d 
left or ni,,1 to confirm you, ChOices. 

Voice coovnands are equaly easy to use. 
Prior to at>/ voice~ yoo have to Stri ·=· and then lolto,v the simple on-screen 
prompts. fa i1stance. from the main dastboard 
)'OU can say "Xbox" lhen "K',nect" to enter the 

Kinec1-specific menu. From here. anything lhal 
you see on screen yoo can Stri and the m;c wil 
reoognize )'OUr selections. If you WMt to check 
ou1 )'OUr curren1 actievements. simply say 
"Xbox· then "achevemerlts" to ente, the menu. 

Voice coovnands only WO<i< on lhe surtace -
of the Kinect mer,,,, so once yoo"re in the Avatar 
Editor or achievements menus you're t.-nited 
10 hand~ The Kinect pid<ed up my 
voice co,nmanCIS even at a mere vmisper. so 
!here's no need to yell. II your Xbox 360 is se1 up 
in a language other than English. Kinect u,lortu• 
natety dela.As 10 h80d geslures. Hopefully SUP· 
port for VOice CO<nmanCIS in olheo' languages w'.I 
be implemented in a luture patch. 

Both hand and voice co,nman(IS ,ve,e very 
intuitive and responsive, giving us a glimpse of 
vmat CWd very wel beCO<ne a standard oi,tion 
in M\68 oonsotes for menu navigation. If the 
lecM:liOgy ,vorkS simil..-ly well vi4h the highly 
anticipaled ESPN sports progranYn~. Netl'ix 
movies. Zune, and Skype-$lyle Vodeo Kinec1 
Chai, this technology alone CWd make Kinect 
desirable for consumers inl81'8sted in a new way 
10 navigate. It's µat a matter of v.nether )'OU're 
willing too:top the St 50. not nclJ<fng thecon­
sole's cosl. 

But how does it game? 
We earl'! ,nake one blankel slatement as to 
how ,ve1 Kinect wor1<S wilh games, as you 
must oonsider it on a case-by-case basis. 
While games ll<e Dance Central take ful advan· 

tage of 1he mo1ion c:teteclion tecmotogy and 
nal body tracking, oth8"s perform Sloppily. 
making you leel like you have no control over 
the onsc,een action. 

One simple gameplay p,Oblem we noticed 
across the board is how yoo pause games. 
Severol lilles req,Ji,'e you to hold OU1 yov,r left 
h80d and wail for a c.-C<Jtar gauge to fl before 
lhe g,vne will pause. vmich doesn't always 
work. A simple sotulion would be 10 au1omati­
ca11y pause the game vmen yoo step away frO<n 
1he camera. which some games have lhankfiAly 
.-nplemenled, but in oth8" cases lhe ac1ion con-
1inues whether or not you, presenoe is delected. 

Kinec1's spatial re(JJ,ement also needs to be 
considered. Afte, the E3 demos. ,u:r,o,s Sl)(88d 
that six feet of space iS needed lo ,:lay, and atte, 
spending some tine wilh Kinect. many games 
require seve,al feet of space to accurately scan 
your body. IJnl'ke Olher motion con1ro1 of18"ings 
lhat simply registe, arm movements. Kneel can 
scan your body whett,e,you·re runn~. iuTIP· 
ing. sc:,.,atting, dOing sit-ups. or lying down. You 
just need a SoJbstantial amount of room to do so. 
This ocud very Wei keep K',nect out ol hO<nes 
wh8"e space is at a p,ernun. 

t..amch prolJlems aside. Kinec1 iS an imp,es­
sive piece of technology lhal has a high ceiling 
for growth. Even though the controller-free 
experience takes getting used 10. il's a bold step 
into lhe fvl\68 lhat's worth taking a clOOeo' IOOk at 
befo,e dismiSSing ~ as just anotl>er gimmick. 

Kinect Launch Lineup 

,., Adrenalin Misfits 
(Konam1) 

» The Biggest Loser 
Ultimale Workout (Tll()) 

» Dance Central {MTV 
Games/Harmonix) 

» Dancer.tasters (Konami) 

» Fighters Uncaged 
(Ubosott) 

» Klncct Adventures (Good 
Sc,ence Stud,C>'Microsott 
GameS1u<1,os1 

» Kinect Joy Ride (Big 
PaMlocrosoft Game 
Studoos) 

» Klncct Sports (Rare/ 
M,crosott Game S1U<foosJ 

» Kinectlmals (Frontier 
Developments Ltd /Microsoft 
Game SrudoosJ 

» MotionSports tUbisott) 

,., Sonic free Riders (Segal 

» Your Shape: Fitness 
Evolved (Utlosott) 

For rev,ev,s (JI KJnecl's enbre 
launCJl linellf). CMd< out 
oametl1fcmlerromJmag 

1 Klnect Menu 
2 Your Shape 

Pitness Evolved 
3 Danoe Central 
4 Kinect Adventures 
s The Biggest Loser 
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What Square Enix Needs To Fix 
In Final Fantasy XIV 

Final Fantasy XIV has launched on PC to poor reviews. I've been playing 
the game for a month now. and despite beautiful graphics and some prom­
ising concepts. it's clear that Square Enix has a lot of work ahead if it wants 
the game to appeal to a wider audience by the time it arrives for PS3 in 
March. Here are some of the biggest issues that Square needs to tackle as 
soon as possible. 

Account S-etup: You think Square wouldn'1 
want to leave a sour taste in gamers· mouths 
right from the start, but lhe accoum setup 
process in F"flal Fantasy XN is archaic and 
inoomprehensible. After tryi'lg to parse the 
difference between a •service accoonr and 
a ·recurring service option,· players need 10 
choose between hvo equally sketchy payment 
methods: purchasing C,ysla, a system similar 10 
MiO'osolt Points thal foroes you 10 pay for more 
Oysla lhan you actually need lof your subscrip· 
lion fee, or ushg Cicl<anclBuy. a European 
lhird-party bining servioe lhal has a suspicious 
nur,ber of customer horror stO<ies. IMly can·I 
we just pay Square directly? 

Slow menu navigation: RPGs are slow by 

nature. but plenty ol game,s get past tills by 
learning a game's menus and blasting through 
al hyperspeed. In F",naf Fantasy XN. lhal isn'I 
possible. Foe some technical reason Iha.l's 
beyond my understanding. menu loads are 
lllllearably slow. O,:,flning up your imlffllocy, 
changing your Skill loac:lovl, accepling a new 
quest -&,ery meru·basecl action eats up far 
more lime than ~ should. Gall me impatient but 
I can't thW< ol atry 0lhe< game wilh art inexpli­
cable three 10 five-second lag between clickqi 
an opNon on a meru and having lhe next menu 
pop into existence. 

Story Gaps: In its current stale. the roost 
ifr'4)ressive part of F"m Fantasy XN is ijs stocy. 
Each ol lhe three startng areas has an intriguing 

plol lhal's more based in POlti• 
cal artd social compl'o<:alionS lhan 
characler-d'Mln meloctama. The 
strong writing was more than 
enough mo1iva1ion lof me to keep 
playing. but there's just not flOCl<q> 
of ii. hlew SIO<y questS open up 
&,&;y fi,.,e Or' 10 raii<S, With the 
average stocy quest lasling an hour 
Of less. you'll sometimes SPend 
as long as 1 0 hOors leveling fO< a 
mere 60 mnutes of storytelling. tt's 
hard no< lo be disappointed with 
such a pauy payoff. 

Limited quests, unlimited grind: 
FF XN employs a lriqtJ(, questing 
system known as "guildleves. • 
These si~. timed ·i<a X mon­
ster quests helpfuly alleviate 
some of the boredom of 91inding. 
The protilem? Each character 
can oct-f lake on eight guildleves 
fO< every 36 hOo,s of real tme. 
N. ealy levelS. ll1is is mo<e lhan 
enough 10 keep characters level· 
ing up a1 a smooth rate. WI by 1he 
time a player !tis lhe 20s, ij can 
lake a week or longe,lolevel uptt 
guiklell8s are lhe primary means 
ot experience. 11 Square wants 
gamers 10 devote a lol of time 10 
levefng up, lhat's fine, bul lakqj 
away lhe one thng that makes 
lhal 9(ind easief 10 stomach is a 
terrible idea. 

An economy more broken than 
the real world's: FF XN is more 
focused on crafting lhan any othe< 
MMO I've played. NPC Shops 
sell an extremely limited variety of 
weapons and armor - lof anything 
realy desi'able, you'I need to turn 
10 othe< players and thei' crafting 
sklls. Unf0<1unalely, players are 
having a difficult tme finding what 
lhey need or getting noticed tt 
lhey have something worth selling. 

Instead of a traditional auction hOuse, Squa,e 
created a relainer system where players tue 
NPCs 10 sell their goods. These retainers rrve in 
special ma-ket wards in eadh city. 

At lat.nc:h, the wads were unorganized. 
Combined with the afo<emenlioned slow menus. 
Iha task of digging through retainers 10 find the 
one item you wanted required an tri'nagilable 
- of patience. Square has since updated Iha 
market wa,ds, separating them into areas explic­
itly desgled to sel certain types of ~ems. This 
is a step in the righl direcNon, bul whal WfJ re;/ly 
need is the abity 10 seareh across Ill re1ainers 
lof a specific item. Supposedly ll1is is ooming in 
a Mure patch: let's hope~ gets here soon.~ 
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Pushing the Envelope 
.11 1 • ·'1::z, 1 is the creative visionary behind 5th Cell. TI1e independent developer has delivered some of the 

most innovative games in reoent memory, including Drawn to Lile and Scribblenauts. We reoently spoke to Slaczka 

about his design philosophy and 5th Cell's upcoming XBLA game Hybrid. 

How did you hit upon the idea for 
Scribblenauts? 
The OS was huge fc, us with D<awn to Lile 
and lock's Quest, I'd already done the drawing 
thing, and I (idn't want us to be the "drawing• 
company, Once D<awn to Life was a ht poo­
lishers kept asl<ing us "'Mlere's the aawiigr 
We'd done the b\Jldng blocks thhg with lock's 
O\Jesl. I tn:,ught abOul what elSe we could dO 
wi1h the touchscreen, and I fcame up with! writ· 
ing. But writing itseH isn1 fu'I, 1 fOol<ed at 1vha1 
you could dO wi1h the writing. A1 the beginng, 
you were actually writing full sentences Ike 'The 
dOg walk$ through the fc,est: Then, on the 10P 
screen a dOg 1'IO<Ad aOP dOwn and Slart wt#,<,­
ing, But~ wasn't fun, so I shelved the idea for 
a .. -vhne. 

Then I had this aeam - this is the list time I 
eve, had a aeam fC< a game concept I was 
in these rooms, and in each room there was a 
way to solve that room. In one room, there wece 
three pictures hanging, and one was crooked. 
So, a I made the picture straight an e»1 would 
appear and I'd 90 to the nex1 tOOfn, I remember 
thinking a would be a cOOI idea fC< a game so 
I wrote ij dOwn late at night A month later, I 
was 1'10fkng on that ooncept, and I thouglt, ·11 
dOOOll'f lla\;e repl3yablfily, booauoo Of'ICll you 
solve a once you know the answer: It didn't 
have a fresh hool<. But what~ you coud use 
,vo,ds to SOive these puzzles? Then, al of a 
sudden I came back to the other concept and 
eve,ything dicl<ed, 

Do you put much stock in reviews or do 
you just have to trust your gut? 
You always have to trust your gut. That's num­
ber one, Nol)oc!y knows what to dO w~h a 
game except you, H you gi\'8 someone a new 
game concept and say, "What dO you want?", 
they won't know, That's not their job, My job is 
to get paid to guess what people want to dO 
and make a as fun as possible. At the same 
time, you can't ignore when there's a comnon 
ttvead in 1>ilat people are saying abOul things 
likecontrOls, 

You are working on a new XBLA game that 
uses the Source engine. Could you talk 
about it? 
The game is caled Hyood, The tralef we're 
re--eai!ng Shows that It'$ set in a post-apocafyp­
tic 1VO<ld. tt's pretty much the direct opposite of 
1vhat ScritllJlenauts is, which is al these famly· 
friendly gaphics, This game is ll'<JCh m(l(8 

tuned to the COfe audenoe, It's fC< the Xbox, 
Just like wah the OS, we said, "What is the OS 
and 1vh0 is the markelr We're dOing the same 
tl'ing fC< the Xbox, P~ over D<awn to Life to 
the Xbox is a bad idea because no one is 9')ing 
to buy It, Thats fr.e. \Ve·re al hatdcOfe gamers, 
So Hyllfid has gt.is and ~-s post-apocalyptic. 

So it's more of a proper action game. ls 
it30? 
Yes, ~·s 30, high-res g,aphics, That's another 

thing - people think of us as a 20 company, We 
can dO oore titles as wel with high•res art and 
stand wah the best of them, 

Given your history as a company, I'm 
assuming it~ not just a bunch of guys with 
guns running around and shooting each 
other. There must be some conceptual 
hook that makes it different 
We have a philooophy at 5th Cell that we 
want 10 mal<e sure we're the only ones that 
make the kind ol games \118 make. The experi­
ences that we create you can onty get frOfn 
us Scrlbbtenauts is a 9')0d 8Xan11)1e, You can't 
go to a SlC<e and say, ·1 want to buy a game 
like Scribblenauts: You can't get that So, 
even thOugh Hyood is 30 and has guns, It's a 
oon,pletely new experience, The oontrots and 
the way the game is, no one has"""' played a 
game like this befC<e. 

Could you talk about the thing that makes 
it different? 
I th'nk (U PR plan at the moment is to hOld off 
on that. The trliler is onty a one-miru1e teaser -
just to say, "5th CEIi is dOing 30 and ij's dalk and 
It has guns.· But like you said. our M,0, is mo­
vation and that's how~ IVil always be, A lot ol 
timoo. just oocauoo a~ on X8lA and a snoo1e,. 
c1eve1opers wil say, ·tt'S like Modern W!wfare but 
~'s $15," That's their hook, Well, I want Modern 
Wariare fo< S60 because Its a better game. 
Why would someone buy w game hstead ol 
Modem -e? The reason you gi\'8 us yot1 
ha<d-eamed cash is because that you can't get 
that experience anywhere elSe, 

Is Valve an inspiration for you? You've 
always said you've wanted to remain inde­
pendent. What can you learn from them? 
They are awOO<llne. They are one of the OOfn· 
panies that we aspire to be like, They remain 
independent and remai> successhJ, They don't 
listen to other people, we·,e the same way. We 
don't want to tolk)\v the wave. Now- eve,yone 
is sayilg. "facebook games are awesome, 
let's make Farmvllte clon8S!" We're like, "Okay, 
that'$ coot, but that's not where 1ve're going to 
go: Valve is the same way, They had Steam 
and everyone thought that they w~e S\\Jl)id for 
o.n,ps,g so rruch money into tt. Of OOU'Se, now 
It's extremely successflA and everyone's trying to 
oopy tt, They were imovatOfS, Look at Half-Life, 
Look at Coulter-Stri<e; that was a realy imova­
tive game. That's what we want to captlJe with 
Hybrid - an out of left 6eld shooting game that 
is different but fun. 

You've said you will remain independent. 
Sometimes, people read that and think, 
"Well, until someone offers you enough 
money." How strongly do you feel about 
that and what a.re the challenges of remain­
Ing independent? 
We've turned dol,n m\Jtipte oHe<s beJc<e, They 
said, "Here's a bund'l of roooe,(I Want tt?" 
We've said no. A friend of mine used to work 

fo, the Department of Defense, He was mal<ing 
9')0d money and had a really nioe car. He dr0"8 
30 mi>Jtes each way every day, For those 30 
minutes he had h.n in his shiny car, but for e;ght 
hOUrs a day he hated a. So he said, "This isn't 
worth It.· He was a programmer and went and 
got a game degree and 901 into gaming. I feel 
the same way. 

Right now, I can say no to anything, We're 
pigeonhOled as a 2D C()l'r'j)8fly. rm sure a 
publsr,e, would say, ·we bOUght you beCauSe 
you·re supposed to do 20 ... Then, we want to 
dO 30. They 1'IO<Ad say, "We ha\18 30 SludlOS. 
we don't want that from you: That's the main 
reason we want to stay independen1. We want 
oontrot; this is a passion fC< us. we·ve dOn8 it 
to< c,,er seven years, So ,ve Should sell out and 
leave after a aot,.,ie years like ever}'OOO elSe 
d08S? I don't want to dO that; I'm getfflQ old. 
[laughsj I don't want to restart a new OOfnpany, 

Wdl we fNef sel out? When I want to retie, 
maybe. But hOPefully l'l ha\18 kids and they'll 
want to take on the mantle, 

I saw a video of you on Nintendo's site talk­
ing about the 30S, saying it was a "set of 
artistsj tools/' Given that your ideas seem 
to eo!M from Ille capability of the hard­
ware:, are you looking at the 30S'S features 
and coming up with ideas? 
We're definitely loot<ing at the sys1ern. We have 
people playing arOllld with a, tt is an artist's 
tool - w~h the on!ine capabirties, 30, and the 
30 camera. The 30 camera is proballly the 
most interesting tl'ing that's the least talked 
about I don't even know tt there is a consumer 
camera out there that d08S 30 pictures. 1 don't 
know what 1ve·11 dO lvith It, but I thri< It's coot. 
The m(l(8 OPlions you have the better tt is, It 
has two screens. online, 30. and the cam-
era. It's way more powerful than the OS, That 
was the biggest problem with the OS - tt j\Jst 
wasn't powerltJI compared to ocher systems, 
O!Mously, ,ve made good games, but you can 
do so rruch mcxe with more power. 

Are you seriously looking at doing a 30S 
game? 
Yeah, we·re pretty seriOUs. We're more in the 
R&O phase, but It's probably going to happen. 

Do Kinect and Move inspire your imagina­
tion at all? 
Yeah,, .a little, I don't know, 30S is cooler in 
our OPinion, When IV<l were ,'l<lfkng on Hyt)(,d, 
we [had tol decide whether we wanted to dO a 
Kinect game Of a =• title. Microsoft said, "You 
can dO Kinecl!" We checked h OU!, and decided 
we'd rather dO tns, It's geat that we have that 
abi~ to say no. M0"8 ls okay. tt's Wii J)kJs. It's 
900d fC< 1vhat tt is, Utimately, h's al about the 
sys1ern, If the idea makes sense. then we can 
dO a and we will. But ~'s all about the idea, ♦ 

ll1RMHii 
1993 AWAKENINGS 

Sta(..'11c:,i J)lafll hi.ii lust \'!\IOO 
g<(,ne, Tho Loget>d QI~• 
I.ink's Aw1>1<oor11g ~ltet gc1t!ng 
a Game Boy ,rs I0.•c at fil1t 
s,g)rt 

)998 STEALTHY 
ADVENTURES 

StJ<:Zt.• ~v1lo~n·1 own 11'.311)' 
systems growm9 opJ. b01tO','YS 
a Pla/.l>a"o,' &om a fneoo <o 
i,iav 11•1a1 r ... , S<>lrd 

1999 PARTNERSHIP 

N<8' <!l<i!'P<r'll om o< l\lgh 
school Sla<.m $t.1rt• H,. 
drr;clopmOfl< st11dt0 t:Jxx 
Imo, act,•,e v, 11l1 Joe 'l'lmg,'11~ 
vll)o he mer Oil tllo 
gar)IO(!<r,, f)et mossai)e boor<Js 

2000 GRAND AMBITIONS 

Ep,x b<gulS wool< on • 
MIJORPG lei the Cl,gmo) )(box, 
eotiUOO r.to. Tl\e f)IOj(M 
ultJrM<oly prO'lll$ lOO i.,ge Ill~ 
,s q/0!\ruoJly •baOIIOnod 

2001 SABBATICAL 

1-Vltile t r(ng.ab V,i()J~ 11) g~lle 
d(:"JCIOJ)fr$'1H lfi UOl'IY KOC)9. 
Sf.a~ ttlJd~ SC(OCfl\oJl!llf)9. 

2002 REUNITED 

'Mng-,11 cal)., froon l(lmg 
Krog, tl1ICO<lrag,nq: Sl,\ei,lra 
lo form• N'M OOfJll)<Vl)I w•b 
tum n,oy pa,, k)I 5th eeo, 
whi,cttconoon1tatoo Qn the 
btug,,oor119 r;,Oh!IO marw. 

2004 UPWARD MOBILITY 

Sm Celt ""-Jll$ • )Xlb:lsh\ng 
dot\lv.'itbTIIQ.whlCh 
ptll,i>sl"" <he oom.,aoy', 111,i 
lh!OO mot>il8 IWJ' .. , Siege, 
SCA!, 'll><tm. •lld !Jrnr Poocfia 

2007 TO THE OS 

'l'!{Q •m""" ro PO~lr$h t)r;wm 
•~(,,(e, 5tti(:cll'SJrt<t OS 98)"8 
'n}e m.r10-;am1e tJt!e gocsoo ro 
seO cwet one mitoon copies 

2008 LOCK IT UP 

locl(sQucat.Smr.ett$-r 
Sf'O on mo sua,egy gorne 
ror DS. 1s 1ela:.sed to posrtl\'e 
IC'/16\W 

2009 A CLASSIC 

Sill Cott and wa,net BIO<. 
rotoo.se-SCJtbt)lcnauts Th¢ 
gtlmc all(w.is ()lAyers to ,mire. 
m l,wr•U)' QrousaM, ol o~ 
th,,l ~100 0l'!,00, Ol>SC!~ !rs 
IJ<IJ!Qd as ,o-'OlufJOJlor)' 

2010 SUBERB SEQUEL 

Super ~ lefW\Ul.3 i$ 
rclease<l It featµres e,-oo 
g!OOIC> dopih l)ian o,o Inst, 
and fixes tho conrrot Uaws tlla< 
ptaguoo the ong,naJ 
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It> never too lo,e 1a s,an droppmg h;n,s obo., What rou -,t 

mr lhe ho1;,,.,,,_ - a - mr yo,u loved one, ona 

'1ide a lew ,,,, o•,s of lha nems rou ..,,,,t between lhe .,_ 

Alake a ,.,,,,,,.,,.al muc,. tape Whem }'OU ,eod 0/f _, desu­

Ob/es Ond {/enJ/y Ploy • mr lhem ""t1e lhey>,, sleepmg """ 

lam,1y -t• bo glad lha,,.,,, lave them enOUgh ,a help lhem 

la,e ..,, bette, Now 0/f Yau """" ta know ,. What !lift, rou 

"""' Ond lhat> au, }Ob w.-.,. - a list 0/ lha -•st 

'°" - Ond ente,ta"""ent lhat 20/0 P""1,_,_ Yau, ln­

Ond lamuy "'••ldn 't ha,. any 1'auble empty,ng lheu bank accounts after thrs 
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STOCKIJVG 
STUl'l'.tRs, 

UNDER $30 



FRIENDS 
AND FAMILY 

$30-$100 





BECAUSE 
YOU CARE ... 
A Lln'LE TOO MUCH 

$100-$300 





~ 

11.ov1:you, 

AfllJVI 
$300-$1,000 



FANTASY 
GIFTS 

$1,000+ 





OJ Spider-Man Seeks 
Fashion Deslgner ... Agaln , _ _ ..,...,,.~.--........ 
)W'dlke IO lti'lkhewcars aditf«ootcosure 
l!le""1daf.W!f/""8slhis""'1l-.me 
....,.,IO(j(.,,.,..7_.,.,,, .. ...,, ... 
a<IOlen<li!lettillb:kS.k'liSSue6500I~ __ ,..,.,...,a,)C(ng ........ -. 
heOOOOShSSl.llk>c:o,,'bltamcrc~IJ 
tk:b):,dn. Md llefe we 11"0.,9t1t t W3S 10 jt£I sel 
--t;g,,e,. 

01.l New Releases 
, ...,URros$Fi,al'ogag-(Wf 
,l°"'E-lf'S!.mPSP.Ds.Pq 
,l,m--Qtls,V,. 
, Wot! dl'I"""" °""""" ffi 
•Y,gi&>acTh!VrJooc.r.lllt;/JSI 

01. Z A Place For Klnect 
"""'"'""""""'""w,r>Oo,woo""" 
!he room IOpiamY(lttKnXl(:,V'l'ffl•r,whert 
nearll'ielV?d)10U'rek:ddr'Ql!l.afY3(:li::al 

-P(P•-•ftoor"""""'""'' tlk&lC) m.dl ~ Md VtM1 Sd )OJ 000( IOO 

=tm.991. 

08 Tom Clanc:y'a Jade Attack 
1ooay,-,,_,_dTomOorc,ilales1 
-~-l)e,dCf- l>lhis-­
l\,wl,J,.!1"'S"1•Jad<~.arolis­
OlllOlguCSlblOd"'OOU!toaod"'<""ll,#t· 
asat~areinrxtlffll,ftdll'eEtrs,a 

""~""'" "'_"'_ .... ll,on~ lt"),.,, .,_,._,~dUl>-

lO A Thil'<l Trip To Nunla 
1ooay,,..,...,._,_.,,,. 
-d/"1na:,.,,,,~d,,.Qom 
-lOO<.,Wknow"'dA'-walO 
h lJ'li CMtnybe-t,/al>MOl­
llds""'"'°'-'"benterds•ilharre,,jca 
gocl..,,_Tllo«>l(-lhisbme•-· 
..,, ...,,..cnabo3lMa)Clel!lefl ""'M1tl 
W3""""1g. 

ll And the Winner Is ... 
51:iM 1Vs arr'lla!Vrl00Gome-Clsl<i:k<i1 
>tSPM.Pdlcllne ""9""'1..,_ 
,twalOSICtt"RWrtQame~$t'Mll'alnew 
galtl;::S~debu(l.mglhis ... 'e~ 
ltostGeol1"-s,,slhis,earsawcl$"" bejan)_..,, __ _ 

llftiltosee'M'131~Mlntdl.ts1 

l1 Return To nynn's Arcade 

-""'""""""'""""''°"·""­~-yooo,"""7Yes, .. '(e"'8#gd 
flmYQ.lfl'OY~ r~~as•lflatm::Me 
'""'tJOllfJf~·n,,,.......,_,.,, , ____ ""'1o'(ji--

.,,_,.,..,,,,11,c,10a,nilna>...,,. 

-""'""'"""'"""'-Jfll8rtlg8$ lsil hand seems to be lhecdfl»lfol Uieo:;n. 
""'1l'OI"" ogeclwell, I.00ldog gooel • .A,11' 

Zl New Releases 
•-,VAID$ 

22 Worst Trllogy Ever 
T""1 At,J(l>e-l.tlleF_,0Jl1106c,/I, 
arom....,0001Y10gol0,.,.mln"'1e 
"""'-no110t.,lid<stS.lllltof.lcO.,....>fr( _..., __ o.,...,,...,t.,, 

~IOlllis~. lltfd$1\MtSl8 
atll'leb:xldfic:e.we'ltia.alaledasas;:ectos. 
Oonllel-00,,o. 

29 Now Talking to Dead 
fllh 
OCC!m::s'll!lil"'11laJ5'rils"".,,_ 
,,,_,Trls--""Y"'8 

11.tn!!dJ(JuatN(I i'IIOa t:JXl.dlar3CIOC Wt.w!oe'.tr 
/l(J,Qrl"01l~lfiSn,lldead~07fleS 
., "'Sile. M,er.,.,, ""1illO, "'Qlll'4lOOm 
_ , ...... .,......, ...... Atll,OmMOfll1' 
p,q,e"'bO)W'IIIO,.,.,Olo:l<aA,,_~lllSI 
ISruedll!lil>lllSIO,,IO(a~~MISII 

31 Kick OH the New Year In 
Style 
'""'-"'' ___ , .... 
--•~.9>10, ........... e.. 
-·yoo-to .... llt\colhis,-,,v.!rt 
0-Yl't-,o, hO$'I 3 HewYOO($£veO,)l'!'elxm. 3 
""""--C,,,ffoel<l>laff<-rA>t 
- ·""--nlfy.o,lgame­
h!XS croewes ~IS lhro.W'.IQ ~ .Joe Is 
"1rfN/t,gaffl""'""11JCll8.l"G-sll«I, __ .,."'1/lgame,s"1 lt11$-· 

ll>yrqcl 
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STYLE OVER 
SUBSTANCE 

While the 30 Characte-rs-on our list all made an Impact on the 
indust,y, others are more about ttasn than depth. We may nol 
IOOk at the wooo In a new w:r, after ffnlShing their games. but 
OOdS are 11,ey did some pretty cool crap along U1e way. 

Bayonetta ( Sayonctt.1:) 
The titular herOine ot Bayonetta isn't 
exaccty a. fCN.P of wisdom. You won't 
hear her going on at>out the narure 
of war and death l~e Solid Snake, 
but she does have a hair ut. What 
Sile lad(s In - I• easily fo,gotten 
when yWre bfeakdancing through a 
cemetery while your feet-goos murder 
angets In ewwy direction. 

Amatcrasu (Olam;) 
Okaml Is one of ... mos! vlsually strlk• 
Ing games of all lime, and features 
some fantastic ZeldHSQue gamepa~ 
1'1'01agon1stAma1eraso cerumly flls 
tne visual aasttietic, but She isn't the 
most corrc,etling Cha111Clef. Her com· 
panlon lssun does all of lhe lalklng 
wllile we control a dOg that Just tikes 
palfltllg trees. 

Travis Touchdown (No Mo,e Heroes) 

II you want to make100rdl81acte, ... --===-, 
IOCll< 11kt a badass, just g"'8 him a 
l~saber. lt'S a,...,.. way lo ro,e, 

up tor 8flY lad< of actual ohwacter 
developmem (we're IOOklng at you, 
Slarkillet). II It weren't fo, his swee1 
saber. Travis would just be some 
nerd Illa! can'l l<ffp. steady Joo and 
sc,endS too much time M the orappe,. 

Isaac (Dead Spa«) 
Howe'$ one thing we can leatn from 
0ead Sc>ace's !>'Olagonlst, it's u,a1 
space suits are going lo IOOk a wt1ole 
IOI mo,e bada$$ 500 years trom now. 
HiS wmJ clleese grale<·esQIJO helmet 
and awesome assortment of weapons 
enue he'I k>Ok sweet on t,ox art 
and magazine covers, bu1 there iso'I 
a wtlole lol mo,e to him. Hopelully the ====== events he endured in Ille first game 
will spark some emotion il hin for 
lhe seep,!, 

Faith (Mfr,or'• Edge) 
Mirr .... Edge did a great job of 
separating Faith from the stereotype 
or big-b<easted, scantily clad te<nale 
game charact8". She has a disllnol 
sty1e (I.e. Sile's wearing dolhes1 and 
her parttour ln()WS maoe plattl)l'ming 
in a tirst -person title tu, tor once. They 
may llaWI sucteeded on lheS8 points 
with th& d'laractef', blll few remember 
anything abo<rt Faltt>olhef lllan "Illa! 
ct1'ck with tne tattoos vmo jumps a lot·· 









GOOD FOR A LAUGH 
Wh11e we can all appreciate a co~ character at the OOl'e of a video game narrath'e, a good seose of humor can go a long way, If all characters ever did was wrestle with neavy emotlooal 
baggage, l)laying a game WCNJd be like Sitting thl'Cltql an entire Eastern European film lesttva.l. Here, we Safo'le cu tavoritecharactets that add levity to OU' gaming experience. 

Fawful 
(Mario & Lulgi uries) 

~~=:y:':,!, .. ------== 
are already somew11at 
silly, l>ul Fawfll~ rkfico· 
lous (and hilarious) tums 
or phn>se make the r..i 
of the~ seem dead 
serious In comparlson. 
Classic lines lite .. , am the must.ant of your 
doom," and • fawfll ls beelless" mako his 

Claptrap 
(Borderland,) 
Ute on P8000f8 CM 901 
f)(lllly bleak. Between 
blasting skagS Md 
tigllthgbacl<-or 
psychopaths. a treasure 
huntef doeSn'I have a 
lot of time to kldl back. 
That's wh«e the aac,­
tn>P< come in handy. No matter how tougll 
things get, an~ l.l)beat robol dancing 
can always t>mg a smile to your face. 

Brucie 
(Cr>nd Theft Auto IV) 
Peopte like Brucie aren't 
funny In real life. fn ttle 
wcrtd or GTA IV.-"'· 
he fits right in. He's an 
over-eager fitness freak 
pumped full of Shark 
testosterone, and he le­
gally changed his mld<lte 
name to "Motivation.· His bro-speak and 
, .. etess etforts to conmce the world or his 
het8fosexual1ty easily make him Niko's most 
amusang associate. 

Isaac Washington 
(The House of the Dead, O,,.,loll) 
We'd like to say that 
detective Washington nas 
a razor•shatp wit or a 
WA>Y one-lirler r0< fflfY 
occasion. That's just not 
true. Most or wa,i,1ng1on~ 
entertainment value 
comes from the fact that 
he reacts to a_., rTUllerous zombies 
In the same way that many of us would: He 
swears, tires bune1s hJtSCrimln.atety, tnen 



Sheogorath 
(The Elder Scroll.s IV: SW'"-ering Isles) 
The d-lc prince of mad· 
ness looks like an old man 
and sc:,eaks with an atfable 
Scotllsll acoeri. but that 
Isn't 1he fl.my par1. The real 
laughs come wf1en Shoogo­
rath's manic cruetty sur1aces 
In casual oonversauon as ne 
joyfully di$0u$$0$ 1he sadi$tic punishments that 
awalt his enemies - and Ns gruesome plans tor 
your brains.. eyes.. and intestines. 









A PLACE TO REMEMBER 
The last clecade haS delivered some of the most memorllbfe Char8eters in vieleo 
game history, but sometimes the setting steals the show. Here ate tlve locatlons 
perman,nUy e1l:hocl inlO 00. memories, 

Rapture (Bi.Shock) 
From the momen1 we stepped foot ~ this un• 
der'Water metroPQli$, we knew we were vi:siting 
a city unlike any other. Raptu-e was created as 
a sare haven tor huma11 80083YOf tree trom ttie 
societal, reli~ . and Political iwessures ot 
modern soc~ty. but as tts citizens soon found 
out, a cMtiz:ation mshaekled from instrtutional 
restrictions isn' t all ifs crae1<oc1 ..., to be. From 
Little Sisters and Big Daddies to ffn Fontan 
and MJtow Ryan, BioShook has a great east ot memorable Cllaracters. t>ut tllis 
brilliantty re.aJized Art De<»-themed cfYSlopia stote the ShOw witfl its hatrlting auni 
ol an Ideology gone awry. 

Renaissance Italy (As..,sln', C...d ll) 
r,;::;;;;;;;;;;;;;;;;;;=-::----===.;i Students 01 hisW<y jusfflialJly he<all 

the 11alian Renaissance IOI Its t.fflvaled 
aJtiStic output. stunni'lg architecture, 
IWld illuminating thtlkers. ttisott worked 
closely witn medieval e,cper1S to dffllol> 
a sancllJox world that pays homage to 
these achievements wtlle at the same 

._ _________ _, lime building a tateof lntriguearound 

the pol~lcal bacl<stalllling and violent - stn,ggles that defined the era. The 
result ts a palnSCaklngty aoctnte recreation of Renaissance Italy that gives you a 
bett!f sense ot tne time than any fodor's travel bOOk ever eoold. 

Liberty City (Grand Theft Auto IV) 

Rocl<slllr !lames has made bltlions by Clllfllng r.--=;--;:::=====;i 
amazing oper1 WOl1tls. tts most luly realized 
sancllJox c!estilatlon is u-edty Liberty 
City. With shol)plng, Internet <ales, bowling 
alley$, st,_, Clut)s, comeclydUbS, bar$, and 
even its ow11 television stations. this wtual 
W<lfld perfectly captures the essence of New 
YOik City and modern America. The lac, that 
ROCkS1ar set tllree dismct tales in the oily, each of whi<ll used the settilg to ltS lull 
ettect, Is a testament to this crowning achievement ~ world bJilding. 

Capital Wasteland (Fall out 3) 
MMV games are set in uie aftermath ot a 
nuclear 8')0Calypse. but none oorttiled 
a sense of the familiar with a perva$MI 
feeling or doom a/ld regret quite lb 
Fallout 3. Play"' eme,ged IYom Vaull 
101 to lind a barren retro-lub.t'ist land­
scape rlddlocl with clecayilg lluildilgs, 
ruined lan<Jmarks., aoo desttlu1e tunan 

settlements. Ttis unwelcome setting drove home the point lhal ..-aI _,., 
be a cakewalk as mankild struggtes to reblild dvllization; supplies and friends are 
hard to come by, and II the mutated beasts won·t kMI you, the radiation ikety wtll 

Arkham Asylum 
(Barman: Arkham Asylum) 
we·ve SeM Mtiam before" comic 
books al'ld cartoons. but it wasn't until 
Rocksteady's eye.q,enlng recreation 
that the prison IOI Gottlam's most 
notorious psyctiopa:thS came alive. 
Though the game was pm,arlly an 
actlon brn-. e"l)IOrlng the c!ecrepM 
institution that._ a rogue's gallery 
ol supervillalns pro,ocl to be one of the biggest draws In the first game that finally 
got the Batman experience rti,11. 

















CHARACTERS WHO MISSED THEIR MARKS 
wnile Chafactertzatlon In games Is getting bettet as the medium evotves. we're stlll 1ar from pettectlon. Over the past~ we've eniued mote than our Share of awf\l stereotypes. dreadful misfires, and 
Cringe-worthy performanc9$. These five characters left an illl)l"OSSiOn on us, bu1 tor the wrong reasons. 

r,=::;:::;:;:,;. , Dante 
(Deva May Cry) 
Devil May Cry features $Om$ or the best 
controls and tti,rtest gamepfay seen in the 
had<•and•stash genre. wtli e hll,lilgllting ooe 
of the lamest main Characters al'OUncl. Dante 

i.;.;;;;;;;;;;;;;;;;;;;;= ~r:v:t:=~=~=a=o-tjt 
l'V)ler 1'811<ef. Fortlllalely, he haS lhe -Skills .. _.., his 
shlicl< - olhe<Wlse he wookl be irreoooo,able. 

Michael Thonon 
(Alpha Prot0<ol) 
In games like Mass Effecl. player choice af­
ledS the StOtY and hOw p&ayets interact with 
lhe w<l!1d a11orge. The same goes in A/pla 
Protocol, ltlough lhe results are mlform1y 
dull Whether pf,aye,s CflOOSe to run k'lto a 
$ituation with guns blazif'lg or take a more 
stealthy approach. Michael Thornton does it while slmultane• 
ousty suc:tciig the energy from a room. lhe tact that he can make 
mi$Sions such as ilfiltrating a terroriSt-filled boat ooftl)letet, 

bOf'ing IS a tes1amem to hOw PoCtlY this $lQ)()$ed StC)(lr•SJ)y 

is implemented. 

The Rookie (Halo J, OOST) 

I 
tt'Snol easy filling Master Chief's MjOlnir 
battle .,.,.,. wtlich is some11ling that players 
and oosrs ll(OlagonlSI qulady learned. 
Known only as The Rool(ie, he was a cipher 
wtth only trace elements or c:hatactertza­
uon. The lact tha1 l)OOlll8 still debale lhe 
ffactefs gender is representative of how 

._ ___ __, Bungle slipped In deYelol)ing Nm. Mosler 
O!ief might no1 be porticular1y loquaclotJs, llu1 players gain a 
sense of how import!Wlt he iS to 1he human raoo in hi$ interactionS 
with other UNSC so1dlers. In contrast, 1he Rookie ts essentlalty an 
-eloped passenger. 

Tmgle 
(Th, Lrgrnd of Zelda, Majora's Ma.sk) 
The Legend Ol lelda series ShOl>elS Whimsy 
in bulk. bul even Hyru'8's resident$ have their 
limits. Tingle, a 3S•year•otd cart09"81)her with 
an unheallhy ol>Oe$Sl<in wih IOfeSI IOlk, Is 

OS!r>el2"<1 by l1is lather and lhe SIAlje<I 01 goosip by Olhef lalr18S. 
That's lor good reason, 100 Belween having lo endure seeing his 
pudgy ~•me crammed inlo a bodystJII and his choice or a balloon 
lor ltal\SpOrtalion, people are led .., with his nonsense. l)lf0f1u­
na1e1y. Link (and the player} has 10 risk getting con-.,ieiety Sl<eeved 
out by him H lhey wan1 to btJy his maps, 

Shadow the Hedgehog I 
(Shadow the Hrdgrhog) 
Since releaSlng Sonic the Hedgehog on the 
Genesis, Sega has SyS1ema11ca11y atterrc,led , 
to disma11ue the series Vtflile testing the • •~ 
goodwill ol lls rornalnlng fans. One or the 
more not()(tOUS tweaks to the SOnic IOf1T1Jla 
came n the form of Shadow the Hedgehog. 
Ratner than stick wtth the s«ies' roots. Shadow rOllecl ooto ttie 
scene pacl<ing heal Soga llled lo aweat 10 older audiences - wtlo 
ll(obably were lool<ing elsewllere - with a textt>ook case ol lorced 
edginess. Mature dOeSn't necessarily mean goos and darker ookli 
palettes, Yttlich is a tesson that the industry as a whole still needS 
IO!eom. 
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• Platform 
Xbox360~ . ..,,. 

l or 2-Player Shooter 
110-Player Onlinel , ·--· Microooft Game Srudios 

- a 

• 
WHEN EPIC DEL~YED GEARS OF WAR3 UNTIL NEXT f ML. fansofthesuccessfulserieswereooderstandabo/ 
fr\Jstrated. Even an,Mditional sax monthS feels M<e an eternity tor the m,llions ~Ching 10 Clove back into the cover-baSed shOoler. However,~ wnat 
I played at the Sluelio reoenlo/ is My lnelication, this aCICl,tional troe could mal<e the Clofference between another awesome Gears proeluct and the 
most poisheCI tttle the Sludio has ever made. We're pre&mabo/ about a year out from the game's re<ease, and wllat I played alreadY feels like 
a f,naJ product. With another six monthS 10 refine the gameplay and launch a nev.1y announoed multiplayer beta. h's a wrefore bet that Gears of 
war 3 will be the most imme®ltely complete il\Slatlment ot the seoes. 

n DfftloJM•r 
&pie Games 

n Rt1-u• 
l'all2011 
; 

• 
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Ex8CIJ1ive producer Rod Fe,gusson repeatedly 
used 1he word ·opt;mization" to c:lesclibe their 
app,oach to the game's oompeti1ive mutt;playef, 
On paper, Gears 3 doesn't feature any <tamatc 
departures horn what we·ve seen be/ore ;n the 
senes. we are9<1y know about the four-player 
campa;gn co•op and 1he new Beast mode. 
but competit;w, raj1jplayer doesn't feat\l'e 

• many sweeping cllanges, Howewr, ij's a great 
example of a rrutitude of smaller tweaks adding 
up to a ~tly "'l)l'0\'8d experience. 

ff you were to sin'f,ly look at the names OI 
1he game modes, you m;ght th;nk more has 
changed than ,ea1y has. Epic rea1;zes that 
gamers were oftentimes confused b'{ the 
mode names ;n the first ~vo !JO'Tl8S· "Annex· 
and ·5ut,m;ss;on· don't exactly spelt out what 
you·1 be ctoog. Thats why modes;, Gears 3 
wil feal\l'e more obvious names. Capture the 
Leader is essent~ Goarc:iarl plus Submission. 
Players must down the oppooog team's leacler 
(Chairman Prescott leads the tunans, a.-, 
Myrrah the LocuSI) and use 1hem as a meat 
st..id. ff you're able to keep the leader es a 
hostage for 30 seconds. 1he round ;s yours. 

Team Oeathmatch is a no-brruner, and Epic 
expects ij to be the most popular mode. 
Warzone always featured a newcorne,­
unfrlendly "de and you're out of the round" f\Jle, 
but TOM opts ;nsleact for ti~ed respawns . 
Each team begins w;th 20 respawns. and once 
they're depleted the mode essentially turns nto . . • 

Warrore. Tho; helps ensue most rounds end 
oramat;cally. with one player att8fTl)t;ng to fight 
off however many SOl(IMlfS the opposng team 
has left. 

'M1ile I ~ the new modes. tts 1he 
gameplay tweaks and add~ions that have 
me excited for the multplayer expe,ience, A 
clynam\c reticule isn't a new concept, but ~ 
helps n realiling jJSt hOlv accurate ywr ShOts 
wil be. If you're nan awkward standoff with 
someone on the Olher side of the same cove,, 
pressi1g A w'I pelforrn a manoe kick to your 
opponent. making him stumble back (and open· 
ng h;m up for a ctose-r~ Shotgun blast or 
melee attack). Being able to set ywr default 
weapon ald chatactE!f means you won·t ha\te to 
select them every time. A new ~en• party 
system s~earrines the matCIYnakr(j p,ocess 
n a mamer simila' to Halo: Reach. Dedicated 
serversandh<lst m'gation ensu-eless<XlMeC­
tMty problems orlr>e. Overhead maps and the 
new Tac/Com vision Iller help playe,s become 
acQU811100 11/ith weapon ,;pawn IOcations. 

A spotting system similar to the one in 

While the pr8'ious games 
featured maps that were well• 
sooed to a variety of modes. 
llley never felt par1ieulal1y 
alive. WiU\ Gears of war 3, 
some of 11\e arenas you'll be 
battling In will feature unique 
charact<risti<s 11\at can affect 
gameplay. Multiplayer rounds 
on Trenches wil be par tor 
the course, until a massive 
sandstorm blankets your 
surround,ngs In a thlek hale. 
I found that this was the 
pertect time to charge with 
a Retro Lancer bayonet Yoor 
enemy may hear yoor battle 
Cf'( as you sprint, but tlleir 
decreased Yislbil~ will make 
It harder for them to escape 
a (IIJlcl< cteaU\. We've heard 
of Thrashball lharks to Cole 
Train's background, btJt he'll 
have a homefield advantage 
kl< 11\e first time 11\anks to the 
aptly named Thrashball map. 
Hovering al>ove the court Is a 
giant scoreboaro 11\at keeps 
track of kills (complete with 
airhom·like sound effect), and 
tt can be shot down (smash· 
ing anyone unfortunate 
enough to be belnw it), Others 
are visually striking wiU\out 
Impacting gameplay. Over• 
pass takes place on a sectlon 
of highway that starts tilting 
and sinking in the middle of 
a round. Checl<oot features 
bloody ba111e$ in the aisles of 
an abandoned grocery store. 
Every matcll begins with a 
shol of the overhea1l map, 
allowing !Of quicke, memori· 
zation of weapon k>cations. 

Battlefiel(I: Bad Con-.,any 2 has been irl'l)le­
mented. assisting in ~ out enemies to your 
team. None of these are huge attention-gabbirg 
heacl;nes, but they al work together to create a 
more polished rn,!liplayer experience. 

The Gears of W8/ lranch;se has never lacl<ect 
violent and creat0/8 ways to ffi\l'cler your 
enemies. but Epic is crar.l<ng up the go,e eve,, 
more this time around. My hvo favorites were the 
Digger Launoher and the PenoJIJm.Era uincer. 
The former is a roeket launcher that burrows 
uncle<groun(I towards your opponent. As tt trav· 
els through the gO<lld. it resembles oJ(I Looney 
Tunes canoons When Bugs &My ,VO<Ad d0/8 
into the ear1h to escape Elmer Fudd. Its p,etty 
tenifying to see on and dell<o; flying out of the 
ground in a st<a;ght line towacts you. and the 
results of a direct tit are devastatir)g. If tt tits 
you (lea(l-on. the roeket bores up through your .. 



body and winds up in your head. /l$ you ,'<O\Jd 
e,pect. your cran..-n explodes Ille a waterrneion 
not long after. Without a direct NI. the exptoove 
POPS UP like a oounc,,g betty. doing damage to 
any nearby foes. 

G8'WS rans are familiar woh the iconic Lancer. 
llVt rv:y.v u-.ey•1 have access to a prototype ve<· 
sioO ol the weapon. In the extended fiction ol the 
francnse. the Penduun-Era Lancer (o, Retro 
Lancer) reat..-ed a bayonet that 1voutd break 
off when • came into contact with a LOOJS\, 
fo<cing the COG to add chainsaws underneath 

• the barrel. Epic loots that a (J.l8ity gameptay 
feature is worth breal<ing the fiction kl<. so theSe 
bayonets WOl'I< just fine on humans and Locust 
alike. Rather then utizing the same ctose-range 
metee mechanic thal lhe standard Lancer doeS. 
you'U have to charge your enemies ff yru want 
~ them on yrur bayonet Holcf<'9 B act•· 

~:-~-

vates what's essentially a modified roadie run. 
and comilg into contact 1Vith an enemy wl lift 
them into the ar with a Sll)rernely satisfying Mi· 
mation, One of my favorite tactics was to tlTO\Y 
a smoke grenade near a grOUP of enemies and 
charge throogh the fog 1Yitll my bayonet befo,e 
they realized I \VOS oo,ning. 

Snipers IOoking fo, a mo,e powerftJ allemative 
IVil IOlle lhe Oneshot, a devaStating long·ra,'Qe 
1Ve_,, that the Epic team in•ially refened to as 
the "elephant gun.· It takes a while to get a Sho<. 
ready, with a laser designating your target. Its 
pow,irful enough to pielce a Boomer st..ld. and 
1Vitl decimate an OPl)()f1ent no matter 1Vhere )'OU 

h•them. 
If yru're bigger on the short-range game. the 

sa1voo-off shotgun is right up ywr alley. You 
need to be ri(llculOuSly CIOOe to your Oil!)Onent 
for• to really damage them. but they'U be 'l)ped 
to SIYeds ff yru're w!thln range. Perfo,ming a 
mantle kick lotk)wed by a blast ~om yoor sawed­
oil is a great one-two punch tt you're IOoking fo, 
a surellre (and messy) kffl. 

Exisling weapons are getting tweaks as well. 
Many gamers IOoking for an accurate mid-range 
1Veapon loved the Hammerourst. and )'OU can 
now aim dOIVn its sights with a click of the right 
stick. Toe GOl'gon pistol was previously one of 
the least popular sidearms. but its nc,,,, a l\.ly 
automatic SMG. This means you can shOot 
automatic fire for the first time while holdng 
meat ~ (useful in Capt<l'e the LeadeiJ. 
Incendiary gren&deS born enemies 10 a Clisp 
if they're unfortunate enough to be within their 
damage radius. and you can even throw them 
abolle enemies to rain lie<y death lrom 8boYe. 
A new "bag and tag· maneuwr alolvs )'OU to 
stick grenades on meat Shields and kick them 
into opposition. 

Most weapon.scan end enemies in a shower 
ol gore 8'VeO with their standald fire. llVt the new 
executions are 8'VeO mo,e sadistic. Each race 
features a base execution (h<l'nans perto,m the 
standard face smaSh, wh11e the Locust rip arms 
oil). and now e,,e,y weapon featu:es a unique kil . 
V\tlile the standaid executions a'8 still perto,med 
1vitll X. Epic is taking things to the next level 
(and earning mo,e XP) ,Yitll the ,veapon-specific 
executions. You can buy a chainsaw into an 
enemy's chest v.ith the Lancer, ca\/8 their sk\AI 
in with repeated blows f!Om the Harrmerllurst. 
and snap their ned<s IVith ywr sawed-off Shot· 
gun. Toe flamethrol,er can be pl<J,ge<I into your 
foe's chest to fll them 1Yitll fire. 1un;ng them into 
a llame·belching. chaned mess. Press Y while 
hotd'ng a mortar la<l'ICher. and you'll thl\JSI the 

~--- • 

ba'rel diectly onto your opponent's head. /l$ 
)'OU bring It back I.I), you'U actually see chcri<S 
of bran matter ctwng rrom the weapon. Toe 
~ the duration of an execution. the more XP 
yru'I get. h's 8'VeO POSSible to unlock extended 
exec:utions that P<mnet your opponents fo, a 
comcally long time. 

Epic Isn't trying to r~t the \vheel Wilh the 
con'l'8t••oe multiplayer in Gears of war 3. vou·1 
be p1ay;-,g lamiiar modes 1mh many farm,ar 
weapons and features. but the mutlltucle of 
tweaks makeS a significant cffference. Whether 
it's utilizing a new attack like the mantle kick. 
laughing at a hla<iously violent new execution. 
COiiecting Skins and medals as you l&.'81 up. o, 
eviscerati'lg foes with the awesome new weap· 
ons, It feels ll<e mo,e than just an incremental 
~racie to Gears 2. With a nufplayer beta and 
a ye31 of polish yet to oome. there's no do<bt 
Gears of war 3 Should satisfy lans of 
the frMChise. ~ 

MORE THAN~ 
NUMBER 

• 

While Gears ol War 2 featured 
a leveling system, the numtlef 
next to yoor name never had 
a,ry tangi01e effect in-game. 
El>IC ooesn1 aDIJ(OaCh Gears 
with the "higher level = more/ 
ootter weapons• mental• 
ity that other muttiplaye, 
franclises like ca• of Duty o, 
Battlefield llave, 0u\ they Still 
wa,,t your level to l>e ntO<e 
than a numller. Witll Gears 
3. players earn medals and 
oolock character variants, 
executions, weapon skins, 
and •mutalllffl" as they rise 
Ulrough the ranks. The ooly 
varia11t we saw c!<King our 
ffmt with the game was 
Cole's 111rasht)oll unHorm, tlU1 
<!<sign director Cliff Bleszlnskl 
says each character has two 
on average. Weapon skins 
woo'\ 0e as simple as the 
Qdd Lancers from 2, as they 
feature patterns and 00$lgns 
this time around. We only saw 
one mutato,, and it 01eW up 
characters' heads, arms. and 
feet to cartoonish propor\Jons. 
Com0!r>ed w,th the high­
pi\Cl>ed voices the mutato< 
a<lcls, It's like an e,ien m«e 
ridlculOUs version ol Golden• 
Eye 007's DK mode. Executive 
producer Rod Fergusson says 
that these mutators fall into 
trvee categories - tlloSe that 
make \he game halOet, tlloSe 
Ulat make 111e game tmSier, 
and those that are simply lor 
laughs. 
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WHAt's A DotA? 
Dota 2 takes ijs name trom the Warcrafi Ill mod 
Delense of lhe AACients, a drastic change to 
that stock real-time strategy title that pits two 
teams of fNe ptaye,s against each other il highly 
oompet~ive. 40-miro,te o, longer matches. Lr,lke 
most ATS 9M'8$, DolA has each player contrOl­
lilg a sir(lle hero who levels up and stockpiles 
gold to l)<.<Chase powerful equi;>ment and 
COt>SU•natles. k. computer-conllOiled aimies 
contir<Jally spawn and rush the enemy's base. 
players are responsible to, using the< PO<verfut 
hetoes to tum the tide ot the battle in the< favor: 

DolA quc1<1y gailed massive poptlarily on 
Btiziard's Battle.net S8MC8. with the growing 
oo,nmunity utlizing user-created chamels and 
the rudimentary custom game browser to con­
nect players. k. mods tend to do. ~ braO(hed 
into sevE<,. variations as t.-ne passed. Eventually, 
one rose to lhe top: OolA·Alstars. orignally o,e­
ated by Steve "Gunsoo" Feak (now employed 
with Riot &mes desig'ing League Of Legends). 
Allstars is currently maintailed and updated by 
lceFrog ~"10 declined to give I-ls real name), 
who was hired by\lalve il 2009 and is now 
worl<ing on Dota 2. 

DolA eniol's such unprecooented poptlarily 
Jor a runber of interconnected reasons. The 
game has a ~ CUM! as long and wide as 
Counte,•Stli<e o, StarC<aft; e,pe,t playe,s domi· 
nate matches w~h lesser-skilled ,><livid~ SOieiy 
through manual dexterity and hard•WOO know!· 
edge. Extensive us:,grade paths at,;,,, ptaye,s 
to combine ~ems into more powerlul "8'sions, 
gan~ thousands of hit p()ilts or powemJ life• 
stealng atta<:l<s. Team play is rewarded: the>lql 
the map is large enough fo, al 10 piaye,S to 
spn,ad out and fight creeps oo their own without 
'"'Y0"8 engaging anyone else directly, late-game 
play is invariably centered arO<.nd gianl 3v3 o, 
SvS team fights. 

The mod has benefited from excellent, long· 
,u,ning support in the fo,m of constant updates 



!hat acid new content ex address balance issues. 
Saki balance is good enough that no dominant 
team compootion ex strategy has ever taken 
hold fex long. The heroes a-e varied enough that 
a matCh featl.<ing Cllffe,ent team rosters can tal<e 
on an enlnlly different character from the last. 

The enoonous folowing generated by DotA's 
deep gameptay is urcrecec:tented. Today, years 
alter its release, a third·f>MY site hosting an 
update can get hammered by mcxe than six ml· 
b'I dowrioads in a clay. The mod gpa,VTled a 
new sut,genre. commoriy referred to as ·action· 
ATS," inctudng wetl·known ti11es like League of 
Legends. Heroes of Newerth. the <J'lfott\,late 
flop Demigod. as well as DotA-AJtstars ttself. 
1/atve Corporation. the company belo\/ecf fex ~ 
Half-Ute, Co<l'lter..Stnke. Team Fortress, and Left 
4 Dead series - as well as tts outstanding Steam 
digital distribution and matchmaking ptattcxm - is 
making tts entiy into this groy,r,g genre next year 
withDota2. 

WHAt DOES VALVE 

BRinG? 
Valve's awroacti 10 Dota 2 is unusual in that the 
gameptay is remairr'ng aJmost entirety untouched. 
·o., fist reaction is to assure that !design ele· 
ments are! there for a reason.· project lead Etik 
JohnsOn exptails, •IOefrog is one ol the smM· 
est designers we've ever met. HeS made so 
many good decisions c,,,e, the years in builcfng 
the produet. He virtually never makeS a decision 
!hat doesn't ha1/e some reasoong behind tt and 
a ,va-, to pick apart the IOgjc behnd ij." This 
approach means that Dota 2 basic8ly is DolA· 
Allstats with new tachnotogy. 

0otA-AIISl31$' 10$l8f Of 100-l)IUS h8foos is 
being brought c,,,e, in ijs entirety, The sing'8 map 
games take place on is functionally identical to 
the one that you can downlOad f« free today in 
the Wa,craft Ill mod. Items. Skils, and uP9rade 
paths are unchanged. Some hero Skills work 
Slightly better Clue to being freed from the now­
ancient warcraft III engne. but Dota 2 will be 
instantly faml iar to atf-1 DotA player. 

A few things make significant cfflerenc<lS to 
players making the transition. Dola 2 uses V!M,'s 
&uce ~-so the game is IOOCh prettier. 
Source itself is getting a few uP9rades. i~ 
~ global lighting and 1Jue ctoUl ssrda· 
tion. Dota 2'$ integrated voice chat is a huge 
step uP from having to set uP your own VentrilO 
se,ver, and the speed of voice corrmJnCation 
is very nearly a requirement fex a game as team• 
focused as DolA. 

Al bots can take c,,,e, f« disconnected play­
ers, and are available to play aigainst in unrarl<ed 
training matChes as wel. However. don't get your 
hopes uP fex a full-fledged sing'8-playe, game. 
JohnsOn says, "Our 900! with the Al is just !hat 
their experience isn't destroyed just because one 
person co<Adn·t finish the game.• 

The visual style is remarkable for retai~ 
the S()(08Wllat cartoony fe<ll that the Warcraft 
Ill version of DolA·Alistars is built arO\lld, whle 
gong in a few different orections. ·t think there 
are f<l'lctional aspects to the art that are p,etty 
significant to the players,· Jomson says. The 
environment, particutar1y in the fexests that fill in 
the map between the 1hnle larles that the NPC 
armies folow, uses a desaturated color scheme 
to give the OOlorfu heroes and abiltties some 
viisuaJ pop. The s;zal)le art team is pUttr,g a IOI ol 
work into making the shapes and an'mations of 
each hero cfst'nct to the point that players can 



nstanUy identify any hero they see and q<icl<ly 
ga,.,ge the threat - of any situatiOn. 

The game aw features a ton of eus1om voice 
work Heroes detivE< lines as they deny the 
enemy team last hlts on eteePS, and Champions 
who have backslory comections wiU trade quil)S 
Whorl neatby. 

The bulk of inno-ratiOn in Oota 2. t,o,.vever. is 
ancillaiy to the gameplay Itself. Valve is upgrad­
ing Steamworl<s (the company's bacl<end tech· 
nologies tor matchmak'ng and other gamep1ay 
and community-related things) to allow in-game 
rewards to, participatng in the Dota 2 com• 
mun',ty. The idea is to have everything a playEr 
does in or out of game tie back into their online 
identity. Like the improvements to Source. the 
$teamworks upg,ades will be avalall4e to third­
party developers who choose to use Valve's 
tools when Oota 2 lat.nchesin 201 I. 

At a basic -· posting usefu feedback <x 
participating in ooostruciive cflscussions on the 
f<xumS will oontribule to yoor standing in the 
commlrity in a visible way. Valve c1oesn·t have 
the Sl)ecifics on how this wm worl< nailed down 
yet. WI YoU 9&t points that contribute to a vis· 
Ible rar'i<ing, Ike a Gamerscote? w.u your posts 
r-,i to be reoommeoded by other community 
members to count tor anything? What counts as 
a constJ\JCtive c!iscuSSion? These questiOns ase 
alt being actively explored at the moment. Valve 
OSSlX8S us that the desqlers have a sle\v of 
awesome ideaS tor how to imf,lement res,var<ls in 
a way thats visible to the rest ol the COITV1'U1ity, 
but there are no detais to announce~- "When 
we tall< abOUt this identity that exists inside and 
outside the game. we don't think we·re 81'/'f• 
Where ,_ ft with what 8l<ists on Steam right 
row: JoMoon ac:,m;ts. 

11 this was just about get1ing poilts for poo\'lJ 
comments, thOugh, ,ve wou!ol't waste your trne 
by telling YoU abOUt ft. Dota 2 goes much farther 
than that. Everything from IJ'1locking reN skins 
f0< your ta,,o,ite hero to 9&tting a unique title f0< 
wri1ing a strategy gu<le is on the table. llalve has 
ambitious plans (f0< which. agan. there are no 
Sl)eCilics to share) to host everythr,g themselves 
and p,ovide the best ~amewo,1< fo, the oom­
rrn.rity to interact with each other. The idea is to 
reduce the social frictiOn imerent in haVing to dig 
asound a bunOh of different fansites and wikis to 
me! what YoU're lookhg f0<. 

RioinG tHE SK.iLL 
CVR.VE 
Getting owned suckS. tt doesn't matter if YoU're 
the llictim of a headShot in Counter-Stoke. 
e0<ner trapped in Street F,ghta,. 0< swanned 
under by Zerglngs in StarCratt. Holding the st""1 
end of the skil stick in 000l)8titive games like 
these is rou,gh. Tus problem is compounded 
in DotA and its Clones by two facto,s. First 
matches last around 40 minutes - thats a 
long t'118 to spend getting your face kicked in. 
Second, (lying OOl O<ilf takes you out of the 
game while yoor respawn timer counts down, 
but aw direcUy benefits the other team by giving 
a big caSh bounty to y<,J killer. 

At intermediate and higher levels of play, 
having a poor player on your team who dies fr&­
quenUy is worse than figi-.ing with a mar, down. 
as the 0!lPOsite team gets gobs ol gold fo, 
picking off the newbie. Tus has fostered a 1898n· 
dariy newbie-hostle attitude within la-ge swaths 
of the OotA oomntrity. As fun and 18\Varding as 
the game is when YoU'r& in a match ol app,op<i• 



ate skil leYel - and It can be one of the very best 
experienoes in gaming, without exaggeration -
finding those matches has f!Jways been a riglt· 
mare. 11 doesn'1 help tha1 the game is so intense 
that Vat-,e had to insliMe a ·no tal<ing about the 
match f0< an hour afterwards" rule f0< Its internal 
playtests. The recent com:nerciaf 1i11es that more 
0< less cloned DotA have ~ated this to 
some extent, bu1 It is still often a huge p,oblem. 

Valve beleves that the - 10 the huge 
barrier to ent,y is tJveefOld. The first, obvio<Js 
S001ion is lo have excellent skit-based match· 
mak~ f0< both individuals and teams. Valve 
betie,es that the WO<!< going into Steamworks 
to,- Oota 2s release meets that reqtirement. 
Second. in1eractive guides will allow players to 
do more than just read a guide f0< thei' favorite 
hero that has been deemed helpful by the C<lffl· 
rrwity at large. Valve plans to alow guide•mak· 
ers to tie their ,,o,1< back in10 the game by doing 
things take t-ighlighting suggested Item purchases 
0< displaying useful information wring a match. 

F'ooally. a coaching system is being doopty 
integrated, By logging in as a coach, veteran 
players can do their part 10 help out newer 
fol<s. Valve hasn ·t decided on the specif,cs of 
how newbies and coaches will be matched up. 
bU1 once they're together a few things happen. 
The coach sees the pupil's screen. and gets 
private voice and chat dlannels to communi­
cate with them. The coach probably won't be 
able to take oontrot of anything directly (once 
again, the details are currently lmer discus­
sion), but Information Is PQWer in Do1a 2 and 
having a mentor whispering in your ea, can 
make all the difference in the world, 

The pupi wil be able to rate the coach s 
helpf\lness. Being a well-regarcled coach wl 
have explicit iniJ31118 ruwards. just li«l writi'g 
usef\J g,Jides. posting oonstructive feedbaOI<. 
or engaging in interesw,g strategy discussions. 
tt the OY8Whelming response to Battle.net 
acHevernents is fJf'f,/ indication. vanity rewards 
like these wl be extremely effective in ChaMel· 
ing the comnu,itys energies toward positive 
contributions. 

Valve fOU1der and boss Gabe Newell thr'l<S 
that ongoing S8IVice and value crea1ion <Mlf 

a games I'1espan Is the new reaity of game 
develOJ)fnent. ·iceF,og was one of the smartest 
people we've ewr met about doing that. and 
he was doing It wl1h both hands tied behind his 
back. so to speak,· Newell says. The corrc,any 
plans on approaching Dota 2 with the same 
dedication that won a the fanatical devotion 
of the Team Fortress 2 =munity. pushing 
001 dozens of updates that do ewrything from 
addi1g new hats to focing balal1ce issues to intro­
(t.Jeing enti-e new match types f0< free. 

"I think the in1"'est~ thing is us•~ a 
second layer Where the commcnty Is a S8t\lice 
to each other,· Jot-nson procimns, 1ha1's the 
real shift that we're trying to buld here. Valve is 
going to keep tx.ding software around Dota and 
around the =munity and around Steamworks 
to,- Dota, bu1 we're also goirQ to buld this 
system Where the C<lfflmunity can b<'ng S8t\lice 
to each other and be recognized for a.· With a 
soid backbone of C0fflmUnity•"'1111lirg systems 
and Valve's legendary support and technotogy 
behind it. Dota 2 has a chanoe to lu'n one of the 
most popular mods ot all tme into a flt 9"fTl8 
on PC and Mac that compares favorably to afo/ 
eight-figure-budget console blockbuster. ♦ 





LittleBigPlanet 2 
Media Molecule lets users expand the scope 
of Sackboy's adventures 

I 
f the original LittleBigPfanet proved anything, 
it's that a convru,ity of gam81S wl do amaz. 
ing things when provided with the riglt tools. 

While - editing tools have been at0und since 
Excitebike. no one has i,.,e, made c,eatiOn as 
fun and user·frien<ly as Media Molecule. With 
LittleSigPfanet 2. the POS&Oilijies have grown 
bl' leaps and bounds. No longer li'nited to basic 
sidescrotling gameplay. Sackboy's fans are now 
free to make their own games that ptay however 
they ChOOSe, 

A beta for the game is currently in progress. 
and the resuts are amazing even at this eartv 
stage. Fans of the original game are farniar 
with recreations of sidescrollers like Mario and 
Sonic. but this r, st batch ol LBP 2 user ere• 
atiOns ShOwcases remakes that a,e far mo,e 
advanced. Ken·s famous stage from Street 
Fighter II has been remade. and the sack· 
fighters can even perform hedoukeoS. dragon 
uppercuts. and sonic booms. While It doesn't 
leature the precise handli19 of the fighting 
Classic. ij's stil channing to see it painstaki\gty 
recreated in Media Molecule's trademark "hand· 
made" art sty1e. 

.Ar.other manages to mimic the basic gameptay 
of PSN's Flower. Almost i,.,e,y user level n the 
orignaJ LBP featured a visible Sackboy, but he's 
nowhere to be found in this. Rather. play8<S 
control a petal floating on the wind from point to 
!)()int. It may not be a f<.l«ale 30 experience. 
but the oore garneptay remahs intact. 

\Ahlen I spoke to team members at Me<f,a 
MOiecuie ~ this year. they mentiOned that 

they ,'IOOldn't be S<,prised to see someone 
make a first-person shooter within U3P 2. 
wt.le ijs not exactly Half·Ufe. a runct~ 
V,atnam·based stage has already POPPed uP in 
the bela. It features onsc,een ammo oo,,,ts, a 
targeting reticule that ttxns red when hoYering 
"""'enemies. and (ol oouse) exploding batrels. 
The<e's even an adorable Sackboy arm hOlding 
the assault rifle. 

Remakes a,e otwiousty one ol the comnu,ity's 
favorite uses of the e<eatiOn tools. but original 
stages are where the best users can reat,; sh'ne. 
Media Mole<>Ae presents basic tools for anyone 
to ptay with. but it also inckJdes a<IVanOed toots 
for those that want to realy dig in. With customi· 
zaole A.I. and oontrot schemes. It wl be fasci• 
nating to see What the corrm.,nity stages IOok 
fl<e afler the game is n the pubics hands. 

New to U3P 2 are the grappling hOok and 
bounce pads. Plenty of platforming-intensive 
levels feature these new gadgets. as Sacl<boy 
can now swing from the enllit0Ml80t and 
bounce around stageS with an ease that wasn't 
possble in the original. we·re sure to see SOfTl8 

Bionic Commando•inspi'ed levels. bu! the door 
iS open for oo,que creations as w<ll!. 

With most games. your enjoyment level 
peaks within the first C0<.1)18 woot<s of playing it. 
LlttleBigPlanet iS one of thOse rare exceptiOns 
that gets better ove, time. Considering how 
much more iS POSsible in LBP 2, gamers Should 
IOok fonvatd to OO<r>tleSS new experiences for 
quite some tine. • Dan Ryckert 

• Platform 
PlayStation 3 

• Style 
1 to 4- Player PlaUorm 

,. Publlshet' 
Sony Computer 
Cntertainment 

• DeYeloper 
Media Molecule 

» Release 
January 18 
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H Platform 
PC 

» Style 
I-Player Aaion/RPG 

(Multiplayer TSAI 

» Pu.bllshef 
Bli:zzard Entenainment 

» Developer 
Bli:zzard Entertainment 

n Release 
TBA 

Diablo Ill 
Diablo Ill receives its final class and a new PvP multiplayer mode 

F or many fans 811d P<8SS members alke. 
BizzCon has beoome an annual oppor• 
tunity to try 001 Oiablo Ill, the much· 

anticipated action/RPG that gamers a,ounCI 
the wor1cl have been saf,vating for since its 
announcement in 2008. This year. Blizzard 
took a major step toward the game's comple­
tion with the reveal of rts frfth and f.nal class: 
the Clemon honter. 

The Clemon hunter fulfills two major roles fo, 
Bizzard that none of the l)fevious classes fit: 
a darker anti-hero for the story. and a sexier 
visual style. Orly the female version has been 
revealeCI. but she's definitely oodass. sporting a 
(la,k hOOCI. vaguely demcric glowing eyoo, anCI 
a bulky armguard. OiablO flf directO< Jay Wilson 

CleScrl)es her as an -Obsessecl anti-hero. -
someone who knows more about demons than 
anyone else in the wo,ld and is waling to go to 
any lengths to kill them. 

The Clemon hunter also has a unicp.,e 
gameplay role as a ranged fighter whO employs 
traps and gadgets to accO<r4)1~ all of the Slay· 
ing she clestes. He< a.rrent repertoire of skis 
includes an enlarging Shot that Chains enemies 
together, an explosive bola Shot that wraps 
around a ooCI guy before blowing up, anCI gre­
nades that can be bounced off wals at>:S tossed 
around co,riers. Her play slyle focuses on Ming 
enemies. keeping them at a clstance so you 
can contiroo demolishing them with croosbows. 
pistOls. 0< traps. 

In addrtion to Showing off the Clemon hunter. 
Blizzard announced a lot of new skills fo, other 
classes and more generaJ sys1ern updates. For 
eX8J'Tll)le. bal1Jarians rc.v have a weal< ranged 
attack fo, opening up battles rrom afar. while 
wiUlfds wield a meteor spell, a fan favorite from 
Oiablo JI, 

On top of regula, skill points rrom felel· 
ing. OiablO Players muSI balance a new traits 
syslern. These operate sinilaJ1y 10 talenl points 
in Woricl of Wa,craft; you gain them every other 
-· anCI they ~ oustomize charac1er builds. 
Fo, example. a wizard could chooGe tr arts that 
increase elemental damage or a separate set 
that ~roves the effect of armor spells. As of 
right now. there are enough traits to eat up 90 



points, but Characters only ga'n 29 or 30 before 
reach'ng thei' max level. so you·1,- to make 
oome tough Choices. 

Dedicated Oiablo II players are used to having 
an invento,y cluttered by chatms. Blizzard is 
ooek,)g to give players more space by introduc­
ing the talisman. This ttem, carried by &,e,y 
hero. essentially 1V011<s as a second invento,y 
just for charms. The more you - up, the 
more charms your tai5man can hold, 

Ski runes are another system from CA8IJlo II 
being modWl8d lor the new game. Prev,ously, 
rmes ,vere embedded into items to give them 
booos attnbutes, bu1 n Diablo Ill they are tied 
d'rectty to SkllS, maki>g them more p()l"'lrl\A 
and. in some cases, very ¼'8Xd. Fules can have 

effects r~ from add'ng mana recove,y, 
slowing enemies. or _, spawn;ng snakes that 
attack and SI\.Wl enemies. Check out the sidebar 
tor more info on hOw rmes affect specific skis. 

Blizzard also revealed Diablo Ill's player· 
ver,;us-playe, batUO arena. Rather than bal· 
ancing the insane number of character typeS 
avalable in the game - Blizzard is claiming an 
absurd-sounding 97 billion bolds per Class. not 
indud;ng clfferences in armor - arena matdles 
are team•based only. Giverl the game's speed. 
they'll also be set .., as IJeSI two of three or 
three of five. Fans have demanded PIIP ooce 
the game was am0UlC8d. and Bizz.ard wisely 
listened, t/lough It cailioned that lhe game is 
balanced prmarily wiU> oogle-player and co-op 

gaming in m;nd, H doeSn't expect Q;alJlo Ill 
arena battles to be played hyper-competitively 
1;ke StarCtaft II matehes or World of Warcraft 
lYenafightS, 

With the last Class finally annotneed and the 
features cor,,;ng together, Oiablo Ill looks like lt'S 
approaching oompletion, Then agan, lt'S loOked 
poished from the r,st time Bizzard showed 
it, and lhe oompany is stil nvn on when the 
game win be releaSed. I should probably tell you 
not lo gel v<>ur hopes .., for playing any tine 
soon, but with a game that looks this great, It's 
clfficott not to. • Phil Kollar 

""'g,me/ll(cfmet.a>m'mJ(J/Q•""""""""rl""­
lllld"-"VSIJl)mesoc,,,,20,0. 

Runes In Action 
Oiablo ur, new s1<111 
runt:s: co1ne 1n 6 .. -o fhwors:: 
alabaster. mmson. golden. 
tnd190, and c>hs,cban. Here's 
an example from Bl.matd on 
how the di.fferent nlJle cypes 
Change the w1tc:h ttoctOr's 
plague of toads skill m useJul 
and slightly insane ways. 

Regular: Three toads am 
summoned that deal poeoon 
damage to nearby enemies. 

Ala.buler, The frogs C&J 

bb.nd l'.DMSters in add1Uon to 
poison.mg them. 

Golden: The ma.iu1 oost for 
too spell 1' reclooed. 

11\Cllgo: Instead of summon.. 
mg three frogs. the sky rains 
frogs dOwn onto ooalby 
demons. 

Obsidian: A Si.Jlgle giant frog 
is summoned ... and 11 eats 
mons,ers. Scnously. 
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,. Platform 
PlayStation 3 

Xbox 360 • PC 

» Slyl• 
J .. PJayer Amon 

(32-Player Online( 

» Pul)llahor 
'ffiQ 

,. Developer 
Kaos Studios 

» Rete ... 
Match 

Homefront 
Kaos Studios provides a new take on modern combat 

T he FPS genre is dominated by modem day 
militaiy shoote,s. Franchioos Ike Gall of 
Duty: Modem Warfare Md Battlefield: Bad 
~ offer gamers sngle·piayef C8JTl)aigns 
packed with epic set pieces that wootd make 
Je<ry 81\>Ckhei'ner bluSll. compleme<lted by 
robust. addictive rrul4>layer modes. To contend 
wah the tripte,A franchloos, Koos Studios isn't 
Ull<ing the action to the next levEI; ~·s tl<inging 
the war to your backyard. 

Set in 2027. Homefront tels the story of a 
falen America overrun by NoM Kolean troops. 
Recent offerings from both ActMsion and EA 
have offered glil1pses of an America invaded 
by Russian klfces, but Homefront's focus is 
1he experience of occupation. The game takes 

place ~YO years after North Korea sets foot on 
American soil. Kaas Studios has~ a 101 of 
eff0<1 into c,afting a rea/iSti<: world. Md from the 
epenrg moments of ou- hands-on demo, we 
were su-prised at h:>lv personal the storyline 
feels. Whereas Modem wanare 2 has you fight­
ing for the Whtte House to preserve demooracy, 
Homefront has you lighting in you-hOmetown 10 
Pres81"8 the lives of your neighbors. 

Kaas attr'butes this focus on a small, personal 
story to 1he ~ of Homefronl's writer. John 
Mlus. who Sleered the team aw&f from their 
initial plan of the story featuring a more James 
Bond-s,yte Character. Miius Is no stranger to tel• 
ing war Slories. The man who S8IV8d as the inspi­
ration tor w.tler Sobchak in The Big Lebowsl<i 

has rTl)(8SSN8 SC,880\Wtting credentials. irdJd· 
ing ~-. the HBO ser',es Rcme, and 
Homefroot's biggest inspi'ation. Red Dawn. 

The colaboration with such an ~ished 
screenwriter and (f,rec,or appea-s to be paying 
off. The mission we play begins 1vtth Korean mli­
tants b<eaking down 1he protagonists door and 
IOadng hin onto a bus 10 be taken 10 a deten­
tion center. As 1he bus drives along the streets 
of his hometown. the eff001s of occupation are 
apparent. The Koreans have ooctioned off the 
streets with chail·tiric fences. barbed wire, and 
roactt>cks. Coootless enemy patrOls are gather• 
ing the Other Ci1ilens. lining up lhe <Xlfll)l',ant 
and beatirQ those who resist. As the bus slows 
down, we see a man Md woman gt.med down 
on the street corner as the<' cllid cries out run­
ning to thei' corpses. Like the fims Milius has 
\VOfked on, Homefront doesn't pell any pUiClles 
in how it depicts the horrofs of wa,. 

As the bus approaches tts destination, the 
other prisoner on the bus whlspe,s 10 us that 
we need 10 stiel< together when 1,e get to the 
detention center. His WOfds prove premature. As 
we enter the interooction, a semi speeds up the 
side S1ree1, c,aShing into the bus Md ff'llp;ng us 
upooe down. I take stock ol the sttuation as my 
vision fades in; the o<her prisoner Is dead. and 
a fi;µe has emerged from the smoke. stabbng 
one ol the injured guards as he goes for his gun. 



The resistance has amved. 
The rest of the mission fea1Ufes almost non• 

stop action, as we make our way thrOugh the 
back yards and alleyways al the town while 
trfr.9 to tooo the tailng mJila,y. The Sl<irmishes 
we enccu,ter dernonslrale the story'S focus 
on 9uemla warfare. requiring us to scavenge 
weapons off of dead SOiders and deal with some 
unoonvenlional situations. In one area. we lal<e 
rekJge in a boarded-up home Oft>{ lo fnd that a 
mother is hiding nside with her c,y,,g baby. The 
objective st>fts to defending the ~ civiians. 
and as enemes begn lo storm the house. we 
feel a geater sense al \l'gency than moo m'Ela,y 
shooters O\'Oke, Thankfully. Homefronl's controls 
are on par with the genre'$ leadng franchises. 
alol~ US lO sw.ftly repel the .-.vadng forces. 

Allhotql -ant focuses on a more per· 
oora stQl\'lne, that doesn't mean a won't lealure 
some epic moments too. As they p,ogress 
through lhe game, players O\lerllualy meet ~ 
with the ml1a,y, which inlro<iJces a beeoor arse· 
nal to help tal<e bacl< the country. The game also 
lealures vel1cles that the player can piol, and -
tharl<s to the ,-.fut\1'8 lineli:le - there wil also 
be some controlable <tones reminiscent of Kaos" 
pte\/ious title, Frontlnes: Fuel of War. A later mis­
sion irlYOMIS st8Pl)f19 into the g<filer's seat on 
a helioopter. As the heloopter takes to the Sky, 
.-n Hendnx begns blastng over the radio. ms 
classic war story scene is t\l'ned on tts side as 
we awcoacti our deSlnat;:in- the Golden Gate 
Bridge. Kaos stales that one of Home~l's 
themes is "'the farrnar becomes alien.· and tm 
scene ClemOnslrates the ooncept ,ve1. 

Koos also ntends for Hometronl to be com­
petitive il the rruliplayer f,eld, with a fl.I rari<ing 
system. custom toadoues. and Pei1<.-ll<e abii• 
lies foe both players and vel1cles. Addilionaly, 
Homefront looks to se, itself apart with an ntuttive 
Battle Poolts system that allows players to use 

lher XP lo p.rchase better weapons and Yehi· 
<:les in i:ldMdual rounds. If that doesn't irrc)ress 
hardc<lre FPS fans. Homefronl's 32-player Im! 
and dedicated S8M!(S on al platlo!ms should. 
Kaos says h's also pl.ming lo roll OUI Ol.C sup­
port soon after release, 8'IOidilg the mistake 
DICE has made with Battlefield: Bad Company 2. 

We'll have to wait to see K Homefronl's ,,nq_,e 
story will win over fans of rrili1ary shooters. but 
so far it looks like Koos Sludos is heading in the 
rig\1 direction.• Jeff Marchiafava 
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Achievement 
Unlocked 
Earth Defense force 2017 
was notonous for us terrible 
itdue\iements, and that's one 
area where you'U see a lll(l)Or 
overhaul in Insect Armaged­
don. We noooed that the uue 
uses ios allotted 50 achieve­
ments. and yoo11 get th.cm 
for a vancty of aocompllsb­
ments - not just for beaung 
caeh dtlflo.llty level 
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Earth Defense Force: 
Insect Armageddon 
Send those bugs back home to space 

W hy are giant ants and l<ilef robots 
atta<:l<ing? Shut uP! vou·re patt OI the 
Earth Defense Force now. and the time 

for questions has passed. Al you need to know 
is that Ravagecs are laying siege 10 lhe cily of 
New Oelroil. and your job is 10 O!Jilerate them 
EDF-style. 

The success of Earth De~ FO«:e 2011 may 
be cifficull lO tnderslood. Released for )(box 360 
back in 2007. Iha game didn"t have imp(fJSSi\/9 
gr81)hics or CUtlilg·edge gameplay. lnslead, ~ 
offered a sea of alien insects for players 10 COOP· 
eralively deslrO'f set againsl a hiarious B•ITI()>;ie 
backdrop. E= wllh low P<oduclion values. EDF 
2017 was shameless Im. 

Me, spendng some trne playing the '4)COOl· 
Ing nsec1 Armage<ldon, ,,,., can safely say lhal 
developer Vicious Cycle tnderslands what 
makes EDF so charming. Bugs swarm in ~om 
all directions. buildings COiiapse at Iha Slightesl 
i"1)8Ct. and the people around you spoul ridcu· 
lous dialogue - but none of lhal is new. This time 
around. a few changes 10 lhe fonr<Jla win keep 
you and your friends coming back 10 defend 
Earth again and again. 

Talulg oontrOI of a SOidier desigr>ated 
Lig!ltning Alpha, players oo.v have more oonlrol 

ove, how lheir abi~ies p,ogress. As you com• 
plete missions and gan experience, you unlOck 
new tiers of weapons for l)U'chase {lhough 
some are still available as drops wilhin a level). 
Eventually, you can even unlOck rq.v sui1s of 
armor, each of wtich has differenl abililies and 
weapons p,oficiencies. 

The defaull armor has lhe 1vldesl selection OI 
weapons. wllie the battle armor is heavily forti· 
lied and focused on mortars and shotgoos. The 
taclical armor gives you access to 1urre1s. which 
are now a special ability instead of occupying a 
valuabie \""8pon slot. The ooolesl of Iha b<#lch 
is the jel armor. vmich is highly maneuverable 
and (jves you access 10 flighl ood an array of 
ene,gy weapons. 

To earn these \.ll9rades. you can grind tm>ugh 
Ille rrissions yourself (aided by Al~). 
or team up whh up to IWO other players onfi>e to 
comcile«e the man campaign. Considerilg m-v 
rruch Im co-op was 11 lhe lasl enlry, we can·t 
wail to rope = friends inlo the rq,1 - espe• 
cially since you can now revive each olher. IMlen 
!tis spmg rolls ar<l<lld, you and yoo, bud<fies 

can re•enlisl in Iha EDF and see how those bugs 
D<e lhe 1aste OI your bullels. • Joe Juba 



Captain America: Super Soldier 
Captain America takes on World War II 

D uring the chaos ot W0<1d War II, the 
wond's superpowers were bvsy building 
dell8Slalng weapons that could~ 

"'1\iQns. With the Nsllis ni,;ea,~ the vrsri.rn 
bomb and e,cperimenlng with human geneocs, 
the l'Sl8S were under the gun to come up 1111th 
their own secret milif81Y weapon. The result was 
Operation Rebirth. a ~-SOidier program that 
transtormed ockly amr,; reject Sieve Rogers into 
a genetically par\ect soldiei - the world's most 
artieulate weal)On of mass destf\JCI~. 

Matvel'S veraion of W0<1d war II is the back,_ 
drop for next summer's Captain America film and 
the oornpa/lion video game from Sega. U<e the 
movie. the game will detail Captain America's 
tour of clJty cuing the war. However. with the 
tlm tackling Cap's oogn, the game is free to rt 
in some gaps during the hero's formative wa, 
years. Television and comic writer Cmstos Gage 
~ve,,ge,s: 71>e lnilkltive, Civil War: H<xise o/ M, 
andAVfll'lg<>'S Aeademy) wiU help wijh the SIOI)', 

which pijs Cap againSI foes like lhe scientist 
AmimZola. 

Even if you don't loloY, the comes. you prob· 
i,,tt,/ know lhal Cl!ptain America's ~l\1\1 IQQI 
is his sHeld. Cap can use rt to block ,noom. 
ing gunf<e. but tt's fat more exciting to send 
those bullets ricocheliog back at his foes like a 
Jedi master or Ulrow the sHeld ,nto a group ol 
enemes and watch it bounce a-Ol.lld like Mair 
hod<ey disc before retvrning to his arm. Sega 
says that the Sh;eici oornes in hMdy during some 
ot the game's Prince ot Persia,styte plelto!Tmg 
sequences. but we haven't seen lhls lunctiooallly 
,n action yet. 

Captan America's peak physique makes hin 
an irrl>o&ng owonera in battle. He leaps over 
enem'es to deliver a n,.ry or kidney-crushng 
PlXlChes from betind. and '18bs foes before 
Slamming them 10 the grQUnd with more loroe 
than a WWE superstar. As Gap unleaShes his 
arsenal of strikes. grabs. Md counters. he fils 

up a Cr()pling $trike meter. Once lull. this meter 
allows lwll 10 perform SPeCial ltll<edowns oom­
plete 1\'11h 00"1 slow-motion - tricks. 

C,,pt;,in Americ;,1 doesn't hM ~ ~ '1'/e 
POwerS in the comics. but the game's Tactical 
Vision mode highlights interactive objects. objec· 
tives. and other poots o1 ;nte,est wrtoo the envl· 
ior,nen1. It soundS a bit Ike eatmao·s detective 
mode from M<ham Asylum, but hopetuHy Saga 
fonds a way to inoorporate this abilty Into the foe• 
liOO in a way that doesn't come across as hOkey. 

Saga frst annoooced tt had acquired the 
Gaptain America lioense ear1y last -• but this is 
the r.r-st time the oompany haS SPQke<l about the 
game or its developer. Next Level Games. Wrth 
a"! lucl<. Captain America wl turn out more 
ll<e the develope<'s 2009 project Punch-CM!! 
and less Ike tts last superhero title. Spider-Man: 
FrienO or Foe. llfln Reeves 
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A religious !ale told Uvough val)'ing art 
sl)ies, perspectives, and gameplay 
mechanics, El Shaddai is a darl< horse 

to watch in 2011 . The narrati\/e itself is loosely 
defived from the Book of Enoch, which clvon• 
icies the scribe·s exploits as he interacts with 
seven lalen angels. 

lgnitioo's nterixetatro of the taxt begins with 
God appointing a goop of angels as wardens 
of lhe wolid. Dubbed 1he G,igori. their keen 
obse<Vation of Earth results in a fascinaoon with 
l>Jmankind. and -,1~ they defect to rive 
amongs, and control the masses. To prevent 
such divine influence over mortals, God decides 
to flood the wond. only halting ,\ilen the strong­
,v.red l>Jman SCtibe named Enoch objects. 

Postponing his apoc• 
aJyptic l)<Jl'liShment. 
God grants Enoch a 
chance to captLl'e the 
angels and save the 
wortd. Tasked as a pro­
tector, the darl<ly dad 
a,changel Lucifel jOins 
Enoch, having taken a 
liking to the altruistic if 
Slightly overconficlent 
protagonist. 

Tossing sc:,iptll'lll 
aOr»1acy aside. Ignition 
is tal<ing drastic liberties 

w~h the presentation. Golden-locked Enoch is 
adomecl with heavenly am,or that shatters as 
he takes damage (acting as a substitute for a 
standard health bar) revealing what appears to 
be designef denin U'ldernealh. Lucifel is equally 
stytiSh wi1h his blacl< ensemble. accessocizing 
w~h a celUar phone he uses to keep in contact 
w~hEnoch. 

Gameplay unfolds thro<Jgh a blend of ttwd· 
pe,son action and -.scro11ng platlomli-g, wilh 
corrbat broken into h'/0 distinct Slages. Enoch 
begin$ his jOUrney ..wrnoo, but can rol> foes ol 
their weapons tlYough fluid melee attad<s. Once 
in his possession, weapons must be pUrifled wllh 
a f)(M'El< gifted 10 Enoch by God. The defaolt 
weapon in B Shadda appear.; to be the Nch, 
a relic stolen from heaven by the disloyal angEis 
and COO\JPled by their betrayal. The blade must 
be cleansed in o«Jer for Enoch to return sot.ls to --· Ignition is promising rrutti)le weapon types. 
al of which must be won throug, battle and 
replenishoo as they take damage. We had a 
brief chance to get 00< hands on the game. 
and can confirm 1he fluiarty of combat. Enoch's 
attacl<s default to heavy and light, and can 
be modified 10 encompass aerial and timed 
varients. Increasingly intense combos require 
a fell8I of Ski intended to appeal to more sea• 
soned ga,r,e,s. 

Ab<Ne all, the art d'teclion is where El 

Shaddai shines. At times characters appear 
cel·shaded, and at others more in the vein of a 
wate<oolor painting. The development team at 
Ignition features Takeyasu Sawaki at the helm, 
famous for his worl< at Gapcom on Devil May 
Cry and Okami. 

The setting showcases skyscapes with 
mart:Aed veins of oct)(. We've watche<l Enoch 
traverse unh.riing clouds. the lght transitioning 
from day to nght to something else enli'ely. 
Enoch then becomes silhouetted aganst a 
vib<ant stained-glass ,Wl00\•1 before returning to 
a soowy vista with swans flying through irides· 
cent Skies. These domainS a,e al fashioned after 
the angels who possess them. promising several 
unique environments. The wol1d of B Shacldai 
can only be desclibed as transient at beSI. 

Al this point in time, El Shaddai: Ascension 
of the Metatron is still an enigma - but a 
captivating one at that. Striking visuals can 
only 90 so far, so he<e·s 10 hOping we get 10 
see more or 8 Shaddai's core mechanics 
soon. • Meagan VanBurkleo 



Catherine 
The Persona team goes HD in this risque action-adventure 

E artier this year Atlus amoulC8d Catherine. 
the first HO game develOped by the tal· 
ented team behind the Persona series. The 

p0blishe< has yet to confinn a North American 
release. but as one of the strangest. most 
promising @es to come from this q,.itky stuoo. 
rm h()pef\A that Allus will do the right thing and 
bring a to co, ShO<es as well. 

The first thr>g yoo shotAd know is that 
Catherine eschews the hardco<e RPG style 
of Persona. Despite the team's ped',gree. this 
time Allus set out to make an action/adventure 
title. Hepefuly this "-'S Catherine wl <talv 
in a ~ger crowd of gamers whO were intrigued 
by Pe<sona's stylish look but scared off by the 
intense time and Skin commitment. 

As wah previous games by the team. Catheme 
does not tell a typical stay starring typical pro­
tagenists. Players take on the role ol V.ncent, 
an unmocivated. insomniac saJaryman whO 
fnds himself trapped in a nightmarish ,""1d 
wheneve, he manages to fall asleep. The main 
hOOk ol the game seems to be in the same vein 

as A Nightmare on Elm Slreei: a you die in yo,.Jt 
dreams. you die in real lite. 

The action takes place ·n these nighlmafes, 
where Vincent has to avcid d',sgusting mon­
strosaies to save his Me. Some of the creatures 
shown so far include a giant pair ol hands wah 
a 10<1< that tries to stab Vncent and a r-.,ge half· 
robOt baby wah a chainsaw replaeing one ol its 
hancs and a hook on the other. To escape from 
the evil dream. players have to navigate obsta• 
cleS and work their way up a giant staircase, 

Back in the real worid. a bizarre mystery will 
unfolds In Vincent's life through more ad\lenture• 
style segments. Voncent has to contend wah 
two women. the sultry Catherine anc more 
grounded chil(llOO(I friend Katherine. Dur,ig 
theSe parts of me game. players can exp10<e 
the town and interact with other characters. 
as welt as Check their email f0< messages from 
Vincent's hvc IOve interests. 

Calheme raised many e-,,,,b(ows wah as highly 
sogges1Ml first trailer. Despite some tantaf,z. 
ing imagery that caused imaginations to run 

wld, Catherine wl not be a Ml•on ad<ll game. 
SeXU<lify is dearly one of the main topics being 
tact<led. though. which makes the game al the 
more fascinating. Very few oo,,elopet's seem wl• 
ing to address this touchy subjeet. but rm t,ope­
lul that Atlus can do so in an intellgent manne<. 

Depending on yoor actions. Catherine can 
take between 20 and 30 hOurs to play - a 
wek:ome relief from the lOO·plus hours I've 
clevoted to various Pe,sona games. Of course. 
for thOSe wiling to spend more lime, the game 
features multiple endings 10 d'""°""'. Based 
off the UTiited info available. Catherine has the 
potential to be a huge game-changer for AUus. 
both in moving beyond RPGs and engag'ng 
in more mature subject matter. With catherine 
scheduled for ,etease in Japan this winter, 
al that's left is to hope that tt lives <4> to that 
potential. .. and tt>at gamers outside of Japan 
get to find out as well. • Phil Kollar 
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T est Orille ~mited 2 was recently delayoo 
into the fa-st quarter ol next yea,. It's prob• 
ably a good thing. because Atari and <level· 

OPe< Eden Studios have crarnme<I a large chunk 
of content into the game. The first Test Drive 
Unlimited erased the dMsion between oone 
and offline racing. and this game goes a step 
further by not Ofiy olfoong mo,e Sheer content. 
but by gMrg players mace context to the wood 
and tOOls to shape thew experience. 

TOU 2 addS a stO<)Aine. and its IJrns,,ess is 
intentional but at least humorous. You·re a valet 
at a pes11 hOtet on the island of Ibiza ,vhO r.xks 
into a Chance to becOme a race car driver by 
hijacking the Ferrari of ywr err-.,loyer'$ daughter. 
As paper-thin as a sounds. at least the stO<Y 
provides context to many of ywr ~ as 
you ascend the ranks and start to live the ruff 
TOU 2 lifest)'le. Yoor driller can now get <M of his 
or her car and walk around the WOC1d and social· 
ize ~h other aivefs. Of OOI.ISO. you·re ~ to 
want to IOok your best. and part of the game'S 
lifestyle ~t is the ability to pu-Chase new 
clothes. houses ~Yith garages of va,ying sizes}. 
and Olher changes to ywr 81)1,ea(ance. 

Other than the size of your mansion. your 

progress in the 
game is Charted by 
a 0-70 level system 
that summar'o:es 
you, C,ompetition. 
DiSCOWI)'. Collection. 
and Social Skill$ 
(,Yith each of theSe Slb-categories containng 
15 levels of the< own). Various championship 
race events of differing objectives. duets with 
other drivers 0nduding the chanee to win their 
car). and multiplayef chal~ fall into the 
C<lfr4)etaion catego,y. ,vllile more esoteric objec­
tives 11<e adding stid<ers to your cars or fin<ing 
l......,·filled wred<s with a metal detector gain 
you experience for the Collection and ~ 
categories. respectively. Even ij you aren·t 
actively involved in a chal1eoge and are ;.,st driv· 
ing arOUld. you can stil progress in the game by 
~ money tor near misses. gainilg air. and 
drifting. 

The game'S social aSPOCt is a major compo­
nen1. eSPOCialy 0000 you CM dip into on6ne 
Pia'/ at any time.~ from oompetitM! races. 
play,lrs can beoome a COP and Chase la\""'8ak· 
ers. and there are CO-OP challenges Ike Follow 

the Leader -v.1>ereon1y u,e leader of the pack 
can see the ne>d checkpoint gate. Best of all you 
can once again create your own cha!~ ,v.th 
a suite of toots that lets you set w Speedtrap 
radar gt.nS. rme Attack checkpoints. rewards. 
traffic. and more. If youve been hOPPing OOI of 
your car and running aromd uoog the emoti· 
cons and \/Oice chat OPlions to make lriends. 
then you Sho<Ad know enough people to start 
your own racing Cllb and try to earn e.xct.Jsive 
cars and pool citb money. 

The great thing abOOI the first Test Drive was 
its sense of ~eedorn. Ironically. a IOOks fike 
develope, Eden Studios might have rnprowd 
the franchise by adding more structure to the 
@e. Regardless of some of the tweaks. at tts 
heart. this game is still about letting you live 
the life. • Mathew Kato 



C onsoie NASCAR fans were black flagged 
a few years ago when Electronic Arts 
stopped as NASCAR trancnse dead in as 

trackS, and since then thOSe IOOlu>g to trade 
some paint have been left wanti~. The stock 
car association is represented in Gtan T urlsmo 
5, but ~·s merely a taste of the experience and 
not substantial. On the other end of the spec­
trun, the odone iRacing league is so hardoore 
it's usoo as a sinulation/training tool by the 
fl<es of Dale Earnhardt Jr. Now U.K. devdoper 
Eutechnyx is t,fr,g to pick up where EA 18ft oft 
Md let the "'®nly of NASCAR fans - those 
who just wait to step in the shoes of thw favor­
ae drill« and axpanenoe the season- get in 
some green-flag raeing, 

Eutecmyx is new to stock car racing. but~ 
has a hlSlo,y of racing tnlas. inct,ding 81/81)'1Hng 
from Big Mull18 TI\Jd<erS to Euro-only ti1l8s 
ll<e ~ Chalenge. You can v,ore the 
yetto<v stnpa on the stuoo·s ~. how8',,er, 
as NASCAR the Game 201 I tits 811 the track& 
in the Sprint Cup circuit. features a full 43•car 
fl81d, ooservas al the flags, and lats you play 
as 43 drivers - inCluding Nationwide P<)rt·time< 
Danica Pallid<. 

Despite the inclusion of Ms. Patrick. ttis game 

is focused on the Sprint o.,p senas. and you 
can start your career as your favorite ctiYef 
or yQJ can create yo.x own. OQn"lplete with a 
stock car w:-t)l a custom paint jOb. Although the 
Career mode doesn't 181 you swttch teams or 
offer much off-Iha-track depth (You can race n 
oocasionaf. OPlionaf inv.1ationaf raoos), the game 
tries to ~le by offering NXP for per· 
fomw,g on•track feats like wlnnr,g the pele, for 
instance. NXP urlockS ~emate paint schemes 
for )'OU' favorite ctiYers. Your progress is also 
Charted by the mode's use< interlace, wl1ich 
is you, garage on race day. As you become 
more successfu, you'll see more fans~ 
around, the tiamers of oontingency :;ponsors 
hangr,g from )'OU' wals, and other chronides of 
your ~ishments. 

The game may not be talored for hatdoore srm 
racers, but 11181 doesn't mean !Jlat it dOeSn't try 
to nail some specifics of the sport. Temperattxes 
wll change as day turns into night at trackS Ike 
at Rd>nond, and track& wiU have rrdtiple racr,g 
lines. Nl.f'll8f0Us aspects of your car can be 
tweaked before Iha race and dcring pit SIOPS like 
track bat ~ments. adding wedge, tire pres­
sure, and more. If you're not arrbitious """'-91 
10 try and act as your own craw Cl'iaf, Eutecmyx 

has smastty ineluded almost a do2:en custom 
racing setups for you to try. 

For those of you reading this pt8lliew jusl for 
the crashes, you·a be delghted 10 hear that this 
lttla is full of those. as well. Cars can flip. tires 
can get cut because of danglhg shoot metal (or 
n you drive over track debris). and the smoke 
and oonfusion of wrecks wl have you gnppi,g 
)'OU' SIOO<,ng whOOI tight 1vnan 1ha Big ()la" 
unfolds f,ght in front of you. Eutachnyx says 11181 
the At of the drivers will be tuned to how they 
dove in r881 lila, and while we have to see this to 
believe a fxst, at a minintrn the game doeS keep 
track of who you g;,,,, respect to and who you 
abuse like some lapped field filer. Get Into a guy 
a couple times and he'U dump you in turn foor 
withasmJe. 

NASCAR the Gama 201 t isn't trying to oovar 
every aspect of the sport right out of the gate. 
That's boUld to leave some fans asappointed, 
but deveiOP8f Eutecmyx is trying 10 make sure 
a ge1s the basic racing right from lh8 start. That 
said, this game has thrown in a few foatcres that 
Sho<Ad get NASCAR fans intar8Sled in at least a 
few laps. • Mathew Kato 
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Pokemon Black/White 
The original monster collecting franchise evolves 

A ~er mo<e than 10 years since the 009nal 
Pokknon lilies first hit Japan. 1he Iran· 
Chise has Shown no sign of SloWing down . 

Game Freak's remal<eS of Gok:f and Silver were 
evideroe that the classic colecting mechanic 
and rock-paper-scissors slyfe battte system 
haeffl't IOSt their luster. S1ill, Poi<M>aniacs have 
anxiously waited for the franchise to take steps 
in a fresh direction. With lhe upeoming releases 
of Poktlmon Black and While versions. theSe 
loyal fans won't have to wait much longer. 

POktlmon Black and While versions imme­
diately ShOlv off the ffth generation's new 
direction with an animated cutscene. An 
uncharacteristicaly dal1< scene reveats a crown­
ing ceremony for a mysterious ~ man with 
no supporfug details as to who he is and 1he 
rOle he'I play. The scene then jumPS 10 a more 
Ul)t>eat scenario with the signature Pokoo>on 
theme song as lhe words ·Hope," ·Dream." and 
"Discovery" ftaSh on screen. all the while expan­
sive new environments of the lsshu reg;on and 

images of a ton of new PokemOn just waiting to 
be captured are revealed. 

With a (1Jicl< introduction by Poktlmon expert 
Dr. Arer/Jlj. you're free to exp10<e the buStting 
new wo<1d. While we know mIe about the plot 
at this point, you're still responsible for cOllect· 
ing badge$ and batlling strey trainers, mclund· 
ing confrontations with troublesome Team 
Plasma. Mer a few hOurs of exploring the tsshu 
region, you"ll notice mo<e densely populated 
towns, tall housr,g structures spanning nutiple 
floors, and the Pokemon Center and POke Mart 
combined into a one-stop ShOp. Environments 
are colorful and detaled, with each new area 
featuring its own catehy socncltracl<. camera 
IJJ'lgleS dyn8mie8Jly change while tr8Yeing, 
giving 1he three-dimensional space a sense ot 
targe scale. You'll have plenty of land to CCM1t 
when seeking the 156 new POkemon that 
appear in Black and White. 

Players select among tlYee new star1er 
Pokemon: Tsujara (grass-type). M\urnaru (water· 

IJ7.>;H,-f70 :ti'T'e:!.' 
'if-1l7J 

type), MCI POkab<i (lire-type), and begin ~avers­
ing from one grass patch to 1he next to -
monsters in combat. The banle system has 
reoeived a graphic81 overhaUI, as creatures 818 
far mon, detaled and better animated than the 
old plxeiated SPri•es. camera angles Shift to give 
a greater sense ol action and battle music inten­
sifies when yoor POksmon are low on health. 
Up to three Pokemon 818 able to par,;cipate in 
some battle soenanos, inuOdueir,g an etement 
of party•based combat. Even lhcxql the battle 
mechanics remah similar 10 one-on-one, ligutilg 
out which haff of your six PokMlon to can upon 
while being rrindful ol elemental strengths and 
weaknesses shakes things up. 

POk~mon Black and White have already 
been greeted with success in Japan, becom· 
ing the fastest-selling OS games of 811 time. 
We will just have to wait a bit longer, as Game 
Freak's latest entries launch next spring in 
North America. • Annette Gonzalez 



Kingdom Hearts Re:coded 
The lost chapter gets a remastered release 

W hle some Kingoom Hearts fans are 
stil bying to max out their levels or 
r.nish a Critical mode play11Yough in 

September's Bil1h by Sleep on PSP, another 
entry il the series is corring fTlJCh sooner than 
expected. Kngdom Hearts Re:coded Is based 
off ol Coded. ,vNch was originally releaSed 
in episodic installments on mobile phones in 
Japan from late 2008 tlYough ea,1y 2010. While 
Ille SIO/y reportedly SlayS tM! to lhe Origi!W 
Onooding a supposed tie-in to Bir1h by Sleep 
ano the upeoming 30S ent,y), the gamef)lay 
and graphics ha>e been OOmpietely revamped 
fO<theOS. 

Re:coded Just r8001tly came OVI in Japan, 
and we imported a for an extended hands-oo 
sess;an. The gane starts up a little while alter 
King<fom Hearts II inside Disney Cootie. Jiminy 
Oicket is 100kroQ over his j()Lmals from the f'wst 
~'° games and Is stl conlot.nded by the book 
from Kingdom Hearts 1. Fans will remember that 
Nam'ne seemingly Cleare(j the jOUrnaJ (Ming 
Chain ol Memories along wnh Sora. Donald, 
Goofy, and Jirriny's memor'ies. To rememb<lt' 
their OIO iws. the team deeided to let Nan'ire 
rebuild their memories at the expense of forget• 
ting eve,ything from the events in CoM, i~ 
Namne. The tast thing Jiminy wrote in his seem­
ingly empty jOUmaJ before the proced,e was 
"Tharl< Namine: 

Later. (luring the oPe~ scene of Re:coded. 
he opens the jcunal to look at the entry, still 
forgetting why he wrote ii an(I whO Namine is. 
He fl'ps lh!Ough the rest of the blank pages ano 
rros a new myslenous message that reacls. 'We 
m.ist return to free !hem from U,eir torment.· 
Jininy is sure he cfdn't write n and runs to tell 
King Mickey. Donal(!, Goofy, Mickey. an(! Jirriny 
scan the jOUrnal into Chip ano Dale's giant far1C)I 
oomputer to get more info on the new entry and 
fro out who needs help. Loacls of hidclen clata 
flashes onscreen. The only problem is that tt's 
al cooupteo. To navigate and repair the clata, 
Mickey activates a virtual Sora from insicle the 
jOUmal. Players conlfOI this Oigital Sora as he 
cleans up Ille cooupted King(IOm Hearts I 
worlds insicle lhe j()Lmal. Everybo(ly caught up 
nc,,,?Goo(I! 

1 ran arouno for a few hOlJS in Destiny ISlandS. 
Traverse Town. ano WonOerland. lnttially, I was 
conoerned Iha! h ,'IO<A(I suck to play thtough 
these maps ell over yet again. bul somehow n 
feels different. The coouptecf worlds are fillecf 
with floating gtnch blocks you use 10 plattonn to 
lligher areas ano grab special narns. The Of'#</ 
way 10 fl)( 1he worlds is 10 find hi(l(len portals 
10 Ma1Jlx-like oooe rooms and clear !hem ol 
~-Thisdei)(JQS theareaMdCMl'Ml<e 
bridges reappear or change a stone waJI into 
a ooorway. Missions are shOl1 ano s,-t, with 
new boss battles ano gamep1ay offshoots. For 
example, I playecf thtough a 2D - •scrolng 
plattorm:ng section ano saw hints of Classic 1um­
based RPG and rail ShOOter ~IS. 

The sufl)(isingly unique battle mechanics are 
distinct from othar en111es in the series. As you 
attad< enemies. a new Jl1llli-tiere0 overOIOCI< 
gauge lils UP on the IOP SCf88n whie a CO(• 

respon(ling al)ilily tree activates on the bottom 
soo,en, The gauge CM f,U up 10 four lines during 
combat. an(! each time ij activates a stacking 
passive abilty like ad(le(I magic defense. faster 
metee attaci<S, or an auto (IO(lge. Each keybla(le 
has a different abity tree. ano you can open ne.v 
aptions the more you use i1. Once the gauge has 
activated all four abilities. you can fl ~ once laSI 
1inle 10 unleash a clevastating fllisher. 

Leveing up takes place on what IOOl<s like a 
giant mOll1erbo8rd. You'll Start ,_ a CPU an(! 

place chips down 10 ~ power to new areas al 
the boar(!. These chips include Straight level l.l)S 

or specif,c strength, magic, and health bOOstS. 
The most benelicial move is to link up= CPUs 
10 double the effects ol every chip in between. At 
one point. I~ foor lewis atone iust by plac­
ing lhe final chip. 

Wilie ii doesn'1 offer any direct mulliplayer. 
Re:OO(led (IQes ha.e something catle(I an 
Avatar Men.,. Here you can customize an 
avatat with al kinds of accessories you unk:>ck 
from characters and enemies. ano use the 
DS's tag mocle 10 send challenges ancl cards 
to frien(ls. I wasn't able 10 do much in this 
mode, but I'm curiouS about how it'll ,'t'Of'k in 
the U.S. version. • Bryan Vore 
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Yoostar 2 
Think you've got star 
potential? 

I f you·ve ever wanted to act alongside some 
of Hollywood's biggesl stars. Yoostar 2 could 
make that dream a reality. The game a-.,ws 

wo1.lcH>e actors to insert themselves into a 
wide variety ol classic rllO'Jie rnomeflts. acl their 
hearts out. and then see hOw the results stack 
up. Better still. there's no w<xry abOUt blowing 
a scene and ruining a produclion or getting in 
drunken f,ghts with paparaz.z, between projects. 

YOOSlar 2 offers a variety of gameplay modeS. 
including quick play and a goal·drivoo cam· 
paign, but the overal eXl)erieoce is essenliafly 
the same. Using Kinect or the PlayStatiOn Eye. 
Yoostar 2's software generates a g,een-screen 
effect without the need for hang'ng a Sheet n 
your IMng room. We spent a few hO<Jrs with 
the Xbox 360vet$00 ol lhe game, ancl while 
the effect isn't flawless, it's leagues abOve ,-mat 
products like You're in the Movies have offered 
in lhe past. 

Film clips incklde scenes for one or two par­
ticipants. wi1h the Of'gnal actO<S fifrQ their roles 
H a friend isn't handy. After picking a scene from 
a wide variety of comec:Jes. ctamas. classics, 
and 1V shows, players choose which of the 
predelemiined roles 1hey want to take on. From 
there. itll a simple matter ol stepp;ng into P<>Si­
tion and rooting liles via a karaol<e·style scroler. 
After each scene is completed. players wateh 
their scene and earn stars Clel)en(lrO on hO<v 
well they defivered their lines. whe1her or not 
1hey stuck 10 their ma,1<$, or W 1hey intem.l)ted 
other characters. 

Once 1hey've had a few minutes to bask in 
the adtlation of their fans, players can upload 
their videos to the YOOSlar net,V()<1<. Alter being 
screened for content by moderators. o1her pay­
ers can v-.,.v and rate app,oved performances. 
There's alSO a social•nel\V()O<'ng ooml)()neOt. 
with Faoebook ancl Twitter integratiOn. ancl the 
detvetoper says it's hop'ng to add You Tube 
S\JPPOrt. V,oeo quality is somewhat dependent 
on your~- and even after making adjust­
ments you're not going to mistake your inserted 
actors for part of the original scene. but it's 
definitely acceptable. 

Yoostar 2 is 001 a game for POOPle whO take 
thernSelveS too seriously. but it haS IOads of 
party•game potential. Setting up playlists ol 
ctiPS is easy and gives people a chance to 
test 1he waters. and the fact 1hat there's no 
controller to worry about makes it accessible 
to hams everywhete. The Kinect version also 
dOes a decer\t jOb of ~ltering out and igno<ing 
backgrotnd activity, so you don't need to treat 
your r.,;ng room like a q,.,arantine zone during 
ShOOts. If )'()<K frien(IS aren·t allergic to fun. 
1hough, chances are 1hey'Q want to take on a 
starring rOle ilistead of lingering in the back of 
the room, anyway. • Jell Cork 
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Bloodline Champions 
A new form of action/ATS 

This student-pmject-tumed·IIA•game out of 
Sweden Is easy to plck ._., and play - but is 
there room on PC for a drastiealy different 

sot,genre ol oompetitive PvP? 
You rright assu-ne at firs1 glanoe that this 

is another Defense of the Aneier>ts CIOne. like 
League or Legeods °' Heroes or Newerth. 
You"d be wrong, thOUgh the highly conwtitive 
five--on-filie battles Shafe a similar top-down, 
RTS-like view. 

Beyond the team sizes. the cutthroat nature, 
and the viewpoint, this has little in oommon 
with 1hose ti1les. Bloodline Champions is much 
mo<e oiect than CIOIA-Ja<e games. There are 
no minions or creeps to light. just other player$. 
Randomness does not exist: there are no Ctiti• 
cal strikes, dic»rOII <lodges, or even damage 
r,w,ges, Thari<ft.ty, roulds are cloSer to fNe 
mrotes than the 40-rni>.Jte slogs that CIOIA•likes 
can often be. 

Your,;,,,.,, and targetng follow the mouse 
curs0<. whle you fTlO'l8 wi1h WASO and fire off 
pev,e,s with your two mouse buttons~ the 
space and q-e-r-f keys, There is no !Mo-attack; 
to do anytnng at al you must use your powers. 
Fortunately, you don't i,a,e anythng Ike a mana 
bar to worry about. Power use is reguated solely 
by cooldowns. 

Every abily in the game- firooals. spear 
ttrows. plague clouds, even 1-.g spels -

must actually comect with its target in order to 
do anyth'f'9. Your Shots win go exacUy to your 
mouse cursors posttion when the power is 
inv<ll<ed. but nearly eve,ythng has a travel time 
or a Charge-up delay (or both, for particularly 
nasty elfects). You've got to have the Sl<i!IS to get 
your rooves to land. 

Blo<xlines hallll a variety of oore Skis aloOg 
wtth both a mo\/llment and a defensive power. 
The fire mage. for example. has an inlerno shield 
that makes h'm in\l\Jlnerable for a few seconds 
and J)USheS back any enemy nearby when tt 
fades. He can also do a fl8ly dash that l8a\/lls a 
burning trail in his wake. damaging enemies who 
get too dose. Ths diversity is key; ij allows every 
player in the game to pull off some truly amazing 
feats of Ski a they i,a,e the dexterity. 

The baSic 5v5 deathrnatch gametype is the 
core experienoe here. but two alternate respawn­
enabled modes exist as ,ve11. Gal)ture the Artifact 
is a variant of capture-the-flag, where your team 
has to hold two Maacts simultaneously in its 
soonng zone. ConQ.,est req,Jres teams to con­
trol hYO separate bases to stop the other team 
from respawning. 

Nro <rike DotMke games. Bloodine 
Cllampior,s has no equipment procurement or 
-ing l4l within the match. In the build I played. 
the bloodline Yo<• choose during match prep is 
what you have for the entire thing. Further els-

t~ ttself from that subgenre. the game wiU 
sllip ,-Mh"""' a ~ lll8P$, most of which are 
~ for arena matches. 

Bloodline Charrpions has a unique business 
model. The oore game wl l cost arO\.Wld $20, and 
a high-end version \Ylth mo<e blOOdlines Md 
some cosmetic extras will sell fa $5().60. The.'e 
is no subscription fee to play, but Funoom will 
be offerh;J a bundh of items for cash purchase 
inclxlng ,_ bloodlines and ftr1her oosmetic 
stuff. Some of these extras. irdiding all of the 
new blOOcllnes introdu::ecl duiing the game's 
lifeline. wit be unlocl<able t!Yough play as well 
as by paying. At the moment, Funoom plans to 
~ sell the game through clgi1el channel$, with 
no presenoe at physical retail. 

The currently nn,ing dosed beta plays wel. 
Funcorn is hOsting dedieated servers to rrinimize 
the effects of lag and host advantage. which 
Bloodline Charrcions is extremely sensitive to 
given tts unique targeting rnecharism. The oore 
gameplay is akeady fast, fl.fl. and a thousand 
tines more approachable than many corrc,eti­
tion-oriented titles, ff Slunlod< Slu<ios can create 
an engaging framew<i<k around tt - something 
ourrently lackilg in the dosed beta. as a ranking 
system and basic Clan support are the extent 
of the persistence here - I could see the young 
studio building quite a name fo< ttself in the year., 
to come ... Adam Biessener 



V irtua Tennis, the longest l\fi\119 tennis series in histO<Y, is retumng next yea, 
exclu~ on PlayStation 3. The reason fo, this exa..slvity is srople: The game is 
going to include support fo, Sony's two latest technological initiatives - the Move 

contrOle< and 3D television support. Sega SIOPPOO by the Game Informer offlC<lS to let 
me gel a lasle of what le<ns looks and feels ll<e with a virtual racket and 3D glasses. 
After Clearing out some space in the OOl\fereoce room, I doMeQ my space goggles. 
grabbed the Move, and started a match. 

ObviouSly, as a sports game, It's not the most dramatie usage ol the 3D effect - there 
are no tennis balls llyi'g out of the screen like a bloody hatchet in a 8-grade 3D homlr 
ffick. $ti, there's a no11ceable sense of depth. Even better, it Qdn't glve me a headache 
tl<e my previous experience with 3D gaming {U)isoft's Avata,J ci<I. 1l'<ls far, ij seems like 
a fun - but hardy essential - a<l<Jtion to the game. However. ~ you own a 3D television, 
a does add some appeal 10 a style of game that is h¥dl)' knOwn 1o1.....i frework:s. 

On the other hand, Virtua Tennis' Move support represents a fundamental change 
to a series that has remained in stasis for years. fl !unctions exactly as you'd 
expect: Your Mo\le controller is Your racket. After we got it calib<ated correctly, 
it ,vorl<ed well. Sony's claims abOut the accuracy of the Move appear to be true; 
though this build of the game was far fro,n perfect, I was SIii able to ex8C<Jte top 
Sl)in and Slice shOts just as t ,VO\Ad in real life. II was also a bit of a workout - hitting 
a c,oss court winner requires )'Ou to position your bOdy sideways and put some real 
oomph in YO\Jl SWing. II was also important to get a good feet for liming - no more 
preloadng YoUJ' swing as we've all done on the Wo. My biggest problems came in 
executing overhead smashes. Judging the position of the virtual racket in relation to 
the ball co,ning down onsc,een was often diffieult. 

The llUld t played handled yo,.;r onscreen player's movement avtornatieally. However. 
there wil be an expert mode that 8ilO'>vs you to cont,ot your onscreen avatar with the 
Move's navigation controler. 

Tl>lUgl ft has a good ways to go in terms of l)OliSh before ft comes out next year, 
I'm certai'ly .urigued by the possibities of the Move contrOls. Lei's toope l!>at an equal 
amount of work iS going into ~ng and changing Virtua Terris' sllql!lnt career 
mode and minigames. • Matt Helgeson 
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» Concept 
Romemoor MOdOm warfare? 

Yeah. wee that but in 1968 
» Graphics 

cau or Duty remains at Lhc 
top of the visual heap. not 

least because of the always-. 
excellent framerate 

» Sound 
OUtstanding voice WOl'k brings 

the story to life 

n PlayabWty 
The control scheme hasn't 

changed. This is still !he gold 
standard tor COOSOle FPS 

» Entertalnmen.t 
This may be going through 

Lh& ser18s' 8StabliShed 
modons. but that's ooo dance 

I'm more than happy to repeat 
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High 

Call of Duty: Black Ops 

Y ou can ·1 keep Black Ops out from under 
the microscope after the high-profile 
departure of the c,eative minds that drove 

the can of Duty franchise at tnfoTty Ward earlier 
this year. can Treyarch come tlYough wtth a 
blockbuster hit in the vein of Modern Warfare. 
not juSt a by·the-numbe<S off-year title like the 
studio has churned out in the past? Yes and 
no. but Black Ops is the best game Treyarch 
has made. and a hell of a good time no matter 
how you stioe tt. 

The series has always hung tts single-player 
hat on creating spectacuta, moments that play· 
ers remember fa, years. It daft matter~ you 
OO<Adn'\ remember the name of the faceless 
/vrrr; ~ you're playing as. beeause Oli my 
god they just dropped an EMP on the Wl>ite 
House! Black Ops !lips Ulis equation arCUl<J 
The story is coherent. ar><J the Characters are 
ma,e than carct>oard cutouts. I wanted to keep 
playing to lin<J out how the J)lot e<><Js uP, not 
just to see what <:twt Sltualion is arCUl<J the 
next comer. On the other har><I. as Black Ops 
makes gains in cha'ac1erizalion and storytel• 
ing. it toses spectacle. Outside of the 8X<lellent 
prison break leliel. the -WOw" moments fal flat. 
Even b/olv!ng UP 1vhat ~ to be half of 
Vtetnam with an attack chopper fale<J to el.:tt 
much of a response tra,n me beyond mal<ing 
me swear at the controls. Far too much of the 
roughly seven-hoof campaign is spent running 
through the same pop-ar>cl•shoot motions we·ve 
been doing fO< years. At leaSI my~ 
were lesS interested il running directly into my 
line of fire this time. Be sure to Slid< around after 
the credls. though - the beSI bit of the game is 
hidden there. 

The carri,aign puts playErs neck <Jeep il 
the cio5e-uP brutally of combat. Limbs shat· 
ter dsgustlW as bl.llets rip apart flesh an<J 
bone. Gore flies in all d,octions as combatants 
are popped like meat balloons by the 'licious 
weal)Ol1r'I of the ·eos. In one unoomfo<table 
sequeooe. tile player has to to<ture a restrained 
prisoner. This is an emphatically mature game 
(n the ESA8 sense. anyway). E118!Y008 Shool<I 
make their own juclgmenl on 1"'8t they are 
CO<nfortable wtth. but Black Ops <:tOSSed my 
pe,sonaJ line in tts IJloo<Jy depictions of violence. 
~ the torture secuence. 1 wasn't aJlle 
to compartmentalize• as enjoyable cartoon 
violence ll<e I have with so many games over 
the years. ca, me a wuss ij you want. but the 
realistic gore is distasteful in the absence of a 
discussion ol what sho\J<J be a careful decision 
to e<nplOy lethal foroe. 1 reaize that Treyarch isn't 
t~ lo put on a ma,ality play hefe. but Black 
Ops l)USlles the tines ot good taste. 

None of tllis cames over to ontine play. where 
the faSler pace fosters a certain detachment 
from the violence. F0< my money, Treyarch has 
c,afted the finest can of Duty moltiplayer game 
to date. Toe maps are lantastic and offer great 
valiety il size. aesthetics. verticality, and path$. 
The core <JeSign is largely t.nehange<J; tt featt.<es 
the same modes. perks. and a similar arsenal 
to Modem Warfare. The action is as responsr,e, 
technically impressive, an<J engrossing as tt 
has been since Infinity Watd pioneered tt tlYee 
)'OOl'S ago. However, Treyarch has made a ton 
of inprovemenls il the ma,gils. Unleci<ing new 
perks il the a,<Je< you want rather than a p,e-set 
sequeooe is just the•~-

wage, matCheS exist parallel to uie standard 



XP·based p<0gresslon. These lethal six•~ 
tree-for-all matches are uvowbacks to the old 
days ol Ouake deathmatches in a lot ol wu:;s. Al 
of the game types (each of which has unusual 
ruleS that WOl1< exceptionally w<ll. IM foroed 
weapon cydi'g or one-shot kills with extremely 
tmiled amno) P\11 a huge en1)l>asis on each 
kill. This bfeedS an ntensity I haven't felt snce 
playi"g free·for·all railgl.fl·only Quake. The titu· 
tar wagemg ol the in•game currency that you 
use 10 buy weapon attachments. peil<S, and 
emblem elements only adds to the tension. The 
only knOck is that wager matches are by nat\A'8 
incroobly tag-sensitive. If you get stud< wi1h a 
bad host or your comection is being Comcast<:. 
get teady for soma frustration. 

Contracts are urlOCked early oo. and t!k:Av you 
to purchase a challenge that remails active lor 
a certain amou,1 ol time while ptayrg. A~ 
contract ~ ask you to krife a~ in the 
back. whie a more expensive. higher·level one 
might call for a dolan haadshols with a SP8cif,c 
pistol. Succeed and you can triple (or better) 

your money; lal and those points are gone. 
Treyarch wil regularly cyde the pool ol contracts 
av- lor purchase. and you can only take a 
Shot at any given one once in a SPecilied time 
period -On the case ol the contracts I tried, one 
real·lfe day). I have mixed feelings about the 
system. On the one hand. the new Challenges 
spice "' the gameplay and encourage players to 
try different tactics. That said. I'm gorg to blow 
a gasl<et when my team gets torn apart becauoo 
half of our players are gunning for soma dumb 
oontract instead of t,ying to win the match. 
Cl<l we learn nothing from the Halo 3 online 
act,;e,,ement debacle? 

The fan-favorite Zombies mode returns as wel. 
with players eooperating aga·nst the unc:Jaad 
horde$ 00 two vastly different maps. It works well 
enough. but Zombies is far dol\n on my co·op 
FPS ist. The oojectives and strategies are so tar 
removed t,om mal<ing intui1ive sense that I can1 
get into t though segments ol the commLrlity 
obviously feel diffarentty. 1 do love the secret 
zombie-themed minigarne- Geometry we,s with 

zombies. more or less - and ~s lou'•player online 
co-op, u-.c:.g,. 

I can·t wait to see what the community aeates 
with the new theater. The abl'rty to save matches, 
review them t,om 8fr,/ point of view. detach the 
camera for ~ee-llying shots, edit cl:ps together. 
and then share them as a movie all t,om within 
the game is incredble. This is a g<eat ~ 
toot as well. si"lce you can see your aco.xacy 
chart on a paper doll as wel as the heat map of 
death$ oveffaid 00 the level. 

tt's tough to hate on sometq as skillfuly 
exacuted as Black Ops. Call of Duty remains 
the smoothest, most approachable first -persoo 
shooter out there. and I had a blast playing il. On 
the other hand. it's dsapponfug that Treyarch's 
ll'<JCh·hyped huge·budget entry in the Iran· 
chise feels like Modern warfare 2.5. Activi&on 
hasn't Tony Hawked Call ol Duty )'81, lhOUgh, 
and I'm happy to get a relined 'l)date. This 
year. anyway. • Adam Biessener 
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PS3 • 360 
» Concept 

The world has bOOn corrupted 
and only you and yow pe{• 

like Majin can heal It and 
bring prosperity back to 

the land 

» Gr1iphJea 
A lOl ot creative dlaraaer 

design are in this game. but 
I.he graphiCS are:n·1 delailed 
enough 10 IOt the uniquo art 

style Shine 

» Sound 
MaJin bas a cool soundtrack. 

but I wish lhcy had stuck 
with subtitles for the dialogue. 

The voioe acting '-1 terrible 
,. PlayabWty 

The oom.bat system is fairly 
basi<:'. but a few of the 

puzzles will take time to 
piece together 

» Ente:rtaln.me.nt 
U you can pu1 up with au the 
b3Ckttacking and sometimes 

todlous oom.ba1, Ma)ln offers a 
rich adeenrure 

» n.playValue 
Moderate 

108 reviews 

Majin and the Forsaken Kingdom 
Game Republic tells a classic tale 

style 1 .. Pfa:>1e1 Actlon/Pu221e hl>Hon Natnco B~uldai Develo114t.r Game Republic Releue Ncwaml>Cr 23 E"SRB t 

S ome stories are eternal. Legends like 
Homer's epic poems. Aesop's fableS, or 
Grimm's faiy tales have infected oor pep 

culture 10 SIJCh a oogree that yov P<obably 
knOw the detals of their stories ewn if yov·ve 
never read them. As lhe ages have ma,,chect 
on. however. covnlless other tales have been 
carried away by the wind. Mai" w,11 likely floal 
away bef0<e long, and tts recternplive SIO<Y 
about a corrupted lal>d will eventually be f0<got-
1en, which is a shame. b8CauSe parts of Majin 
are worth remembering. 

This fable beghs wtth an i(lyllic kingoom - a 
land that 1lourishect 10< centuries unll a dalk 
Jar began to seep ovt from the royal castle. 
Ovem~I the ~ly cMlization was swalJol,.,ect 
by the clal1<. Tanted warriors rose up out of 
tho ground, consuming the kingoom and its 
inhabitants. Only a few i'O'Jing bands survived 
in the bO<demg wastelands. One day, a yovng 
boy with the abiity to talk 10 animals clecicled 
to sneak back into ll>e heart of cl'"1<ness and 

11\Chaln Ille world's on; remaning hO!)e: a 
giganeie f)<Otecto, callect the Majin, 

The stO<Y of Main is epic in coocept alOne. tt's 
.-,fortunate thal some of ls sto,ytelling elements 
a,e,n as relined as we·ve come to expect from 
moclem narration. The man f)<Otagonisl doesn't 
have mueh personally, merely reacting to events 
as he is carriect foovarcl. I never got a sense lor 
who he was 0< ,,tr.; I should ca,e abovl nm. Yov 
sper,cl much of tile game talking v/ith small fOfflSI 
animals SIJCh as mice Md bir(!S, but the voice 
acting lor these creatures is so ~ile that I was 
reminded of a librarian reading Fun with Dick and 
Jane 10 a 9f'OtJP of tOd<lerS. 

StO<Y aside. most of tile gameplay revolves 
aro,,,d lhe relationShi) yov form with the gigan­
tic Majin. When you fW'Sl encovnter this intef,gent 
beast. he is weak from a century of captMJy, 
but like a IOyal P8l he fOlov,s yov arWld and 
Obey$ yovr commanclS. AS yov begn to rid the 
cuse frO<n the land, the Majjrl grows SI~ 
and learns new ablities that aid yov in bolh 

puzzle-solving and combat. 
Help tile Majjrl regain his wind 
allilily and he'I blow otlstruc· 
tiOOS from yovr path O< knOCk 
anernies off their wch w~h 
a belk)w. Restore the Ma;in'S 
electrical powers Md he'll stun 
anernies with fg,tn'ng blasts 
0< power el8Cttical devices 
that help you reach new areas. 

The enlitomlenlal pVZ2les 
are Olten Cleve< eoour/> 
that solving them feelS ll<e 
a rewardng achievement, 
but I enjoyed the f,ght puzzle 
elements that seeped nto 
combat the most. You can 

Charge !100dErs1 iruo battles and overpower your 
foes with yovr combinect might. IJul that isn't 
always the best approach. It's worth scou1ing 
areas ahead of time and laying traps lor you, 
toes. FO< exarrc,le, yov might be able to sneak to 
the tcp of a parapet and take out a few arche<s 
from behind, then IJre the remanng foes into a 
canyon where you Majn is waili'9 to roll a bOtl· 
cler r:NfJf their heads. 

Majin remncls me of Iha oompanion aclven• 
tures in games ll<e IOO. The notable difference 
here is thal yov are the weaker entity. Tns is a 
dynamic yov1 aoo,eciate all the more during the 
brief sequences you have 10 separate from the 
Majn. 'M>le yov might take on a dozen enemies 
0< so as a team, fg,ting moce than two foes by 
yourself is a trial. Sneaking becomes ve,y impo,­
tan1 once you etawl into eflllirorments that the 
Majin can't access, Md ,,hie the enemy pathing 
is relatively basic and the Al immediately forgets 
about yov once you are out of eyesight, these 
seq_,ences provide a nice change of pace from 
the rest of the game, 

Uke an ancient manuscript from a bygone era, 
some moments feel ll<e \hey were designed two 
oonSOle generations ago, The wood is laid OVI 
on a giant grid, so the enlitomlenl feelS fairly 
ar1lflCiaJ and lack$ a certain an,our,t of believabl­
ity. Tl,ere is &ISO a far amount or backtracking, 
and lhe game doesn't at.vays peint yov in Iha 
right direction. ,vllich is more .rr()ying when you 
accidentaly leave one area lor a few secondS 
only to oome back and find that the enemies 
you just beat have magically retumect. If lhese 
knd of ancient gaming weal<nesSes do,n bother 
you, then Maj)-, will cleliver an experienca that 
you won't soon forget - ewn ~ tile rest of tile 
WOt1d does. • Ben Reeves 



Red Dead Redemption· Undead Nightmare 
Bears aren't the scariest thing in Marston's West anymore 

PS3 • 360 
» Concept 
Introduce a r~cal (and 
supemarwal) change 
10 th8 •11,10tld of Red 
Dead Rodcmpoon 
» G.rapblca 
Charactcl'S lOOk as great 
as ever. and the cuts0enes 
are fantastic 
,. Sound 
More Hollywood-<allber voloe 
acting. and I.here's even a 
zombie-themed sun rock ruoe 
at one Point 

» Playability 
Aiming at quick enemies 
can be frustrating. but it's 
th8 only step down in the 
oontrot dcpanmcllt 

• Entertalnment 
Without a doubt the best 
Rod Dead Rodcmption DLC 
ottering. mn it doesn't stand 
up to the GTA tv expansions 
» Repllly Value 

$1ylt 1 ·PlByet Action M·Playet Online) M!Wltt ROCMllll Gllllle<! ,,,,..,.,., Rodg\111 San DiegQ hltlff O<'lober ze nu M Moderate 

W ijh The Lost and Damned and The 
Ballad or Gay Tony. Rockstar proved 
that its DLC could stand on equal foot· 

ing with its critically~ r'81ail ,e1eases. 
The oompany haS created numerous add-on 
packs for Red Dead Redemption. but none or 
!hem have b<len as SOOSla/ltial as lhe GTA rv 
offe<if'9S. Undead Nightmare is tl1e forst to offer 
a single-playe, addttioo. and tt's easily the best 
1hus fat. 

Players access Undead Ng,,~ via lhe 
main menu rather than an in·wood trigger. ms 
is a wise decision on Rocksoar's part. since 
being presooled wtth zomt,;e-cenoric missions 
within the ~amewo<k al the single-playe, slory 
WOUid be a jiwrlng Change ., lone. Eve,yone you 
run into blameS someone etse for lhe SU<fden 
zombie outbr- - the inmigrants. the Jews. lhe 
homosexuals. lhe go,,,irnment, the CothOlics. 
and even the Brilish. No one knows for sure. 
and though tt's explaned in the end. Rockstar 
doesn't waste too rrtJCh time t,ying to make 
sense of tlis W>erently sily plot 

Instead al tal<ing on bandits and federal 
agents. Marston now has w8"3S of the undead 
to mow t!Yough. fvlost towns you enoou,ter are 
in the midst al a rul·scale zombie attack. with 
a handful of SlJMVOtS tr)'lng 10 hOld them back 
~ the rools al saJoons and general Slores. You 
can supply these fiqltened folk with ammo. but 
your best bet iS to jump into Dead Eye and take 
aim at the zonilies' heads. 

The stift ;., enemy type makes a t,;g inpact on 
gameptay, forcing you to fend off -ers al foes 
that charge str~t at you rather than outlaws 
that shoot~ C()Vf/(. More acNanced enem'.es 
can $llit acid or rvn dose to the goond. takilg 

you dOwn quickly ij you don't StOP lhem ea,1y 
enough. ShotgtnS Ml great ij you wMt to go all 
Evil Dead on yoo, enemies. and the new blun­
derbuss ,veapon turns them inlo a fine roo mist 
reg8r(leSS of where you h'.1 them. New throwable 
items are available as wel, indudflg hoty water 
and the extremely useful zomt,;e batt (wt1ich can 
later be rigged whh dyrwnM). 

One al Undead Nq,tmare's biggest flaws is 
the quick enemies that r!ioy on metee attacks. 
~ Red Dead's engine is built for 
mid-to-long range shootouts. !Hngs get squi'· 
rely when you're t,ylng to target a fast-moving 
zomt,;e attempting to eat you. Aim'ng is dfficull 
<> these situations. especialy when they're 
baltering you whle running <> circtes lWOUnd 
yoo, feet. 

The lack of variety in mission objectives iS also 
disapl)Ointing. Red Dead Redemption featured 
some great set piece moments. but many or 
Unclead Nightmare's objecti,es are glorified 
feteh quests. Whether ~'s colecting plants for 
Nigel West Dickens or ~ Landon R'l::ketts 
buld a new weapon, these ·go to th's place. 
Shoot a bunch of zomt,;es. and pick up this 
ttir(J" missions grow ti'eS<lme. While these 
bored me. there are a few quests that stand 
uP to Red Dead's level of qualtty (my favorite 
irwoMng SasQuatclll. 

All al Rockstar's Of)(l(\•world games feature 
plenty or sideQ.,ests and fun diStractions, and 
Unclead Nightmare is no <ffferent. One of lhe 
coolest is the indJsion of the f0t.r horses al the 
apocalypse. These aren't tied to e,ry nission, 
and seem to POP uP randomly as you explore. 
You'll be notified that ·a mythical beaSl has been 
seen in the area: and subse®ently must lasso 

and break them ;,st Ike any other horse. Each 
has tts own Ul'lique ability: war can set enemies 
on fit&, and Farnile has infime stamina. 

'Mlle some of the missions seem Ul'linsl)ired, 
the fun of Red Dead Rec!emption is stil there. 
Its coforfu characters and fantastic cutsceoes 
are as engaging as """· with a wicked sense 
of l>Jmo< this time around. Clearing towns and 
fetching he,ns becomes tedious, but it's stil a 
blast 10 POP into Dead Eye and take the heads 
off six zombies in one r.ghtning-quick fturry. After 
spending the....., hours req . .ired to finish 
-,ything <> story mode, the online Undead 
Overrun horde mode wi l keep you busy for a 
while longer. Fans of John MarSlon's f,rst adven· 
ture Sho<.ldn't hesitate to saddle up and take on 
his new foes. • Dan Ryckert 

reviews 109 





EA Sports MMA 
EA's boxing training pays off 

Style 1 or 2-Play., Sports (2-Player OnJioe) Publlabet l:JecuonJc An, 
Dneloper £A Tiburon Releue Oolober 19 ESRB T 

M MA f,ghl8<S have 10 be fairly ,'l<)l.rwlde(I 
to survive in the 1,-vorld of mixed martial 
arts. It's hard, let's say. for a boxer 

based oornbal 
alows f,ghlers 10 jab, 
hook, and uppercut 

8.5 ~ 
PS3 • 360 
» Concept 
Take U,o bOxing from f'tgrit 
Night ncsh out 1hc groooo 
game. and then add MMA 
fighters from a,ound I.he world 

• Graphles 

10 jufl"I) in10 an MMA ring and domioa1e the 
compe1aion withOul first p,aclicing his grOl#\d 
gama. Comparably. the facl lhal EA Sports 
MMA was built out of lhe Fighl Night boxing 
engine may mean !hat the game has fast 
hands. but cfoes ii mean lhal it's well rounded 
enough lo ,,r,n lhe title belt? 

by 1lYOWing lhe Slick lhrough different rOlalions. 
This makes lhe ac1ion a lillle more abOul feeling 
out yo,,x opponenl's weal<nesses and respond• 
ing 10 his attacks Jhan ii cfoes about memorizing 
a SIOCk set of pre-SC'l)led auacl<s. The game 
also alows you lo employ a certan level of stral· 
egy For example, ij yo,,x opponent is rmning al 
(MJf lhe mat so lhal you can·1 gel a IOCk on tim, 
you can focus yo,,x attacks on one of his legs 
unlil it beoornes dead \~ht 1hal he has 10 carry 
around lhe ring. 

block, and when lO shlol for lhe riSky double 
transilion gives lhe game some oornplexily 
lhal is especialy exciling when you're facing a 
l>Jmanopponenl. 

NOi only are MMA"s dlaract.er 
models in<redil>ly detailed. 
but theiI animations are 
uncaMily li.fe-bke 

» Sound 
EA's f<SI auack on lhe mixed mar1ial arts scene 

heads back lo its corner ~ p,etty strong. 
but lhere are Slill a few holes in ils defense. 

E\181y fighler haS lO SW1 81 lhe b011orn. and 
MMA's career mode is no orfferenl. Mer creal• 
ing yo,,x own flghler from EA's detailed crealion 
softwale. you're introduced 10 lhe hilarious Bas 
Rutten, who glides your f,ghler lhrough a series 
of trai>o>g camp rOVlines, inlemalionaf league 
invllations. and a variely of tough opponen1s. 

After laking your opponenl lo the mat, MMA 
beoornes a s1ra1egy game where you're trying 10 
balance yo,,x S18/m'la againSI your opponent's as 
you f,ghl for beller posilioning. W4h lhe smple 
press of a bUl1on, you transilion forwacd 10\vards 
a pos1..e lhal will se1 you up for a submission 
hold. choke. or lhe grouncl•and•pound. Your 
owoner,1 can block or r<Ml!S8 your mane<Mlf· 
ing if he acts fast enough, bUI you can also 

one ol which is lhe game's rOSler. There are 
some great fighlers in lhis game - such as 
Fedor EmelianenkO, SalO<\I Kllaoka, and Randy 
Couture - but wilhOul lhe UFC license and many 
of tts mosl polent combalanls, there is a large 
hole in lhe game's rOSler. The game's P<8$80la· 
lion also lad<S a bil of lhe $peCl&Cle and Slyle 
found in real broadcasls. I'd also Eke 10 S88 

MMA's oommentators have a 
real grasp on 1h8 m-ring action, 
and bring up important s1ats 
and details about your fightc(s 
history during career mode 

» Playol>Wly 
The simplified control scheme 
makes it easy to get out of bad 
Situations. which keeps the 
action fast and lo«:e$ vou 10 
think on your foot or with your 
baek against the mat ll's a passable excuse 10 string a b<.nch ol MMA 

malehes together and build uP a boxer usng 
li!fll RPG elemenlS, bUI lhe meal of lhe game is 
slill fOlnCI in lhe ring. 

With 1WO MMA 1i1les cu,,enlly on lhe ma,1<et, 
as hard nol lO oornpare lhis wilh THQ·s game, 
EA offers up a faSler·paced, less·leclnical 
~1er, and ii doesn't seem 10 care hO<v ll'<JCh 
you area(ly know abOVl lhe sport tts analog· 

throw a few punches at his head to tlYow hin 

some ref,nemen1 10 the sw,nission syslern as 
lhe rninigameS you use lO pul lhe l'ul on your 
opponenls feel a lttle ginmicky. Desp;1e these 
issues. EA Sports MMA is SIi a powerful bt81"1e>'. 
and anolher year or hvo in lhe gym ShOuld l\xn ii 
into a true monster. • Ben Reeves 

» &ntertabunent 
MMA wn u,e moot til&--1.tke 
tighter on the markcc. but Its: 
fast pace and easy-to-grasp 
oontrol scheme make you reel 
like a real mixed martial artist 

PS3 •360 
» Concept 

flesh out ftoad to 
Wtestlcmania with backstage 

segments and introduce a 
persistent. ongoing scheclule 

with WWE Universe mode 

n Oraph1C$ 
Most <h0taoter models ore 

spot--on. and the moves 
loOk JUS1 lilw Uuty do on 

Monday nights 
H Sou.nd 

Solid vol080'.:er Y.'Ork from 
tho big namos. but some of 

the talent proves wh.y they're 
rarely given a live mic 

H PJayabWty 
l:xplOl'ing badtstoge feels like 

a buggy PSone title. but the 
in-ring oontrol$ e.re tighler 

lhan ever 

• Enterta.l:nment 
II you can look pas1 the 

bOCkStage rrusnatlo,,., yao•n 
find pJonry to love once you're 

within Jhe squared drcie 

» Replay Value 
Moderately Kigll 

off tis game. It's a fai'ly simple sys1ern, bUI the 
nuances ol knowing when 10 attack. ,>1>en 10 

WWE Smackdown vs. 
Raw 2011 
Solid in-ring work grapples with inconsistent 
new modes 

Stylo I to 4-l'!oyer Fighting (6·Player Oolincl h~lliM• THQ 
l>fftloper YUke's :ReleNe October 26 E.SJtl T 

A ny longtime fan of professional wreSlling 
knows lhat lhe producl is as much aboul 
soap opera shenanigans as rt is the in-ring 

ai~ics. A Slorylne featuring Pa<' Bearer's 
retum is juSI as important 10 lhe WWE experi­
ence as a hig,-llying. technically sOlMlCi match 
fealuring Daniel Biyan or Evan Bouma. Prellious 
SmackdO\vn vs. Raw lilies have fealured ful 
storylines within the Road to Wrestlemania 
mode. but 2011 ·s editionanernpts 10 flesh il 
OVl with fully inleraclive baekSlage segm&nlS 
belween each bOVl. 

These beHnd•the-scenes segments are inilially 
an intriguing change of pace from lhe stMdard 
slory mode. bUI tt qt.ick!y becomes apparent lhat 
lhe new Road lo WreSllemaria 00\.ld use Q<irte 
a bit of poiiSh. Up syncing is entirely broken. 
with chataclers luno<ously flapping !heir jaws 
long after !heir lines conclude. The camera Is 
$1()\y Md awkw ... d, and annoyingly IOCkS inlO 
place ,>1>en you happen to pass by oonversa· 
1ions backstage. forcing you lo wateh lhe 
enlire exchange. While moSI of the backSlage 
experience feels stilted and llYlalural. lhe actual 

SIOl)fnes are solid and fun 10 play llYough. 
Those IOOl<ing for a less scripted experienoe 

wil lol,e lhe new WWE Uwerse mode. It's 
essenlially a hytXid of p,81/ious lille's career and 
GM modeS. and it's especially great ij you·re into 
mictornaoaging stables. heel/lace status. brand 
alianoo. and rivalries. I ,;pent moSI of my lime 
wilhin the ropes laking my C<&a1ed StJP8'Sl'" 
up lhrough lhe rari<s in an effor1 lo wv, a world 
Championship, but ii was nice 10 be able lo play 
olher maleheswhen I neededa break. 

These nr,,,, modes woolcti'l amount to much tt 
lhe in-ring aclion wasn't solid.~. Mlle 
improvernen1s 10 lhe akeady SOiid foooda1ion 
make the ,wesll~ in Smackdown vs. Raw 
belier lhan ever. Directional grapples allow you 
lo change yo,,x facing in mid-move. you CM 
choose whether a ~ transitions into a pin as 
you perform ii, and moof,ers are no longer nee• 
essa,y lO perform Slrong g.,appleS. Al grapples 
are slale-basedin 2011. ~ 1hal you'll per­
form 1veak grapples on healthy opponenls and 
Slrong gappleS ij they're groggy. n feels more 
ll<e an actual malch lhis W"'f, considering WWE 

1t Jteplay Value 
Moderotely High 

\Y\'8$ller$ don 'l oome right OOl ol lhe 9818 wilh 
gianl l)Olvert>ombs and f,nlshers. 

Smackdownvs. Raw201 l certanyisn'l 
perfect - A.I. is someiimes inconsislent. lhe 
announcers can be,~ inaocurate. and in one 
inSlance lhe behavior of my lag learn partner 
made I! almost imPOSSible lO fr.isl> a labia malch. 
Oespile lhese hiocups, lhe wreslling game al 
tts core is sit great fun for fans. I appreciale lhe 
allOfTl)l lO llesll out Road lO W<esllemania, even 
tt ~ feels a bit inoonsislenl in !his ea,1y Slage. 
WWE Universe mode is my favorite addition this 
yea,, and ii oo,,ld easily be lhe nr,,,, marQUOO 
mode tt they improve il in Mtxe @es. Ce<1ain 
elements of lhe game are rough around lhe 
edges. but lhese annoyances aren~ enough to 
bring dOwn lhe experience as a whole. Wrest!~ 
fans can look past some backSlage issues as 
long as lhe lalenl makes a solid in-ring shO<v,ng. 
and it's no clfferenl here. • Dan Ryckert 

Fo,we,.tet>i/ed,_go,og.......,,,,,,""""""9 
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8 9.25 
PS3 • 360 
» Concept 

Rerum 10 100 ilaban 
Renaissance for the second 

pan of llzio's story 

» Gnphlct 
lnaectil>le detail brings the 

city ol Rome to life. and 
animation work oontinues 

10 impress 

» Sound 
txooUent voice v-'Ork and 
a strong score add dram.a 

and QxcilQrn0:1U 

11 PlayabWty 
Brotherhood refines 

tho 8Xlsting mechanics 
and foarutos much 
improved combat 

» Entertainment 
A thrilling follow-up for 
series faithful. bot new 

recruits should start with the 
earlier games 

t 12 

» Replay Value 
Moderatety High 

Assassin's Creed· Brotherhood 
New features steal the show in a familiar setting 

$!ylt 1-Playe1 Action (8-Playet Online] ~h,r Ul1isolt Pn•lop,r Ul1i$olt Monac~ '°''"' Nmml>or l!l tlRI M 

I stride through •he oobbled streets of Rome. 
The PanthOOn rises to my left, ma,'estic and 
ancient. Citizens ccowd around me. providng 

cc:,,er as I move Closer to my tatget. He stands 
speaking to a group of guards. oblivious to the 
~ stalking him. His role in the conspiracy 
is a minor one - hardly worth my notice. But 
he must pay for his crimes against my family, 
oo matter how indirectly he was involved. I 
raise my hand in signal. The woman l recrVted 
weeks earlier drops from the rooftop where 
neither I no, anyone else saw her rnling. Her 
rnlden blade cuts deep into his neck. and the 
man fans before he knows what has happened. 
A slowly building roar rolrs across the aowd 
as my trainee leaps onto a neatby hOrse and 
galops off. I tum without a word and melt l"lto 
the crowd. 

Ezio Aucf!O<'EI is a master assassin, but before 

now his missions ,'l<lt'e almost always oompteted 
in isolation. AS ~s name implies, BrothertlOOd 
introd.Jces a nev-J wrinkle. The power Ero f"CNI 
exerts reaches fat beyond what he can toueh 
with his sword or strike with a throwing knife. The 
Assassins are sp,eading tti.. influence across 
an entire continent, and he ~sat the head of 
the movement. 

The themes of leaderstip carry <MJ< directly 
into gam81)1ay. It starts by clearing your enemy's 
inllJence OYer the city. AS you kil the Borgia fam­
ily's mirions and bt.rn down their fortresses, the 
POPUiaCe beoomes rebe5ous and mote ,vlffing 
to aid your c&JOO. ParticulMy angry citizens will 
"""" stri<e back at the villans themselves. Aid 
these lone rebels. and they"! join your cause. 
Once they'Ye gil,et, you the< allegiance. theSe 
fervent recruits wl act""°" your drectives, stri<­
ing from the shadows or leaping into me1ee at 

your side. Ezio can also send them out on mis­
s.'ons across Et.rope and ASia to gar, experience. 
When they return. you can upgrade tti.. eqtip· 
ment to create even mote f)Oll181'ftl allies. The 
progression system is easy to grasp, and has 
just enough c001)lexity to be inte,esting without 
O'l<lt'Shadowing the action f)(oper. By the end, 
the men and women you pulled ~om the streets 
wiU stand at your side as fully initiated members 
ol the O<der. These figures are a g,-eat addrtlon to 
the gameplay. if not enli'ely necessary. They hOt<I 
their a,.vn in meiee, or strike targets that are far 
away with deadly precision. L8"31ee:l uP assas­
sins not only IOOk cooler, but last longer in a fight 
as wel. Most importantly. the sense ol power 
they offer the player is sensational. 

Even without these oo.v brothers and sisters. 
Ulisolt acttessedonoof rrry t,;ggest oomplaints 
from the last game - oombat. The satisfying 
action strtkeS the perfect bal!W1ce belween 
careful defensi\/8 <XX.llters of the past games 
and the new, lethal offensive capabilities. The 
ability to clWl kils gives Ezio an edge that's 
hard to beat, but it stil takes skil and timing to 
master. One-strike executions s~ing together in 
a vicious danee. and oomnng taps and hokfS 
ol the attack button let you mix different weap• 
ons in one ftuny. E'l<lt'Y v,eapon is fun to wield; 
I found myself changing up rrry IOaclout just to 
see the masterful animations that ~ 
each implement. 

Ezio's menu-driven lliRa l4)9rades haY8 also 
been <M!fhauled and transformed into a ffi0<'8 

rowst economc simulation. When Ezlo oomes 
to Rome.~ has falen into decay 11-.ough the 
abuses o1 the villainous Borgia 1Mlly. AS Elio 
retakes the city. he can revl\le the metlOl)OliS 



by il'IY8Sling in ShOps and benl<S and repair-
ing broken aqueducis and moo.,,-its. These 
renovations open up re., shopping opportuni· 
lies, and you'I SOO the results of y<,.:,t eff0<1S 
rellecled in lhe people and buldings ol lhe 
world. A boarded <4> SQ.Jare of storefronts onoe 
populated with ~ beggars wi become 
a bustling masi<elplace perused by fnely 
dressed ladies. 

1ho<qo there aren't a ruge number of S10<y 
missions, each one is meticulously de5igled to 
offer a urique encounter. M&ion S1ruc1ures are 
more choteog,al)hed than in past AssaSSin's 
games, asking you to folow particuar check· 
pc,ints on lhe Wfr./ to a target. The IOss of free• 
dom is ,'IO<th it for lhe great scenes lhat thOse 
paths enable. like the dangerous assault on 
the Gastel Sant'Angelo that has Ezio infiltrating 
Rome's most well guarded WonghOld. Eve,y 
mission now has a "full sync· challe<v, attached. 
Ike kill:ng a target w'rth a certain vreapon. °' 
reaching the end witl10ut tie;ng clelected. Since 
you can now replay missions. there are plenty ol 
reasons to go back tonal that perfect 1<11. Many 
of the~ missions ere equaly engross­
ing, fr0tn lhe puz,le-laden lairs of Romulus 
beneath the streets of Rome to the lriPS beyond 
the City bo<clerS to akf Leona,do with his 
engineering d:lemmas. 

1ho<qo the SIO<y """I be Short and the plot 

isn't as improssive as the laS1 game. the cast of 
characters is captivating. especially the dellious 
and inceSIUOUS intrigue Of lhe Borgia famly. Most 
of the game centers on bulding y<,.:,t foroes, w~h 
the latter missions a predctable drive to eliminate 
the bad guys. The game ends abruptly, and it 
feels Ike Brolhemood cO\Ad have had several 
rn0te sequences. Players also spend rn0te 
lime with 08$mond and his bud<f,es as they dig 
thtOugh E.zio's memories. with a couple of f\J> 
pla~ lel/els and lhe ability to explore a few 
of lhe locations frOtn Assassin's Creed 11500 
yea,slater. 

tt you thought lhe end of Assassin's Creed II 
was conw,g, you haven't soon any1hlng )'lit. 
Between another inSlaJl,-it of The TMh and 
some sa..rprisng twists wi.th Oesmoncfs story. 
you'll be shaking your head In frustration by 
the end. I love the oonspiracy al lhe heart ol 
AssaSSin's Creed, but Ulisoft needs to be carehA 
that it do8sn'1 get 100 caughl l4' In fts own f,e. 
lion. There's a fine Jne between a good myste,y 
and overly ob6cure nonsense. 
~ on 1ep of this massive single-player 

experience is a SIO<y·lied mulliplayer game unlike 
aJ"f other rve ptay,,d. The Templars are using 
lheir Animus macl1ines 10 train new recn.itS. 
and player$ adopt the role Of lheSe trimees lO 
wander the Slreets of Renaissance Italy as they 
loom the arts of subllety, cu-nng. and murder. In 

the 1ense and Nghly replayOOle Wanted mocle, 
players each have one target and one pursuer. 
Naturally, you must kl yoor target while avoidng 
the ll<'SU~ of yoor hunter. This simple pe,a-
digrn gains COfl'l)lexity by encouraging stealth. 
reward,,g W<ll•executed kls, and demanclng 
smart Slrategx: movement over lwilch mechan· 
ics. Matches rapidly lransfOtm ~om wild nJ'lS 

around the map 10 ca,eful mind games against 
y<,.:,t opponents. Toe progession sys1arn awards 
yo.x exploits w;u, nf1'tN character skils. abiities. 
SCOte booJses. and even game rnocles. These 
additional rnocles ere besicaly vaiiations on the 
Otiginal conoept. but slil make for a nice change 
ofpaoe. 

Flied with new garneplay, SlO<ylines. mecharli­
cal mprovements. and mulliplayer, AssaSSin 's 
Creed: Broth8itoood Is far more than an expan, 
sion. Though Brotherhood laeks some of lhe 
sense of discovery and 118\vness that ctaacter· 
ized Assassin's Creed II, ff you tool< past the 
surtace similarities you·u uncover a hOSl of new 
llYills. The series remains one ol the most excit· 
.-.g f)<c,perties in video games, and Brolhemood 
fflls an essential step in the plot as lh8 consp;r­
acy-laden story oontrues. The moment you 
f.nish lhegame, you'll be Chomping al the bit fOt 
the inevitable Assassin's Creed Ill,• Matt Miller 
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~ 7.5 
PS3 • 360 • PC 

» Concept 
Oebver an au-new James 

Bond adYenrure wl.tll famiUar 
faces and the series' signature 

oaion 

n Gr-•phic:s 
They're about as pre(ty as 

Oddjob. oot they get the 
job done 

» sound 
Fans of we.h-wah tn.unpe-l$ 
and the James Bond theme 

are in for a tr&at 

" PlayabWty 
A decent blend of action. 

lhOugh the driving sections 
could ha,.-c boon boner 

» Entertainment 
It oould be a while untU the 
next Bond rum h.lts theaters. 

and Blood Stone definitely 
$11;1'atches that itch. Add in 
a deoent ob;ective-based 

mulliplayer mode and you've 
goc at teas1 a weekend's 

worth of tun 

» 8-play Value 
Mo<Sorately high 

114 reviews 

James Bond 007 • Blood Stone 
Bizarre Creations nails the feel of the franchise, but some elements have gone rogue 

Styt• I-Player Action (2 tol6-P1aye.r Online) PQ.bllther Activision Dneloper Bi.iane Creations Releate IJovember S E'SRB T 

The fate of MGM's James Bond se<ies is in 
limbo. even after a pair of successful films 
starring Daniel Craig. WhJe the stu<f10's 

financial troubles could mean a new film won't 
be hitting theaters in the fo<eseeable Mure, 
Activision has come to the res<:ue. James Bond 
007: 8food Stone delivers a SOiid dose of the 
agent, with the same exotic loeations, over­
the•top action sequenoes, and enough double· 
crosses to keep fans busy for a while. 

Aetivision macle a goat choice in tapping 
Bizarre Creations for the al•new Bond aCMJn• 
ture. The stud<> Wit its reputation on racing 
games like the Project Gotham series, but h also 
showed hs potential in the shooter genre with 
the <:rlminaly °""'1ooked The Oub. 8food Stone 
clMdes Its gameplay between on-foot action 
and vehicle-based sequences, and the shooting 
segments are sur'l)risingly the stronger of the tw0 
styles. The vehicular sections are ovooy ~­
with slppG<y oontrols and spotty oolision detec· 
lion. vou·ct expect to hal,e a few issues ,'11th tire 
grip on a Siberian ioe floe. but the cars seem 
eq.,ally squirrely on the stroots of Bangkok. 

Bizarre tOOI< its cue from the latest incarnation 
of the character. which focuses on the brutaily 
11.Jrl<ing just unctemealh Bond's polished -· 
'Mlile II& stl tooks good in a tuxe&>. this 8olld iS 
lust as happy StlaflPf'9 necks and hyperextencl· 
ing arms as he is sipping cocktails at a baccarat 
table. Tharl<s to his prowess as a melee fighter 
{Mcf his quiddy regenerating health), Bond can 
rush into r,eflghts. - a nealby enemy in 
hand-to-hand cx,mbat, and finish the encounter 
by PoPl)ing off a few guards in the bacl<grOUld 
,v.1h a silenced pistol. 

I was ten'C)ted to lean on the meleeattacks 
because the guns feel underpowered. That car· 
ries o,er to the rnt.lti)laye( segments as,~. In 
bOth modes. melee attacks earn players focus 
aim shots. In single-player, they're essentially 
Instant kls, slowing clown tin>e and linng up 
headshots at the press of a button. In rr>Jti. 
player, time isn't slowed for obvious reasons. but 
owonents are stl lnecl up nicely. 

As with 8f'o/ self-respecting Bond game, the 
action takes place in a variety of locations acl'05S 
Iha globe. Some. such as the Monooo casino 

from GaSino Royale and a Burmese dam, are 
bound to inspi'e feelings of deja vu. but the 
action is generaly good enough to make it worth 
double-stamping your passport. The story was 
written by GoldenEye scli>e Bruce Fei'stein, and 
he's packed some exoolent setpiece moments 
;nio 8lood Stone. One memo<able chase takes 
place in Bangkok, with Bond pursurg an earth· 
fllOVE< thrOUgh traffic as It knocks cars and 

highway structures asmoer. Md 
when Bond meets a contact in a 
crowded aquarun. wolActn·t you 
knOw that assassins are ready to 
crash the party? 

The whole experience is packed 
with moments like this. My game 
can hal,e you systematicaly WO<k 
your way through a vlaln's fortified 
lair. Doing so while he taunts you 
ow,,: the inslalation ·s loucfspeakers 
is Classic Bond 

Many gamers ha\18 foncf memo­
ries of multiplayer matches starring 
James Bond. and 8food Stone 
vent...es into that arena. too. Up 
to t6 ptaye,s can compete as 
either Ml6 agents or meroerones 

ecross eight maps. Askia from team deaUVnatch 
and last man standrg modes, mulliplayer offers 
a pair of objective-based challenges. Each side 
either WO<ks thrOUgh a se<ies of three obieCtives 
(which a.lminate in satisfyingly large explo· 
sions) or do their best to pr8118rlt the other from 
completing the task. It's a IOI of fun, thotg, h's 
a showcase for ;.,st how Powerful the melee 
attacks can be. The animations aren't as iitri• 
cate in multiptayer, but they're µ;t as effecli\'8. 
Lnfortunately, they tack the satisfying crack of 
Halo's melee attacks; 8ll8rl ,_, I was victorious 
in the fre®ent melee battles. it felt as thOUgtl I 
was swatoog at ar. 

Players also earn ra,,l<s as they play nuti• 
player, urlOCl<ing new sl<ins and weapons. Q-.e 
oool gimmick has the teacfing player from each 
team tal<e on the Skin of their side's respecli\ie 
herO - James Bond or the evi mastermind Rak. 
It doesn't gant any special abities, but It's a 
st<,.vy way to prove y<Y,,: worth. 

Bizarre Clearly set ovt to ma1<e 8lood Stone 
feel like a part of Bond's movie cir,on, and It's 
certainly successll.l on that front. The weapons 
are Memic, and the ~ sections can be 
dodgy. but It delivers a dose of spectacle and 
intrigJe worthy of the OhataChlf. • Jeff Cork 



DJ Hero 2 
DJ Hero comes back stronger than ever 

r;GOLO Styl• I 10 :I-Player Rl1)'1lu!I/Music 
(4•Pl4yer Onhoot Pul>llal,o, Activision 

DfleJoper f'reeSlyJ& Games Jtoleu• Octo00:1' 19 ES8.8 "l' 

P OOl)le like 10 diSl)al'age OOQUels. but Iha tMh is ll1ey 
a,e often a great opportunity for clellelOperS. You've 
buil1 a strong foundation, but a number oC obvious 

naws in the first game can be easily co,rected. You also 
have a list of great features that you cfdn't have the time 
or budget to irrc,loment in the first game. DJ Hem was 
my favo<ite n>JSic game of 2009, and this sequel bests 
its predecesSor in nearty every way. 

The big innovation is the new freesfyle segments. 
Previously, these ,V$'e limited 10 a small hanclful of sam­
ples you ooud deploy with 1he mi(J(le turntable button. 
They we,e mostly lame. so 8V8l)'OO<l I knew 80ded up 
using Ravo, Flav's "Yooeeaaah, boy!" exeluslvEly. Now, 
1he SM'l)les are tailored to 1he track. often singling out a 
ooot element or sample that you can use to emance 1he 
beat. Develol)e< FteeS!yle Garnes also added froostyta 
scratchrg and freestyle crossladi"g sections. Freestyle 
scratch lets you scratch yoor a,m rhythms. adding an 
element of creativity to the moc. Freestyle crosslade lets 
you bounce between the tracks. For example, you can 
isolate an acapella vocal, then sudderly slam back to a 
bnlising beat. The game g,ades you on hO\v n>JSical and 
unique )'Otl' freestyles are. transloming a CCX"f gimrrick 
into an i'ltegral part of the experience. I felt like I was 
c,attr,g the mix, not just hitting buttons in time. Speaking 
of button presses. DJ Hero 2 also features new "held" 
notes. much Ike 1hose from Gt.itar Hero - yet another 
nice ad<f1ion to the gameplay. 

Tharid\Jly, FreeStyle Games kaec1 the guita-lDJ duet 
songs. I n8V$' found that mode f\.n, and it resuted in 
track Slots being devoted to terri)le rocklhip-1-()p mash· 
ups. I'm glad they a,e gone. However, the rv,w vocal 
mode isn't much better. The vocal rnes are so cut•up 
and ju,rbted that tt feels like playing a kataol<e game in 
the grips of a seizure. ~. tt does no harm, as tt's just 
an addttion to the songs that are already there. Md 
who knows? Maybe S<l<'n8on8 less oun-nudgeonly (Of 
more inebriated) than myseif wil have f\.n with tt. On 
the other hand, t enjoyed all of the 1\vo•tumtable multi• 
player modes. 

The mixes themseM!s are triformly great. The track 
list expertly balances SUpers!ars R<e 50 Cent. Kanye 
-• and Lady Gaga with respected pro(t.JCerS like OJ 
Shadow and Chemical Brothers, plus outstano~ tracks 
by lesser•known artists. 

Whle there's still wort< to oo c:Jone (a more mearingful 
career mode and some sort of mix creation tool wo\Jd be 
greaQ. at its best OJ Hero 2 is thrilling. As you crosslade. 
scratch, and manipulate the mxes. 1he fOOi;ng is - to 
ridng a musical wave. In some ways, I feel a greater con· 
nection 10 the n>JSic than I dO when playing Goitar Hero 
or Rock Band. Hopefully mis game win have the success 
tt deselves, allowing FreeStyle Games to keep searching 
for that perfect beat. • Matt Helgeson 

9.25 W 
PS3 • 360 • Wii 
H Conet:pt 
Make some sman garneplay 
improvements to an alre.ady 
greatmus.icbtle 
,. Graphics 
The presentation i$ m\dl 
belter - the Clubs are 
impressfvoly <Selaile<S. Still has 
srupk2 Characters 
,. Sound 
C:xOOOds: the first gamo·s 
traci<list in bOth quantity 
and quality 

• Playal>Wty 
New freestyle segments 
for nearly every aspect of 
gameploy makes U1is feel 
e,.-en closer to the real t.hing 

» Entert.alnm.ent 
With all due respect to Rodt 
Band 3. this is my music game 
of lhey&ar 
,. Replay Value 
H,gh 

Shaun White Skateboarding 

Styl• I or Z•l>layer Action/Spon.s (8-PlayerOntinet 7■ 75 W:~~~~/ 
Publllber Ubtsoft Duelop•r Ubisoft Montreal ~ 

Jteleue October Z4 ES.RB C ICM-

S kateboarctng is all about tal<ing chances. 
Considering that most people amost break their 
necks when they just step on a board. you have 

to appreciate the risks that skaters take doing Iha most 
rout;ne actions. Sha,,n White had eve,y OPPOrtcnity to fal 
on tts face; whether you compare tt to EA's Skate. the 
lackl\Jster &an Wffie Snowboarctng franchise. °' even 
the challenge of starting up a wor1d full of ptayer-<:tafted 
rails, l'mglad that Ubisoft tOOk achtlnOeon this game. 

I had flll with Shaun Whle. and that's because the trid< 
system ,,o,1<s pretty well. I was surprised at the variety or 
tricks It Pt.ts off wtth controls that a,e easier than Skate's 
but stl lll(JJim sl<il. h's not as combo inl80SN8 or rl\9'1• • 
live as Skate. but Shaun White does (lelN8( a payoff. 
Translomw,g Iha Mnstry's drab wor1<l with your tricks is 
OM way to do ij, but this change i'I the environment also 
ooc..-s on another level. Sometimes I was having a ha,(! 
tme getting gold medals for a chaleoge. but by terra­
fomw,g the environmenl and creating a better skating 
l ne. I was able to POst a better SCO<e. Whle tt may seem 
cheap that you 1\ave to buy new tricks. I was spurred by 
the need to earn XP and liked reaping the reward. 

Although you taJ<e down the Ministry's g,ay wortd. that 
doesn ·1 mean that the game is ftJI of life. The lack of an 
open wor1<l is conspicuous, but what 
stnJck me more is hCN, easily I tired 

PS3 • 360 
• Concept 
Fl'oo Ille citlmns of the city 
with your skating 

» Graphic:s 
Seeing the environments 
come to life with color is 
oool but""""" Ille graphics 
are average 

» SOWld 
Cven tllou.gh the script can 
be suspect. the various voioe 
ac.1ors certainly give it their au 

» Playahlllty 
Th& HUD can be a little 
buSy Md me 1rick sys,em 
oocas:lonal f-a1lers. but SWS Is 
a solid experience 
» Entertainment 
ShaUJl White's world is like 
• big playground to unleash 
skate moves on. OOt it runs 
out of steam 

• Replay Value 
Moderate 

of the game's chalerges. While not 
bad. they're the standard fare of 
fetch quests and SCOf8 challenges. I 
smlrutywasn't i'lspi'ed by much of 
the non-story based quests. E\oefl 
1h0Ugh you're able to shape raJs and 
gs;, access to new places, I don't 
feet like thegame t;lkes~ 
adllantage or the ooot ,IIOnd that's 
been created. The online options are 
customa,y. with the Shapi1g Battle 
mode the tone Standout. Here you 

Second Opinion 6 

do tricl<s to fl up yoor Flow Meter. 
and,~ does that f,rst gets to 
shape the 1IIOl1cl h0\"8\181' they want 
fO< 30 S8000ds. 

In sl<atng tenns. this game's &JC· 
oess is more than just dropp,,g 
i'I on a vert ramp for the f.rst time 
,v'ahout eat;-.. It race-first. Shaun 
White SkatebOard'ng has some 
tricl<s i'I tts back pocl<et, and I look 
forward to it expanding its arsenal in 
the fulure. • Matthew Kato 

Shawi White Skateboarding seems to make a 
valiant effort to break the monotony with sbck 
Style and meaningful substan<:e. TIie longer 
)'QU ride the malleable rails ol New Harmony. 
howB\IOr, tbO more you·n find that a uruque tor­
rafornung mecharuc and respectable tnd< roster 
do httle to mask the vacancy od the City itself. 
Streets are filled wuh vapid NPCs that shoot 
m the same \IOtCe, and suppc>rt dlaJacte-rs so 
offon.s1voJy S1C!ootypacal lh8l lhcy ate JUS1 blunt 
tools to further the feeble storybne. C\lmbersome 
fooc travel and thO mabil1ty to Jump often 18ft me 
tricked Ulto corners.. and a rrunor slip trom a mas­
SJve rooftop grind would force me to backtrack 
a~ the dast:r'ia. l also cncoontcrcd a nwn.bet 
of technical frustrations ranging from texture 
pop,-m to looping deathS caused by bad spawns. 
Every onoe in • while. when Ille city falls quiet 
and )'QU lind the perfect vert or ra.il. there iS a 
supe,6Cial lay,>r ol fun 10 oo IU>d With Shaun 
White - I.he c:ore skatmg mechanics work Vl.'CU 
enough. Hcr.vever, the tiollow presen.tauOr'I and 
gameplay blcrwshes make lt h81d to SU back 600 
enJQY the ride. • Meagan VanBurkleo 
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FA S.5 
PS3 • 360 • PC 

» Concept 
A soquol lha1 makeS lew 

suioos forward. yet retains 
almost everything that was 

great trom its predeoessor 

n Graphics 
Losing yoo,,ell in New Vegas' 

massive work! is easy. but 
the bel~vabilily of the world 
is Strippe,O away whenever a 

stitfly acted Charaaer appears 
onsc:recn. Unexpected lreezlng 

can oocur due to framerate 
drops in buslling areas 

,. Sound 
The voice cast weapon sound 
effects, ambient noise (which 
can sometimes soond like it's 

coming from a mile away), 
and Vcg•tMmc<l SOOJ8 

are all top notch. nic sound 
design really cooldn't be 

much boner 
H PlayabWty 

ll yoo played l'lllloot 3, 
you've also played Falloot: 

New Ves,as. Targeting is still 
unreliable. but VAT$. still 

paeks a Scllisfying puneh 

» Entertainment 
The missions and storyieUing 

lade the c:reauvity and Large 
set plooe moments of f'alloot 
3. Exploration and applying 

your touch 10 the experience 
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are even deeper 

» Replay Value 
High 

Fallout: New Vegas 
War. War never changes. And neither does Fallout 

Style !•Player Action/RPG Plll>lllbe, Bethesda Softwo111S Jlffelopor ObSklian &n1enainmen1 Roi•- October 19 £SRI M 

T he video game industry lreals the Fallout 
l)(()perty like a hol POlato. Black Isle 
Stu<lios kicked off the series with Fallout 

and Fallout 2. After Black Isle dosed tts doors, 
Bethesda Softwo11<s wchase<I the rights from 
Interplay and Cleveioped Fallout 3. Although 
Bethesda still acts as pu,lishef, Fallout: New 
Vegas' OOll<llopment reins were handed to 
Obsidian Entertainment. the stu(f,o most 
recently known for the disastrously recerved 
RPG Alpha Protoeol. 

While the Fallout series suffers from a lack 
of consistency in i1s de\'elopment teams. it is 
SU'prisngly stab!&. Alt lour games offer n>JSI• 

play experiences. and despite a <tamatic shifl 
in gameptay design between Fallout 2 and 3, 
remain true to tlis series' heritage and ficlion. 

Althougl Obsidian Entertainment errlJloys a 
....-nber ol Black Isle Studios relugees. Falout: 
New vegas is bOm of the same blueprint estat>­
lished by Bethesda Softwol1<s. The vision smred 
between these h\'O O'OOIMl teams is lhe same. 
As a resut. Fallout: New vegas shouklr'l't be 
viewed as a true successor or sometnng new. 
but rather more Falout 3. And that's not a bad 
designation to have. 

In terms of its place in ttis hardware genera­
tion, few games offer an experience as deep o, 

as rewarding as Fallout 3. Over 200 hous of my 
life were SPOOi exp1or;ng the irradiate<! ruins of 
the capital Wasteland. and if more content were 
offered. I'd return in a heartbeat. That's essen­
tially what New Vegas offers - ,_ experien(:<)$ 
lor the Faloul 3 fanatic. 

The fjoorrry grey tones of Washngton, D.C. 
have been rE!C)lace(I with the sun•soaked gotoon 
hues of Nevada. The game takes p1aee three 
years alter Fallout 3's final moments. and 204 
years alter the Great War of 'l077. Unlike D.C .. 
Nevada wasn't M by a rd<e. The Vegas strip is 
largely intact. and the civiizations sp,ead across 
the Mojave Desert are tlYiw>g «o the extent a 
cutture can thrive i'I a POSt·apocalyptic 1vo,1d). 
The -ing bodes in each faction you'll come 
actoss are vy;ng tor POwer and oontrot. The 
length to which they'll go to raise the< Sland· 
ing in the world is what makes New Vegas an 
enthralhg and decide<lty different experience. 

Yoo- rote in this madneSS is not Clefned. The 
game begils wtth a structlMed story lor your 
Character. caled "the OOU'Nl<, • ~ing ovt Who 
pot a bullet in your head. leav;-g you for dead. 
After lhe i'ltroductory moments, the c,.,est 
c:,.,ickly OPenS up, allowing you 10 mold the 
experience to your li<i'lg. The amou11 of interac­
tbn you have in this tale is the same as Falout 
3's, bvt many of lhe decisions you make oome 
with severe consec:,.,ences, <ru::h like the r,u~ 
ol Megatoo. If you agree to wol1< lor one of the 
!actions in the world - be it Coosar's l.e9ion, the 
New Californa Repubf,c, the &othemOod o1 
Steel, the Great Khans. or a lovable robot named 
Yes Man - you may in I\Jl'n ctose off missions 
offered by other factions. 

.klst ~ frien<ly with one faction orucl shut 



down an entire thread of missions. If you're 
a <XJmpletist ...:i you w'"'1 to see 8\'er)'thing 
Falout: NewVegas has to offer, you·11 ha11e to 
play throug, the game three ...:i a ha~ tines. 

Each path takes the plaY8f 'Yfl many of the 
same tent pole plot points, but these recu~ 
set·uPS are few Md far betwoon. In a way. New 
Vegas CW<! be viewed as three games in one 
package. Knowing that fulfi~ a request for a 
character CW<! oose off entre IIYea<ls of mis· 
sions made me sit back and rdy Utt about 
the foroes at play in the world. and how my 
tinkering with them could alter the road ahead. 
This structl.18 goes bey()Od the standard ·gooo 
and evf' approach. You realy halie to look 
ahead and try to prooct what coud happen. 
You may also halie to tum ycur baCk on people 
in need just to make sure a tyrant doesn·t gel 
the upper hand. 

In jlJSt the missions ...:1 stO<y. New Vegas 
offers a nearty unpreoedented level of depth. 
When you IIYOW in the ,.eapon mcxf1icatlons. 
companion recru'tment. and attrbute SCUPI· 
ing lor ycur character. tt delMltS a true sense ol 
ownersHp 'Yfl the experience and gives you 
lhOUsandS of reasons why you Should oome 
back and play tt again and again. 

Now. the bad news. AlthOUgh Obsidian's writ• 
ing Is top notCII (especialy the dialogJe). I was 
n<Netonce blown8W!fto/ by asi~momenl. 
SUre. I laughed when I ran into a cross•°"8SSing 

super mutant. and lhOUghl to myself "what halie 
I done?" when I deployed an O<tlital laSer directly 
abolle an NCR milttary base - but none of the 
missions or battles stand out as memor-. 
Most of the actiocl and plot points are eri<)yable. 
bu1 I never once Seid, -WO,.,v, That was geae 
This is a stark cootrast 10 Falout 3. a game that 
I felt delivered big moments all the way thrO<Jgh. 
Nothing in New Vegas Is on the same level as 
Fallout 3's black and wnte VR sequence or its 
oommunism-hating robot. 

Despite being set in the grtz ol Sin City. tns 
part of the worid dictl ·1 hold my interesl. The 
casinos. as ncr~ COIOrf\l as they are. are 
Ollerty ClMlfnous. mostly vacant and lackrg 
that over•the-top Vegas Cl\arm. The Mojave 
Desert Is. wel .. . a desert. 'Mlle tt delMltS that 
sense of helplessness that al Fallout games 
Should. the IOcales Sl)(ead across it are pedes• 
trian. The most notable fnd Is a large cfnosaur 
gittshop. Eve<ything else screams f\J'al Nevada. 

The bleak surroundings are made ,'IQtS8 by 
the fact that New Vegas laeks potiSh. Mid-battle 
a foe may sudden)' plunvnet throug, the game 
worid or get stuck on a rock. making for an easy 
kill. The pathing lor Al Characters wandering the 
wastes often takes them into the sxJe of ruld· 
ings or pa,1<oo vehicles. When enemies die. 
some of them wil float a good five feet in the air. 
I even ran into a reoocuning bug whera my 91n 
woul<t>"I stop fi'lng after a IOOding sequence. 

To top 11 off. I broke the last boss by !>ding on a 
rock. He i,st SIOOd there as I unlOOded 300 bul· 
lets into him. 

But even with bugs. glttelles. framerate drops, 
and rn<.ndane moments. Fallout: New Vegas 
Is great fun. The gunplay {<Marl with a new i'on 
sight targeting system) Is as flawed and lnac• 
cuate as before. but <Xlmbal through V.A.T.S. 
remains one of my lavorite things to do in a 
game. I love the strategy tied to i . ...:i the pa)'Olf 
(USUally in the form of a head ~ing in stow 
motion) at.vays feels geal. When~ comes down 
to combat encounters. Obsiclan delivered in a 
big way. Fights are toug> and the encounters 
are varied ncely as the adYentu-e progresses. 
The thrill of suvival is heightened even ft.Klher 
through the a,vesome new Hardcore irode. ff 
you are looking for a chalenge, this mode will 
kick ycur ass up and down the Vegas strip. 

Maybe Obsicial>'S laek of famliarity with 
Bethesda's technology resulted in New vegas· 
plateau. Maybe Bethesda barked orders 10 
make it identical 10 FallOUt 3. In any case. 
garners Should expect more ol lhe same from 
this follow·uP- If Fallout 3 hOlds a place amoog 
your top 10 ~ of this generation like It doeS 
tor me. another rewar<frg 200-plus hours of sur­
vival awaits yov. • Andrew Reiner 

Toste 401drwJs Cl utttdsedFallolA: flctv ~ o,me(lay 
/llff:J(ed (ly Re/fief 8IJ/:J Pf1I. IJ() IQ IYIMrgameJf'11'ofmet.aitn/m,Jg 
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Super Meat Boy 
Team Meat's addictive adventure offers plenty of content to chew on 

~ 9 {'GOLij" :;tyle I •Player AC1ion/Pla1f0tioor Publllher Team Moa1 Dev•toper Team Moa1 l!el•u• ()ctOber 20 ESBB T 

360 
• concept 

Create a nostalgic platformer 
with an unapologetic degree 

ol<liffiwlty 

• Graphics 
M .. t Boy's cbaracter, are 

rid,i,wlously cute. and the retro 
levels will warp you back to 

lhG '80s 
» Soand 

Tbe sound effects are 
,.tlslactory. but lho chlpJunC 

music steals the show 

» PlayabWty 
I was impro,soo wilh how 

tight and nuanoed the 
controls are 

» htertainnent 
The game's later levels will 
torture you wilh punishing 
dilficulty. but the payodl is 

almost always: worth it 

• Replay Value 
High 

PS3. 360 
» Concept 

Go from door to door with a 
variety of costumes. oolle<1ing 
candy and fighting monsters 

» Graphics 
Visuals are simple. but 

the cohesive style me3ll$ 

everything look$ like 
it belongs 

• Sound 
Some voiQed dialogue instead 

ot $Cl'OUing text would have 
bOCn nloo 

• PlayabWty 
roatums hke a mintmap &ld 

save points are misstng. 
adding needless oomplication 

» Entertainm•nt 
Good dialogue isn't enough 

to save the experience from a 
tedious combat system 

it Replay Value 
Moderate 
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I 
p,obably died more limes 
playw>g Super Meal 8oy 
than Iha oombined deaths 

ol fN8'Y other video game 1'118 
played n rrr, life. Aside from 
Iha openng-of Iha 
game's300> iell<lls, Super 
Meat Boy refuses 10 handle 
Iha player with kid gloves. in 
stark contrast to more lamily 
frien<ly 20 offe<lngs. By lh8 
time you reach Iha linaJ world, 
you 1111 die countless deaths 
if your am is not pixel perloot, 
or if your timing is off by a milli­
second. Wrth most games this 
woud be a recipe for disaster, 
but SMB's llawiess controls and lighthearted 
demeano< make this the most entertaining title 
challeng8-~ gamers can play. 

&!,er Meal Boy is a dolllnloadable title 1hal 
bnlathas new life nto a wefl·wom genre, most 
notably in ~s gameptay mechanics. The controls 
offer an unexpected leYel of depth, allowing you 
to p,opel yotA'S8lf ltfou\to the game's byzantne 
iell<lls ,vith a StlJMing p,of,oiancy that wO\Ad be 
impossible fo, Nfltendo's Italian plumber. Even 
W you master Meat Boy's mows. the game's 
<Xllactibles unlock a large S\JPl)0<1ng cast ol 

Costume Quest 

playable characlers (taken frOtn other indie titles, 
such as Tm lrom Braid and Corrrnander Vldoo 
frOtn lh8 St.Trip S<lrias), each w~h their own 
mechallics and a special abiity to perfect, 

Even with this robust cast at your disposal, 
rnaJ<8 no mstake: Unless you are some kind ol 
gamng savant, &!,er Meal Boy wl l b8oom8 
too difficut fo, you at some point. n..-.klt.ty, 
SMB minimiZes fl\Jstration with some smart 
di8sign decisions. Each level is fOl'givitjy short, 
respawnng alter death is ilstantaneous, and you 
have an inlkite number of lives on Iha man -

Too much trick, not enough treat 

Sly\o I •Player Role-Playing Publlsller TIIQ o ... 1o,., Double Pine JtoltolO 
October 19fPSHI, October 20ll<BI.AI tsRB ElO;, 

As the developer belind unique titles Ike 
1'$ychonauts and Bn:ital Legend. DoWle 
F",ne has earned the respect ol ga,ne,s 

with c:lelier wmng and likable characters. Wlen 
it oomes to makhg games !hat are also f\Jl to 
play, that good w'II Ot'ly goos so fa,. Costume 
Ouest woud have made a larltastic cartoon: I 
enjoyed the cute dialogue. charming art style, 
and quirky cast n the Haloween-lhemed 
adventure. lklfortunately, everytl>ng in Iha pack· 
age that qualifies Costume Quast as a game 
fallS short. 

W¢h the lrick-or·treal Iheme. kids-S8118·lha·day 
plot, and abundant candY worship, I assumed 
that lhis CIOwnlOadable game was amed at 
attracting a young crowd. Once I got a tasle 
of the lecfiOUS oombal. 1 had to question that 
assurl)tion. The lurn·baSed battles are far too 

M1lle for their own 
good: you just hit 
allack, and than f<:lo>v 
a brief button pr()lrl)I to maximize damage (or 
~ to defend). You won1 rro any magic. healng 
kems, o, a,,ytl'ing else that ootJd add entertain· 
ment. The anmations for the attad<s can be 
funny at F:tst. but you·n get sick of them in no time. 

You'd lh'n< the sirl)lic~w0\Adrna1<8oombat 
more accessllle. but i'lslaad ~ b8oomes mo,e 
dff,cult. All strategy and variety are str1)pad away, 
SO all you ca,, Clo is hOP8 U,at you succeed at the 
button pr()lrl)IS. It you !al a COLl)le times ;, row, 
you're sorewad. and you car1'1 <I:> anyth'ng 8bOUt 
k. You'I OOleCI a buneh ol oostumes w'lh cffferent 
special moves. but none of them fuly adaess 
this issoo o, the tecf,ousness of the battle system 
;,ganera1, 

It's too bad that cooi>al 
Is such a prevalent part of 
Costune Quest, beCauSe the 
lime you spend ;.,st exploong 
Iha world and lalkng 10 fellow 
trid<-or-treaterscan be hilarious. 
The w0<1d is brought to f.1e - a 
eoiorlul .-1 style that ~nds me 
ol a less deranged Tm lbton 
movie, and the dialogue has 

(some Warp lewis hall8 a lim~. and 
are n t.-n much more flustrating). 

The game aJso spo,ts a novel 
replay leature, which clsplays not 
only your sucoessU pla~ of 
a leYel, but aJso fNE<Y death sintJ· 
taneousty, llis also makes dying 
a biHion limes on a leYel easier 10 
swallow, as watching Iha ensu-
ing Meat Boy slaughter is ,.,_ays 
entertanng. 

I'd be lying~ I said I didn't have 
a lew meltdowns while playing 
Super Meat Boy. but the enter• 
tainng storyw,, de~ Meal 
Boy's continual attempts to save 
Bandage Gs1 lrom the 8111 Or. 

Fetus, o.rt rrr, fl\Jstration short with plenty of left· 
field chucl<Jes. Wrth a healthy dooo of patience, 
most gamers can see the game tt.ough to 
its charming and tiarious endng. E""'1 after 
you've hot yoor difficulty threshold, the game's 
most impressive feature, a system tor ad(J;ng 
free new level pad<s based on the PC version's 
leYel edito,, shotAd otter plenty ol extra enlertail· 
ment. With Super Meat Boy's oomucopia of 
offemgs and irresistible charm, you'd be hard· 
pressed not to get your money's worth out of 
this tide. • Jeff Marehiafava 

plenty of comecfc gems. Whle adv!VlCing lhrot.gl 
each area doesn't amocnt to m.,::11 more than a 
lew fetch quests and simple l)UZZles. I'd DUt off 
Iha battles;, each section fo, as b'Q as poss;t,le 
10 anioY the atmosphere - but you need to go 
lhrOugh the OOOOlJ11ers eventua,y, 

Other annoyances mal<e k hatd to Uy enjoy 
Costume OJest's bizarre world. WithOut objective 
mai1<erS o, a milr'nap. l'ncfng yo,.;, next goal is an 
oocasional problem. The save system is an even 
bigger problem. Lackilg any manual OPtions, you 
need to rely on the autosave to retan yo,.;, p,og­
ress. but ft Ot'ly kicks in ll'1der certain concftions 
that are dffiCUII IO fo,w, You car,'t just deci<:18 
you're done and qu~ playing: you nee<11ooom­
plete a quest, pid< uP a new quest."' change 
areas. In one case. I lOsl about 45 mi.-.itas ol 
p,ogress because I qul after~ a buneh of 
battles that didn't trigger a S8ll8 event (and I even 
leveled uP o.,mg that lime!), 

Costume Quest is cute and funny, so tt may 
look like a good game for kids. lei me assure 
you: After COO'l)letng the adventure (lllhich 
100k me 8bOUt five hOUrs), I CM't reconmend 
Costume Quest to gamers ol any age. • Joe Juba 



Arcania: Gothic 4 
Explore, but don't look too closely 

Styl♦ J.J)laycr R.ole•Play[ng Pu.t>U.Cher Oteamcateller Games: 
D•nro,.r SpcUbound Rntenainmc.iu lt-1••• October 19 tSS.B 'f 

trivialy easy. to the 
pontwherean-t 

6.75 M 
» Concept 

I 
·ve got no problem with one-<limensional 
games so long as they are ~ -front about It. 
Mario mal<es no bones about being anytlling 

ITlOfe than a game about ruv-.r,g and jumping 
on things. Arcania: Gothic 4. on the other hand, 
goes to great lengths to convince you that it's 
got a stO<)'line and chatacters. ft c1oesn·1. It 
barely holds together as a loot·collectir19 expfo• 
ration""'1icle. 

e,cperiencoo player Shoo.Jld Sta1 O<JI on Hard Of 
even Gothic dfflCUlty. Swordplay has an eas-t 

avatar. and neither It nor the e<MJ0)811t game 
have enough meat to hold rr'f,/ interest. Neither 
do the st~. characters. a, dialogue. The 
wriling is sc,phomoric. The NPCs are by IUtllS 
eye-roting stereotypes and so bland they're 

Continue the long-running 
Goth.ic series in name on}y 
with a short. linear adventure 
replacing tha sprawbng 
player .. drh-cn v11or1ds of 
the past 

flow to it. with simple timing·based combos and 
evasiW> rOls giving sklled players enough to do 
without requi'ing Devil May Oy levels of precision 
a, depth. Swltch'ng between magic. melee. and 
ranged auacks is Clurl<y, thOugh. 

hard to remerrber after exitilg the dialogue. The 
plot. . . ugh. Eve,yth'ng about the rote-pfaying PM 
of the game is awful. save the main chatacters 
visibly grov~ frustration at having 10 navigate 

» G.raphlca 
U there's a better-looking 
fantasy world out there. I 
haven·t seen it. Too bad 
there are aboul six character 
models. and four of them n-s not impossible to have a good tine ,vi1h 

Atcania. The WOfld is go<geous. with real·time 
Placing the skil ponts you gan as you leYel 

is one of just two avarues of custanizing your are ugly 

Shadows cast by the sun pass. 
ing overhead and hidden secrets 
wait119 to be disoovered il hun• 
dreds of hand-aafted nooks and 
c,a,u,ies. SerAry towers keep 
watch °""' the crashing tides. 
Traes shiver and toss in an(icipa­
tion of cooing stoons. which 
crash down with thcnderous 
t,.y when they filally matenaf~e. 
Dozens of touches fike this give 
Atcania's world a OOfflincing ilk,, 
sion of 11e, and lend a pore jOy to 
explomg it. 

Oefendng yourself aganst the 
thleats that blankel the land is 

The Sims 3 

every RPG trope of the last 20 years 
just to get some revenge on the mad 
king who to,ched his hometown. I feet 
you, brother. 

Atcania isn't what anyone thought 
Gothic 4 \\'OUd be. It's a marginaly 
C()lll)8tent action/RPG with all the 
depth of a kidde pool, not the huge 
open•world of rote-playing epics fa, 
which the series was previously known. 
At least It isn't afl'icted by the plague of 
bugs that crippled Gothic 3 at release. 
I cfidn't hate rr'f,/ time with it, and It's 
possible to find some value here. Just 
know what you're getting ilto befo,e 
taking the pfunge. • Adam Biessener 

» Sowtd 
The main character's voice 
acting Is Ih0 only reason 10 
ha\'O the SOWld on 8l all 
» Playability 
Combat controls Slightly better 
on 360, but the graphics and 
UI are better on PC 

» tnttrtainmont 
As loog as yoo don't 
care about things like 
player choSee. character 
development. or plot in your 
RPGs. you can find value here 

• Replay Value 
I.ow 

Sims secure good karma on consoles 

.,.9 r:w Sttl• J ... p1ayer SLmularion hl>Uab..- EJeetromc AnS 
Dn61oper Tb& Si.ms S.uelio R•l•u• OCI0bEU 26 ESRB T 

PS3 • 360 
» C.ncept 

Ship The Sims 3 to consoles 
with engaging new features 

such as karma J)OWe!S. 
Chall8:nQ8$.. and a seamleS$ 

exCllangO system 
n Gnphk:I 

f'rom lhe dtySCape 10 the 
srum on your s.im's toilet. the 
visual presentation oontinues 

to impress 

n Soud 
While lhe success ol the SOUDd 

de,ign largely depends on yoor 
tolerance of Simlish. the music is 

as Channing as ever 

• PlaJllhillty 
nie Sims Sludio did a fantastic 

job translating controls tor 
consoles, i.mplomcnting a rcfinod 

interface and slmpl.ified menus 
» tntortairlmlnt 

Augmenting an altcac!y 
impressive game with new 

features makes The Sims 3 more 
oompeUing 0,an ever 

» R♦plq Vahle 
High 

-----------------------
W hen The Sims 3 released last June, It 

quicl<ly became the most successful 
week one PC launch n EA's long and 

- history, teaving sizable standards for 
its console bret!Yen to live w to. While the core 
functionality of the game remains uncha"9ed, 
noteworthy ad<f~ions give Sims 3 on console 
new gleM'l - enough to merit a bit of envy from 
PC loyalists. 

The console ed1ion of Sims 3 l)lays just like ~s 
PC predecessor - a deviation from past ports 
that constrai1ed ptayera to modified !near play. 
EA did a fantastic Job of adctessilg oontrol 
iSs\Jes. mal<ing navigation as 
organic as possible without a 
mouse and keyboard. Commands 
are r1tutively mapped and the 
streamlined interface is easy to 
use. Selecting objects isn't as 
l)n)Cise as with a ponter. but a 
poptf) meru wil present you 
with OPtions ~ several Items are in 
ctose proximity. 

The Kanna system is the most 
intrigung adcf~ion. and one I found 
myself expiOiting often. even to the 
detrinenl of rr'f,/ itUe lenant. Using 
·~satisfy" tomaxoutrr'f,/sm's 

needs alowed her to 
power through a n;g,t of 
readng LnWldered, but 
after using the boost SEN· 
eral times, karma came back to bite me. A IOcal· 
ized cµ,ke broke pipes in both rr'f,/ bath and sink. 
but the bad IUd< cidn't deter me from using that 
karrna ab1ly again. Kanna's appications to both 
good and evil eoos are an exciting variable for 
thOse whO tend to play carefully and oontroled. 

"!<a-ma ushers in theune,pected, Chailenges­
personal. career-oriented, or otherwise - """ 
to focus the !)layer.~ a~ 

rewa-ds your si"n with challenge POITTtS, which 
can be exchanged for karma powers, new outfts. 
household objects. and more. Some Chalenges 
are srnpte, such as attending a sportir,,J event 
in Moonlg:\t Bay. Others are mo,e oomptex, Ike 
haVilg twhs. However. al Chalenges faciitate 
exploration and gude you to experience every. 
thing Sins 3 has to offer. 

The new exchMge system is sure to sate play· 
ers ,w11 an endless supply of useriJ(ln8rated 
content. Fran the exchange tu, you can OUS· 
tornile a personal profile. S8Q'ch for products that 
meet~ needs. favorite Items. manage your 
own custo,n oontent. and mo,e 11s useltA1ess 
ultimately depends on the crea1M1y of the oom• 
rru,ity. but that has never been a problem tor the 
series in the past. 

With Sims 3, console gamers finaly get a 
true translation of the gamep1ay that has made 
the PC entries such a hit. Er19aging re,,i =­
tent and htuitive desigl makes picl<ing w 
the console port of EA's ((gital dol-.ouse a 
no-brairw. • Meagan VanBurkleo 
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360 
» Conc.-pt 

Create a fitness game around 
The a;gges, Loser brand lhal 

offers 3 fuU fitness program 
and quid< play oPlions 

n Graphics 
Workout k>cations are 

btal')(I, but character mOdels 
move Ouidly 

» Sound 
The music $Ot.lOOS like 

anything you've heard in 
standard home fitness vktcos 

• PloyabWty 
Menu navigation is a pain. 

bul lhc body delCC1ion 
is impressive 

» Etttertabua•nt 
Plenty of atStomization 

options will keep you coming 
back for more 

» Replay Value 
High 

» Concept 
sonic Slars in another 

medM)CJ8 racing game. Otis 
time cxctusivcly for Kinea 

,. Graphics 
Courses, c:haracu}rS. and 

('UlSOOJ'leS are bright 
and poUshcd 

» Sound 
The voice acting. laughable 

metal theme song. 
and repetitive trades 

are uninspiring 

» Playablllty 
lnoomi.$tent movement 

recognition makes (X)ntroUmg 
charaaers a challenge 

» Enter1aln.me.nt 
Tighter controls CQuld 

have made lhiS a more 
enjoyable cxpcrlcnoo 

» Replay Vab,te 
Moderately IOV\I 
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Biggest Loser Ultimate Workout 
Reinvented as a worthy competitor 

Style I •Playe:r LifeStyl8 14•pl~yer Online) Pv.bli&hn: THQ Denloper Blitz Game Studios ll•INH Novemb$( 4 "" C 

When TheB;ggest Loser 
made ils video game 
debut on thew,. it 

offered a Slitable w0<kout 
experience, but was ~Shad· 
Owed by ll1e likes of beSt·sell· 
ing mies Wii Fit and EA Sports 
Active. Now. with imcx8SSN8 
utilization of Kinecrs full-bOdy 
motion detection capabJities. 
The Biggest Lose, Ultimate 
WOll<out takes fitness a 
step flM1her with customiz­
able wo,kouts and rObust 
health leatt.<es that make it a 
worthy c~titor. 

Ct-eating a custom fitness 
progam il Ultimate WO<kout 
is 03S'f, requmg a fitness test and use of the 
game's bOdy analyZer that deterrrines the ilten• 
sity of your program and areas to focus on. The 
bOdy analyzer is a helpful tool to keep track of 
your l)<09leSS cy,er ll1e <X>U'se of your regimen, 
sinoe it uses 1he Kinect camera to perform a 
surprisingly accurate scan that ca!ClJates moa• 
surements lor neck, waist. and hips, If you're 
unsatisfied with the program the game generates 
f0< you. you can make modifications, but wading 
th<O<Jgh the mer-..s is an exercise in lruSlration 

thanks to the questionable oontroller·free naviga· 
lion. lhankfuly, SPOtty rllO\'erllent detection Orly 
applies to menu screens, 

Ultimate Workou1 offers a wide variety of work• 
out styles ranging from ilterval vainilg to yoga. 
Even with more elaborate exercises, such as get• 
tilg down il a plank position and quicldy µ-oping 
back up ilto a star(fng POse, 1he Kinecl camera 
never lOsl sight of me, Your sif1ouette appears 
alongside the trainer of your choice (either Bob 
Harper or Jlian Michaels) and loo1<s 1l<e it's 

Sonic Free Riders 
The Blue Blur's latest racer falls short of 
being a winner 

Style I 10 4-Player 1\acing I8-Pleyer Online) hl>U.ller Sega 
Dneloper Sortie Team Rel••• Novernbet 4 ESH & 

With a repotation of being one of u,e fast­
est creatures in the gaming uni'v'erse. 
Sonic is no stranger to the racing gen,e. 

Hoping to emulate the success of N:ntendO's 
popular kart racers. Sonic's mediocre entries in 
the Sonic Riders franchise consistently fall sh0<1 
ol winning r,st place. The latest attempt. Sonic 
Free Riders, uses Microsoft's Kilect technol· 
ogy, placing you in the Sonic uni~se as you 
zip around a limited number of oourses - or at 
least try to. Spotty bOdy detection turns what 
could have been a unique racing expe,ienoe 

into a flaming wreck. 
The bulk of Sonic Free 

Riders is ll<oken uP 
ilto missions. each one preceded by cutscenes 
(which you shoud skip) leaturrg gatilg dialogue 
between chatacte,-s. What's worse is that you're 
requred to go through a cat'bration exercise 
before every mission, which involves stand· 
ilg sideways as a you are on an Extreme Gear 
bOard. $\d leanilg baek and forth to make your 
way around a sooes of cones. As far as I OOIJd 
tell, this prooess doesn't conttibute to SOiidify• 

ilg oontrOls whatsoever 
and Orly serves to delay 
lll8ac:Oon. 

Mssions inC1ude 
standard races, tined 
dlalenges. coin collec• 
lion, trick execution, and 
gaining as rruch air as 
POSsible, thOVgh that's 
easier said lhM done, 
SuocessfuUy completing 
j\JmPS and sharp 1ums on 
more 00<0plex trackS is 
hit·and·miss. since your 

covered in slime fof motion 
fluid~-The silhOuette fo!l:>lvs 
you perfectly as you perform 
moves, makilg it eaSf to com· 
pare your form with the trainer. 
()'>-screen prompts notify you n 
you need to cooect your form, 
and the trainer provides some 
verbal feedback as well, Some 
of the trainer oommenta,y fails 
to con-Elate will1 your actions: if 
you leave u,e room for a water 
break, Bob Of Jillian may 00<0· 
mend you on your fam. The 
trainer wl occasionally ask to 
see how you are holdilg ~­
proviclng tr<Jltiple OPtlons on 
screen that you can repeat 

aloud. II you're feef,ig fied °' need water, ;,st 
say so "-ri)g lheoo segments and the ,,orkoul 
will pause accordingly, 

Other lootures, such as the abii ty to record 
video clarles, a calorie counter and intake 
log. lean recipes, and more make 1he enue 
pad<age a worthwhile fitness progam. Even 
tt·,ovgh al Kilect titles otter some degree of 
exercise. The Biggest Loser Ultimate Workout 
gets you on the right path to a healthy 
new start • Annette Gonzalez 

rllO\'erllents dorrt always register. This results 
in a lot of wall grnling and uninteooonal t"'s 
down side paths. Power•uPS, a necessary evil 
in arcade racers. are plentiflA and reQlire unique 
arm movements to activate. Gestures Ike shak· 
ing your am, il the air to ranle up a soda can lor 
a rocket bOOSt or a football throw f0< a missle 
lamch don't &t.vays work when you need 1hem 
to and can cost you PiaOe in a race. 

Oocasionally, ct..acters break aw&y from 
the boa-d lor rme cart, swimming. and water 
sking sequenc,)$. One chatacter uses a motor 
bike, •vl>d'I requres facing lorw$d in a squat 
position. These segments are by far 1ll8 most 
responsive, give a true sense of SPeed, and 
are the most run, U>f0<1unate1y, they or1.y make 
limited appearances. 

Sonic Free Riders, though an ambitious 
attempt to bring a conlfCler-kee entry to u,e 
raci~ genre, is a chal~ to enjoy. Here's a 
WO<d of advice, Sonic: Oiteh the boa-Cl and Slick 
to your J)lattorming roots, • Annette Gonzalez 



Dance Central 
Harmonix dances circles around the competition 

Slfl• l or 2-Player Rbythm/Alusic -er MTV Games 0..•10.- Harmonix Roi .... November 4 ESMB T 

F rom dance pads 10 mot,:,n controllers. me 
dance game ge,ve is underiably evolving. 
Last year. Ul:lisoh's Just Dance made a 

surprising splaSll on the Wi, tioasting incredible 
sales numbers and proving there is stl an audi· 
ence f()( dance games. These @es haVe been 
mediOCre at beSt - untl now. Wrth Kinecrs 
Dance Central. Hannonix took a risk on a new 
p;ooe of technology and sucoeeded in eteat-
ing the most authentic and entertaining wtual 
dance experience to date. 

Dance Central tracks the movements of each 
individual fi'nb as you miml< the movements of 
your ooscreen avatar. Kick with the wrong leg 
()( O>SS an arm w£Ne and lhe avatar's respec­
tive lirnbS wi l turn red to ackf\0\-.ledge the error. 
Aside from a few tracki'Q mishaps with moves 
requiring rapid arm mot<>nS, the Kinect came<a 
,vas su,prisingly accurate and didn1 miss a beat 
even in low light. Menu navigat<>n is equally 
stick: even ff this is your r.-st tine using Kinect. 
the conlroler-~ee interlace feets nat~ and the 
Clean men.is makes tteasytojJrll) right into 
your f<st routine. 

l.kllike Hannonix·sothef- off~. 
Dance Central lacks the genre-standatd career 
mode. and instead provides a track list ll<Oken 
up into sect<>OS that ncrease n difficolty with 
progression. Do,,., worry about not being able 
10 make it paSI a set: you cannot fal any song. 
making the game accessillle to players of a11 
ski-. who want to jump rg,t n. Othe,w'58. 
training in Dance Centrars intuitive Break It Down 
mode is an excellent resotl'ce to learn and per­
lect moves ij you're shcoting lor high scores. 

In Bteak ft Down mode. flash cards that 

featue move names and mages of dancer si­
houettes are presented on the rg,t side of the 
sc,een. These images' simple-yet,oear designs 
make them easy to dEtj)h8< at first giance. 
I was usually able to guess what each move 
woud entaa with one look at a flash card w;tt,out 
a demonstratoo. As lhe moves make n>Jttillle 
appearances across routnes. they become 
easier to reoognize and execute during SCO<ed 
perlormances. Faing a move in lhis mode al ows 
you to repeat the mot<>n several times and 
908S as far as letting you stow down lhe dem­
onstrat<>n to naJ your techniQue. Unfortunately. 
you're re<µred to go l!Yough the entirety or a 
song's breakdown to practice a Sl)ecif,c move. 
I wiSh I had access to a move 
bank v.tl8<e I could just lorus 
on moves t was strugglng with 
as OWOSed 10 repeatedly going 
IJYough an ent<e track I hiN8 
otherwise masteroo. 

Dance Central's Ira.Ck l'st tendS 
itself well to cifferent dance styles 
offeri'Q something f()( eve,yone. 
Bust out breaking moves with 
-0on·t Sweat the Technique.' add 
a little Spanish llavo< with ·1 Know 
You Want Me (Galle Ocho). • pop 
lock with 'Satisfaction .• ()( kick 
~ old«hool with 'Brick House. -
As you perform tracks. lhe game 
takes f\Jnny snapshots <U'ing 
your per1ormance, and the SCteen 
eventuaJy dearS ShOwing you 
instead ol the avatar. prompting 
you 10 floostyle. Othe< lriends in 

the room can pn the f\Jn during these sections. 
1111>ch are inSlantly played back for amUSi'Q 
f8$Jlts. If a friend wants to dance w~h you, you 
car, wxe t~ns oompieting sections of a song 
and compete for the llgh SCO<e. llU1 both danc­
ers can't perform simuhaneousty. 

With oa,,ce Central. Harmoni>< nas set lhe bar 
for the Mure of dance games. fnvesti'Q hours in 
a game lhat rewards you f()( some degree of ath• 
tetioism and coordinatoo is not Oft./ an incredble 
WOO<OOt. llU1 lAli'nalely makes you feet like a 
better dancer in the end. Dance Cenlral Shines 
among Kinect's othe,wise bleak launch linew 
and is undoublecly a Slep in the right cfrect,:,n 
f()( the hardware. • Annette Gonzalez 

8.75 R 
360 

» Con~pt 
A dance game Wllike anything 
you've ever experienced 
» Graphics 
Avatars and stage,s are 
pobShed and de<ailed. 
Danoc OaSh carCIS are easy 
to decipher 

• Sov.nd 
Moce than 30 dance trades 
cater to a 'Nide range o( styles 
from old school to ne"N to get 
yow body moving 

» PlayabWty 
Kinea is responsive to full 
body movements and menu 
navigation. You may need 10 
reanango y<>UJ ltving Eoom for 
opliml2'd <1&100 Spa<:c 

» Entertalnment 
An authentic and fun daooo 
o,q,ericru:c that will koop you 
coming back for more 

» R•playVaJue 
IUgll 
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FA 9.5 
Wii 

» Concept 
Retro SIUCl.ios: revives the 

Donkey Kong Cowury series 
and makes it be1ter than ever 

n Graphics 
Gorgeous characters and 

stages from beginning 
to end. with some 

awesome silhooelted areas 
sprinkled lh1oughout 

,. Sound 
Familiar tunes are updated. 

and the new traW 
fit perfectly 

" PloyabWty 
Shaking I.he Wli n:unote to 
roll can be trusuating, but 

it's a rare blemish in a near~ 
perfect experience 

» Ent.rtalnmtnt 
One of the bes.t platformers 
ever made. and it oertainty 
resides amongst the Wii's 

124 

top titles 

• Replay Value 
Modera1ety H19h 

Donkey Kong Country Returns 
Retro's DK revival eclipses the original 

Styl• I or z .. Pla~·er Platform Publlsher Ni.ntel\do De'lt.Joper Reno Studkts Release Hovomber 21 £SU & 

The Donkey K~ Cotr,t,y series on SNES 
is remembered mo<e f0t its graphical 
achievements than anything elSe. Donkey 

K~ may have featU'ed the most attractive 
Character models of the 16-bit era. bu1 Matio 
always held I.he gamepiay crown. FlaSh IO<Ward 
three console generations, and DK and Mario 
have bo!ll received 20 returns to tom,, New 
Super Mario Btos, Wi was fantastic, bu1 Donkey 
Kong Cotrltry Rel\l'nS manages to push 
1lle sanian above his plumber rival in virtually 
/Nery category, 

A wave ol nostalga swept CNet me when I 
booted UP Donkey Kong Country Returns. You'll 

~ farrilar tunes as you bust out of your µ,gle 
i-.it. and befOte IOng you're colecmg bananas. 
~ 18d ballOOnS, an(! teaming l,l) v.ith your 
pal Dickly. MMy wil buy this game lor the nos· 
talgia value alone, bu1 as I progessed, I realized 
that lhe mer~s of gameptay C8lTy lhe adventure 
mo<a Ulan anything elSe. This coukJ have been 
stripped of recog-.izabte CharactetS and renamed 
Steve the Go<ilas BManaOJest Md I wO\Jcl 
have enjo\oo tt ~ as rrucll. 

Its not all Ian sen,ioo, You won't seeUle 
Kre<rlflgs, lhe «t, anrnal you'I be ri(lng is 
Rambi the rhino. and-in:es from DKs 
family merri)8fS are kept to a bare rrinimum. 

Rather than bombard fans with I,,,,_ faces 
and gameptay elements. Revo focuses on pre. 
sentng reN and dramatic soenarios. Mine cart 
levels were a staple from the original triagy, bu1 
now 1lley are tar mo<e exciting tharl evet. In one 
·,:torn you dare blink" moment. your cart bashes 
through a giant egg Md causes tt to rol down 
the track. As 1lle egg Sl)ins ~ the level, you 
remain in your cart, 8'<l<ling 10CkS Ulat tweak 
through the shel (Im the holes 1lley -) as 
you iOoP MlUld insioo. For this entire ~l. 
you have to be aware of the envirOMlent outside 
ol the egg whie simultaneously making sue you 
jump its oracks as 1lley awroacti you. 

These mine cart levels left me breatl1ess. but 
they're not the «tr stages that cause that effect. 
You'I outn,n a wall of insects as 1lley alt8rlll)t to 
eat you, scale lhe insides of a \OOtCMO as lava 
rapicly rises. Md pilot a barrel rocket ttvo<q, a 
cave as a giant bat Shoots sonar at you. As you 
progess, you'll brealhe a heavy~ Of rebel 
every tine you atl'MI at a checkpoint. 

Donkey Kong Count,y games have never been 
a walk in the pa,k. but RetU'nS is eas1y I.he har(l-

8$1 in 1lle senes· histQtY. MMy Of the later stages 
had me tuning tllrOugh 15-ptus liv<ls belore I 
reached I.he end, bu1 never due to cheapness. 
You~ need to hone your plattomin9 skis. be 
patient. and pay attention. After beating them 
onoe, I lound I 00<.l(I usualy go ttvough the 
toughest levels w~hout dying tharl<s lo al 1lle 
time I had si,ent practicing 1lle var'>O<lS maneuvers 
nee<le(I to avoid traps Md enemies. 

My journey IIYoug, the eight worlds wasn't 
without a few minor issues. Shaking the Wii 
remote to rol isn't as responsive as the Clas· 
sic me!llod, and can send you off a clff n the 
w, detects an <rintentional shake. Having a 



second p1aye< join in as Oid(fy Kong can be fun. 
but~ is a1SO fruSlrat,,g in more difficult iell<lls. 
Coosidenng the amount of speed and precise 
j<Jlµng reQIJ;red late ;n the game. hvo ptayetS is 
one too many. 

Beating the game is afread)I a substantial 
Chalenge. but getting 100 pere<)nt requres 
,npeccalJle platforming Skills. C<llec1;,g all of the 
"Kong" lettem in each of the eight worlds opens 
,c, traphy le\lefs tha1 are_, more demanding 
thasl the stM<lard SUlgeS. and beati'g all ~t ol 
these is the orly way to see eve,ytning - inclid· 
rg the contents of the secre1 Golden Temple. 

I've been took'19 IO!ward to tt,is game fo, 
months. but the fnal pro<iJct btew me Wfr,/. Its 
go<geous llisuals, aweoo,ne boos bat11es. varied 
stages. and CieYGfty hi:lden secre1S guarantee 
gamera wil have a geat time ,.,,,;sitiig this das• 
sic franchise. It's not orly the best Donkey Kong 
Cou>try. ;rs alSO one ol the beSI ptatfo<me<s I've 
ever playact • Dan Ryckert 
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FA 9.5 
Wii 

» Concept 
Somehow make flulfball 

Kirby ev<:n cuter by ruml:ng 
him and his sunoundlngs 

into crattv.-orks 

n Gr-•phic:s 
The sttipped-down style of 
Kirby's various fabrics and 

SO(l'.18 amazittg fog/cotton 
effects make for one of the 

b8S!•looking gamos on 
too Wu 

» Sound 
G1ating squMky noise$ from 

Kirby and Prlnoc 11uff arc 
worth putting up with for the 

fun. upooot soundrrock 

H PlayabWty 
A dassic. simple 20 platformer 
control stheme using a single 

Wii remote means virtually 
anybody shOUld be able to 

pick 11 up 

Kirby's Epic Yarn 

» Entertelnment 
ranraslic level deSign and 

a constant flow ot inventive 
new Ideas make IOJ a 
satisfying experience Styt• I or 2- P!ayer Platforming hbll.al'lor N1ntondo Dwtlope,. Good•feol/tlAL LabOratory lteteue October 17 ESB a £ 

» R.tplay VaJue 
Moderate 

Second Opinion 9.5 

T he debate over whether o, not NintendO 
has abandoned tts hardco<e fans in favor 
of the new casual market has been raging 

fo, years. Md Kirby's Epic Yam is the latest 
firsl•party release sure to sloke the fire of that 
undying argument. This isn't the textbook 
example of an ove,ty cute, just•fO<•kids game 
that n might look like, though. Kirby's latest 
a(Mlnture is a perfect reminder of what a 
NintendO game is at its besl: something anyone 
can appreciate that lea""" plenty of room fo, 
Skll Md mastery. 

Kirby fans wil ~ two t,;g changeS in 
Epic Yam. Firstly, because of his change into 
yam fo,m, Kirby has 10$1 the ability to SUCk t.l) 
enemies. Tl>s has been replaced with a useful 
wnp/lasso that he uses to unwoo his opponents 
o, grab onto patches. Seooncty, thOugh previous 

On the Video game cuteness scale. Kirby's Epic Yarn - the dcs,gnaoon 
"capable of instUling Wladulterated )O)' i.nto any soul." Case m poi.nt: When r 
dOS8 my eyes to mllect on 1t. I see Kirby slJd.ing down a J>3S1el-oolored rainbow 
singing , love you. Remeir as a festive Qlarbe Brown-like piano melody rings 
out. Watctung a ball of yam WlraveJ and transform into a dragon tS mesmermng 
in 1ts own right but seeing how Nmmndo sews th1s fiber into gamep&ay is where 
Kirby's Epic Yarn really i.mpresses. &pie Yam remmds me more ol a great Mario 
platfonncr than 11 docs a tra<buonal Kirby garnet The actio'il moves at a bnsk paoc, 
mixing skillful platfomun,g Wlth creqitJve yam-based interOC'tions - be it pulling 
apart an ooomy at the ~ms with Klrby or doo-p sea dav'mg as a CIO!phm. The 
design choice to not let Kirby <be at any point cbdn't bocher me at all. In taa.. H's 
bnlbant; everyone can get through the game, but only skilled players will be able 
to get gold modals. With nocous cooperative play and das:sic platforming that will 
rnal(e Super Nintendo fi!Jl$ weak in the knees. Kirby's t'pic Yam 1S one of the best 
expeOOn,oos yoo'll find on Wu. • Andrew Reiner 
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Ki-by games tended to be extremely easy, Epic 
Yam maintains a SLrJ)fising difficulty balanoe. 
AllhOugh Klr1)y and CO·OP bu(ldy Prince Ruff 
can1 actualy die, making the game breezy to, 
anyone who wants to rush ttvoug, n, you'I have 
10 SPend time mastering each - if you want to 
see 811 the game has to offer. 

As Kirby progresses throug, a -· he colects 
beads by unravelr,g enemies and~-
ing secrets. The beads are tallied at the end of 
each area, and you're awatdecl IT18Clas (and 
sometimes OPen w bonus levels ff you did wel 
enough). Collecting beads isn't 811 you need to 
worry about - keeping them in yoor possession 
is an even greater chalenge. U<e Sonic and his 
rings, wf1ene\/llr Ki1ly is hit by an enemy o, falls 
into a p~, he drops a massive nurroer of his 
precious cotlectlltes. 

The tig>t platfo,ming becOmeS tricky enough 
that the tension of trying to hold onto a t>Jge 
stash of beads feelS dangerous, even ff you 
cannot tectncally fal the 1ev81. NintendO seems 
to have clscovered a very elegant solution f0< 
bridging the gap between casual Md hardcore 
here. Less intense gamers can drift throogh 
le\/llfs, taking hits and receMng smaller rewards, 
while others can fh:l a chalenge in learning the 
-s well enoug, to end with a ~ pocket of 
beads. Beating the game is a retatiYely paness 
task. but getting 100 percent win take dedication 
Mdsl<ill. 

You'll want to go for that full ~lion and 
make sure you see everything, tho<gl. Epic 
Yam is b~ at the seams wnh original ideas 
that make each new - a def9>tfuf OOC0118t'Y­
One moment, f was l)Uling at a IOoS8 thread that 

crunched the baekgrou,d togethet and mo\/lld 
a far-away platfo,m closer. Then I transf00118d 
into a tank to btow the c,ap out ol WO<XSand 
creat..-es wnh motion-contrOlled yam missileS. 
Then fi was on to l-"0 saucer mode, where I 
had 10 SUCk UP enough enemies and fiems 10 
pc,ver w my destructive eleetrical sto,m. e...en 
the Ulderwater levels ended up making me smile 
when Ki1ly and Prlnoe Ruff 1vere Changed into 
~fo,m, 

Kirby also features a two·~ CO·OP mode. 
The risk/reward balance for ad<fng a buddy 
reminds me ol New Super MariO Bros. w, and 
UttleBigPlanet. Hidden treasures and beads 
are easier to access ,-Mil a friend to toss over 
to them, but throwing your pariner into a pit 
remains a constant temptation, even if you'll 
Jose progress. The only downside to letting 
someone ptay as Prince Ruff is that you'l lkely 
accidentaly grab your co-op partner on occa· 
sion when tr)'ing to lasso an enemy o, a button in 
the erlllirOM>ent. 

Honestly. the only crowd that I can imagne not 
enjoying Kin\' is iaded gamers 1vh0 are too ooot 
for somett,ng so vlfwnsical. Maybe they didn't 
g,ow w wnh the 8(JJal)' tamly-frlendly Nintendo 
games Of the '80s and '90s, o, maybe they'llll 
jusl forgotten their roots amidsl the oonstant flow 
ol first•person shooters and go,y action games. 
Whatever the case. tf1ey're missing out on a COi· 
orlul. unique game that reminds me of why I fell 
in loVe wnh ~ back on my NES: inlagna· 
tion, Challenge, Md fun . • Phil Kollar 

Cht1cktXIIBri1eoolRelnetentJPfil1'a1Vqthtcughatewlere4 
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GoldenEye 007 
An N64 classic reborn just to die another day 

-~., Activision Oe•tlo,., Eurocom Roleut Novembef Z tSll8 T 6■ 5 ~ 
A c1ivi&Qn's (e•imagining of Rate's 

Gol<lenEye is an attempt to scrub 
the tarnished franchise dean. 

but what we're left with is a lackluster 
game that fails to hit the same high 
notes of the original. or keep pace with 
m(Xlem $l>OOtei1,. 

Playw1g wi1h the Wii remole and 
m.nchuk feels tighter than The Condua's 
touehy controls, but you·u want to go the 
~-analog stick route wi1h the Qassic 
Controller Pro. While using a Wii peliph· 
eral that emulates the average control&< 
make$ sprinting, meleeing. and ronsight 
aining easier. nothing saves you ~om the 
ridiculous bllJr effect 1hat happens wah 
every relOad. Tus ginmick makeS the 
fuzzy graphics looks V/0fS8 and punishes 
gamers 1vh0 like to reload often and ine 
up thei' next ShOt 1vt'lile dOing so. 

Playw1g updated ""'8ions of the a,ignal 
Dam and Faciity levels in the single-player 
campaq, is a lt.n experience at first. but 
the game asa ,vh<>le suffe<s from generic 
level design. avlfi.l Quick-time events. and 

a terrible rnar boss rq,1. Local fw-playe, 
spllscreen is a llllfl)' mess that can't 
even be salvaged by good friends and a 
high definaion 1\/. Fortunately, the worth• 
whie eight-player onfine experience Clefiv­
ers the best FPS mt.dti)fayer experience 
aVllilableon thew,, M'{faw;>tlte is~ 
mode. in ,,t;ch one Player ~ each 
team can transto,m into a powered-up 
Bond chatacter. but at the~ ol giving 
the enemy more points ij deleated. 

GoidenEye 007 doesn1 feet like the 
retro cl'eam as meant to be. Tns Bond 
game is loSt in lirrbo somewhere between 
last generation and modem clay shoot· 
ers. Only dehard Bond ()( FPS fans with 
nothing but a Wi ShOlAd bOtt,er picking 
this one up. Everyone else ,mh food 
memories ol the N64 ti11e Should retrieve 
the game ~om their shelf. bk)w off the 
dust. sm1e fondly at a, and f.nd peace in 
their fuzzy memories l,1)()1'1 pUtting it back 
where h befOngS, • Tim Turi 

Wii 
» Concept 
Anempr to recapture the glory 
of ga:mlng's !Im beloved 
oonsole PPS 

• !irtpbi<I 
Tile single-player 
presentation is better than 
most WU games. but falls 
apart in splitscreen 

» Sound 
Daniel C,aig's viSceraJ Bond 
persona is: exch~ for dull 
mon0100e vOiOOWOrk. but lhe 
musicissoUd 
» Playability 
Don't b<>tM r playing 
this without a Clwic 
Controller Pro 

» Enlerl&inment 
One of the bectcr single­
player f'PS e,periencse on the 
WU. but that doesn't say much 

» Replay Valut 
Moderately Low 

Remake Or Not? 
'Mus IS an updated re--
telling of 1995 bond film. 
GoldeilEyb. foUowing the 
same story wtule swap-
pmg out Pierce Brosnan for 
Oarucl C,a,g and mruruig 
Wier tweaks. Acstheti<:ally. it 
bOnows: tamtltar llh'el layouts 
and muJtiplayer modes from 
the Rare-develol)«l 1164 
game. It even ulcludcs an­
swers to the ongmal game'$ 
Cheat lMllU. opuonal Obj()<> 
nves. and tank sequence, 
ACbVlSIOO labels ttus a re-­
lmaguting. but C\ICl'yonc else 
Wlll call it a remake. 



FA 9.5 
PSP 

» Concept 
AnOlher astoun<ling handheld 

advcnruro from lhe team 
that b<ougllt yoo Chains 

of Olympus 

n Gr-•phic:s 
1 had no idea the PSP was 

capable of <his. Toe gorgeous 
visualo. 0uid ac,ion. and cool 
Cine:rnatics are au impressiV8 

,. Sound 
Ho surprises here - solid 

voice work. an epic musical 
scotc. and lots of squishy 

blood soWlds 

11 P)Alyabillty 
The shooldor bunon dodge 

still makes me wish for 
another analog Slick but 

everything el:$e feel$ great 

» Entertainment 
Th.is is pure God ol War. 

but smaller 

» Replay Value 
MOderatety High 

128 reviews 

God of War: Ghost of Sparta 
Kratos delivers more epic handheld action 

str•• I-Player Action ~Juw Sony Computer Cntena.lrunent l)onlogor Ready At Dawn Studios it.JN.M October 26 ts~• M 

Whether he·s scallng titans. trall<l(sing 
the uncienvor1<1, or l<ilng goos, Ktatos 
is defined by his epic exploits. Wilen 

Ready at Dawn released Chains of O!ympus 
for PSP in 2008. the studio p,0\18d that these 
larger•lhan·lile deeds can be pacl<ed onto 
a small screen while reta'ring God of wa,·s 
signature style. Even in light of that accomptiSh· 
ment. Olains of Olympus looks like a p,actice 
run compared 10 Ghost of Sparta. From the 
dynamic oomba1 to the OOOI story. every aspect 
of this lollow•up has been enhanced, creating 
an expe,ience that Is mo<e than just ·gooo for a 
PSP game.· Ghost of Sparta is a stanoout entry 
in an already ama,ing franchise. 

Mer ~ng in fou- games spallring three 
consoles, you·c:, lrink Kratos would have rm 
OtJI of ways to keep his repertoire in1818Stng. 
Instead, Ghost of Spar1a has some of my favorite 
oombal innovations in the series to date. Ike the 
addition of a fire meter underneath the standard 
healtll and magic Ila's. This abilil}' aliows you 

10 set Kra1os· blades 
alllaZe, whiell dea!S 
mo<& damage and 
plants delaye(l·t:iasl 
e,q)IOSiveS with certain 
strikes. Even better. the 
meter recharges rapi(ly, 
so lhe !lames are an 
ever-p,esenl aspect of 
)'O<X Slfategy. God of 
war III had a srnilar idea. 
where a bar for Items 
like the fire bow replen­
ished. but lhe key dif· 
ference here is that the 
!lames aren·t a separate weapon: they are just 
an augmentation to )'O<X normal attacks. whiCh 
makes It eas-t and fun to inl9!18te the power into 
)'O<X combos. 

The other CO<e fqlting rnechanics are famUia', 
but the tweaks go a long way towa,d imp,ow,g 
gameplay. A new run-and-tackle mo,,,e makes 
Kratos feel mo<e brnlal and maneuverable than 
ever. and the spear/Shield weapon is a great 
addition 10 the arsenal. My biggest <XlfTil)la'nt -
and this is a holdover from Chains of Olympus -
is lhal mapping lhe evade roll to the IWO 
ShWde< buttons stiH feels c...-nsy and Ulreiiable. 
Nso. I found lhal large enemies, Ike a cydops. 
can block you- llie\v of Kratos and smaler foes. 
making It difficult 10 see and react 10 the action in 
some encounters. However. these are small con­
cerns when weighed against the~ Ready at 
Dawn has added to the fonll\Aa. 

For al of the blade-slngng. Ghost of Spa,ta·s 
story is what surprised me the most. Sel 
between the frst and second games. the seern­
,r,;y forgotten plolline aboul Kratos· brother 
~eased in the Sl)OCial features of the original God 
of War) takes center stage. I w,,,n nin anything 
by going into clelals. but I was n-c,ressed how 

connected this stc,yline feels to the rest of the 
series. Events that are later referenced in God of 
War Ill. ~ ,v;th a handful of visual coos (ll<e 
the design of Kre1os· god armo< in the second 
game) make It feel like this adventure was built 
into the mythology from the beginnng. 

Ghost of Sparta ooesn·1 have any mind•blol•1-
ing mo<nents of~ ~ltude Ike the OOOSOle 
entries. but it oompensates with a handlul of cool 
SPeCial sequences that fill in PMS of Kratos· his­
tory and charaC1er. watctir(J tvm train alongside 
his btother as a child and SIM t!Yough si,,.ta as 
the newly ascended god of wa, Show a side of 
Kratos lhat Is mo<& than ShOlJting and S!abbng. 
Though the spectacle is obviously d.rmiShed 
when COf1ll)ared 10 the PS3 entry. Ghost of 
Sparta stl amazes with Its visual quality and 
unjque coo1ex1ua1 sequences that breal< \JP the 
action. If you thOtJgllt Chains of OlyrnpUs was 
pustw,g the limits of what the PSP OOtJld acoom­
l)k;h. vou·u be blolvn er,,av by what Ready at 
oa,vn has done here. This is,n an Optional side­
story; Ghost of Sparta is a must-play for God of 
War fans. • Joe Juba 
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Mario vs. Donkey Kong: 
Mini-Land Mayhem 
The eternal rivalry continues with new mechanics 

style I-Player Puzzle PuUolle< Nintendo 0.fflo~• NST .Reio ... Novemller 14 CS!IB E 8. 2 5 
The Matio vs. Donkey Kor,g franchise 

isn't up there with the heavy lit· 
ters il Nintendo's stable. but it's 

been a consistently Q\J8lity P<Jz.zle se<ies. 
Players guide mechanical mini N'ntendo 
characters through a pu22le boatd to an 
ex~ doc< in a slyle similar to the Classic 
Lem~ games. Donkey Kong steals 
away with something or someone (.n this 
case Pa.h from the 0<iginal OK) and 
Mario has to go after him wrth his legion 
ol toys. 

Once you SIM"" a Mn Mano. It 
keeps ~ until you dear the puzzle. 
In M\iOK 2 }'O(id have to swipe them 
to move. flicl< up 10 jump, and tap on 
!hem to make them stop. Now you can 
oount on them to perf0<m these actions 
themselves. and It makes a big differ­
ence in how much more in oontrol you 
feel. Another great move Is the S\Yttch 
10 stretchy steel girders. aJlowing you 10 
effo,Uessly draw lines between platforms 
instead of tapp;r,g an unreliable gid. This 
~ alows f0< bener boss batnes aganst 
OK il ,"'1ich you build platlorms to get 
minis up to the misehlevous gorilla so 
they can electrocute 0< &op bOmbs on 
him. It's nice to play battles with the main 
mechanics rather than a weird camon 
minigame Ike in MvOK 2 (thOugh the 
cannon does return b<ielly). 

The main ca,eer mode isn't all that 
dfficult. I never found myself racking my 
brains f0< a puzzle solution. Getting from 
P(lin1 A to 8 is quoe straighlfonvard. but 
figuring out hOw 10 QUiekly g,ab 8"8ry 
pickup scattered llvooghout the board 
can be tricky. 1 guess It's good that a 
casual player can get through -, v"1ile 
!he puzzle expert can try to ace fMKY· 
lhing and, il tun, unlock the many bonus 
stages. Fortunately. there is a plus mode 
for puzzle pms that allows you to go 

through al the stage$ oY8f again ,Vl!h the 
added difficulty of getting minis through 
the doc< in a specific O<der. 

Level creation and sharing returns. 
impro\/W1g on the advancements made 
in Minis Match Again on OSi. You can 
store up 10 160 le\lels that you 0< oU18' 
creatO<S ha\18 made -Ondudilg plenty 
from N'fltendo ilsetf). Scamng tlYough 
stages is easy, and you can dov..-ioad 
one in secoods and SIM playing It. After 
C<lfr4)1eti>g the Slage you can rate 0< even 
decide 10 "follow the crea10< to keep 
track ol his 0< her future levels. There's 
also a weekly challenge from Nintendo 
in which players ~e given a template 
of linlted objects to create something 
o.rique. This endless stream of player 
levels mixed ,Vl!h plenty of unlOckable 
stages will keep MvOK fans busy for qu~e 
a while. • Bryan Vore 

DS 
• Concept 
Streamline the pu7:/Je 
mechanics horn MvOK 2 and 
IJuild upon some conoopu; 
from last year's DSi-ooly entry 
Minis Marcil Again 

» Graphka 
The wind~up minifigures are 
as cute as ever. Look out for 
the new Mini Pauline 

• Sound 
A great mix of new songs and 
remixes of okl Mario tunes 

• Playablllfy 
The f()Q.1$ on manipulating 
the environment raU,er than 
controlling every rnini aaion 
ls qui1e welcome 

» Entertainment 
While this 1&3.1'1$ a lilllC 
towards the easy side. 
oonstanUy cttanging gimmicks 
keep it interesting 

» R.tplayValu. 
Mode111tely High 
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9.5 1 Dead Rising 2 
Platform PS3 • 360 Rtlt&M September 28 ESRB M 
lino Nov'lO 

Even after abOUI 25 hOUIS, I was Still 
finding new things in Dead Rising 2. 

I won't spoil anything, but there's 
a lot of variety to be found in the 

game beyond obvious things like the 
number of objects that can be used 

as bludgeons. This game is designed 
for multiple playthroughS, and rm 
looking forward to each and evel)I 

one of them. - Jeff Cork 
\. 

Pl atform Wli Rel1u1 DeooJ'l'lb8r 16 ESRB Clo+ 

Pac-Man Party isn't a raging bash, 
but irs somellling to do on a ThurSday 
night while you wait for yo111 weekend 

plans to roll around. The game's 
catalog of random events might cause 

some uproar among yo111 friends, 
and its inconsistent minigames will 

result in uneven applause. This means 
that Pao-Man Party might not be the 
most exciting game to pull out at yo111 
own party, but wilh arcade classics 
like Pac-Man, Galaga, and Dig Dug 

included on the disc, l can't really turn 
my nose up at ii. - Ben Reeves 

6. 75 I Sengoku Basara: 
Samurai Heroes 
Platfonn PS3 • WU Rtleu, October 12 ESRB T 

It may be unapologetic in its aping 
of the long-running Dynasty Warriors 
series, but it does manage to inject 
its own quirky personality into the 

formula. If slaughtering hundreds of 
identical soldiers didn't get old to you 
in Koei's series, you'll flnd plenty to 
like here. However, Sengoku Basara 
isn't the place to look if you want 
depth and strategy in yo111 action 

games. - Dan Rycken 

..J 

IA1·\fit-iiH'f ~OIIN~ Sta,tt"-Par1y • Cla·lO 
3000tGM'leHetOl'J$ 8.5 W,3y•10 Tht 0Ms OI Ga'HOOIO 1.2$ Nr:W-10 &,4l«Sireec,W.tv 9 Mlll't•IO -- &5 .•.MO L£GOHatry P.:>U11rc..,.,, 1•-' 7.2S A.l\)'10 T9at'N()QQ$PG,,f\'fol.,11 $?5 ,U- 10 - $ Jl-'•10 ........... 8 .5 .,llp:0 .,,....,. 8 11..9-10 

--()own $.$ Sel)-10 MlCIOenN'fl. 11 8 75 Stp-10 r,.....,,.,, ...,._, 6.5 NOY·IO ..... • OoMO Wll/tor~ $.5 ~ -10 .., &5 .;.J,10 MeclelOIHonc• 1 NIOY-10 - • OcM0 

~L.ol.OIOISt'Clow 9 Ncw•IO 
,,..._....., 8 .5 ~ 10 l.FC~2010 8.25 .l.MO 

()oi:;tlollho T~ ' $oQ· 10 -- e ~ 10 - 7,75 No,,-10 

Oornc~•ThO N9A2K11 $.75 Hov l0 

-"°"""'- • Oct-10 NCAAFocllb1111 0 ~10 i/tiMli M• _....,. 9.5 NoY•IO lff.11 • Oel-10 -- $ 5 ,l,11·10 

Deed»~Ret-~ • .u'l·10 - •• .U-10 
_ ........ ~· JIJ· IO 

En91a-.«i~IONW881 1 No-.-·10 """'"- A1:J/dl.Olll'llt~30 ' ,,,. ,. 
Fl 2010 8.5 NoY-10 

..,. __ 
• .u-,o - $ Jl,t-10 

FIFA 11 8.76 NOY·IO --- 1 .v-,o ~ T¥l!IQ Oo,M\ $ $ S.,.10 

AFAYIO!td Q.c'> AU.SE 7.75 ();M O ...,._, U No,,•10 

2010$ooJ:hAtica $ $ ~-10 -- 5 .5 Oct•IO ... &5 JI.MO 
FMr-.i;,,t.Oo..doll'l"POC'I • .111· 10 ""'"""'- 9.76 -AhlO ~ ..... rron,(lf()e,i;p),,- &~ Seo--10 
Ff'Ol"( "'9SIOt'lfYOl'«I 7.75 OCt· lO """"""'· 9..25M»10 ~~of&'liCIOW 9 NQ,,o-10 

Ot\Wl~Ro(jtaW'ld , . .)J•lO -- e .... ,o CbshOI tf'IO rlt.YS ' -·· Gl.r'.arHilfOWi,mc)t$(11AQek $ NoY•IO ScottPigrrnVs.TheWorld • OcMO C,o{f'IC.ll'nc)fr; The 

HAWX2 1 $ ():HO """' • Clet-10 AI.MM'.U'OS d~ Sn--, • 0:t·10 

"V>-- • 0CH0 - 85 ~ 10 "'"""""'" 7.25 A..Q·lO ....,....,, • .Alr'l•IO $<e,e3 515 ~•o ()er1($1lVO'l8 &OkenAler-,e 8 ~10 .,......., • .,u.10 Sor-cll-.Httlgill,Og4; --· 9.5 Ncw•10 

Jon"l~~Gc:,lf 1.5 NoY·IO . ....,., 8 HQ,,,.10 -...... --- $.75 0:t• IO 

• OCMO -- OMatt>Ac,U;~ • ..... , . ~&L)1'1Cf12 Dog~ 

""""'""" 3.5 NoY•IO Sha::.no ~ 8.5 Oct-10 ~ -~k>N Wtet 1 N0¥·10 

t.ne)Q\tinON 

"-"-"''-9'1 9 sei:,-10 

PJatlora PSP ReJ1ue October 12 
zsaa e10+ 

S,,.S.00,,, 
....,,o.,,_, 
S'ts\"Ors; ThO 

F'~~II 

The novelty of augmented 
reality gameplay made 

possible by the pocked in 
PSP camera impresses for the 
flrst couple of hours in Sony's 
take on Pokemon, but then 

you realize irs Just a shallow 
cycle of capturing. battling, 

and strange live action 
cu tscenes. - Bl)lan Vore 

4 I PokePark: Pikachu's 
Adventure 
Platform Wii Releu• November I ESRB e 

This game should only be 
played by young Pokemaniacs 
who will be too busy drooling 
over their favorite Pokemon 
in 3D to realize that there 

are way better Wii games to 
play Anybody else will be too 

frustrated by the unintuitive 
control scheme and sub-par 
N64 p1esentation to squeeze 

out any enjoyment. If you 
have any integrity you'll just 
hOld OUI for Pokemon Black 

or White. - Tim Turi 

8 2$ ,Al)-10 Fl 2010 8 5 No¥•10 
715 CkM O 11FA II $.75 No¥•10 

7 75 Ni;N-10 
~rot~c,it- OM>loriwot • ,,,.,. 

Platform 360 8.eleue November 4 ESRB T 

Amid the cuddly animals and 
family friendly sports compilation 

titles that are port of Kinect's launch 
lineup, AMA Studios wanced to go 

in a different direction by delivering 
a title aimed toward the hardcore. 
Unfonunately this flghcer's lack of 

precision does nothing to make you 
feel like a bona flde bOdass. Poor 
motion tracking makes playing 

through lighters Uncaged feel like 
the physical equivalent of button 

mashing - flail yo111 arms and legs in 
the most ridiculous way possible and 

hope your attacks follow through. 
- Annette Gonzalez 

Platform PS3 • 360 Releue October 19 ESRB M 

Lase year's title was a messy new 
entry in the dwindling survival horror 

genre, but at least ii had potential 
for improvement. Unfortunacely. the 

second game fails to polish any of the 
concepts. Saw II doesn't just take o 

step backwards from the firsc game -
it performs a reverse swan dive off a 
balcony inco a swimming pool filled 

with razor blades. - Tim Turi 
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,,., ... - • ...,., . 
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WMcH,illlreO.IY 8 .5 M$y•10 

~Con'l,otJor')lA$1NlA! 7 6 $ep.10 
0.10,At,,<t:P#r.nN ' Jl.1'1·10 -- 6.5 AIQ·10 
~tfetY'l8mbySlet)p 85 Oct•IO ------ 8 "-9·10 
Srwi....,.r. .. 
Fe'9CY!a3~ 8.25 /wg·lO -~· 85 Sep.10 

'lm;lt c:-, 1 Coro Orewve 
'"-Mtl.CrCl'?2 • JIA·10 
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..,. __ 
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$.d>~#Q.lfbt---• fdbO.-..... 
M!OtftniiN::111r•a.•fW.""----lilffS$401 
0-..-:IIWUIO'--bt..,""'6'6~ 
(,.t~o:w'9t2Q'l;O..Wl)o .... ~AI 
..,.......i_~'n.,.o,,i-.i,a,t~ 
•~o.:rt....,.lt•t~-~~ 
Ao4.ca,_..,i,_,... .. , .. ,.,.._111,...._d 
NIICIICM---A.8.SOIUMlll.m'fQAOifWYI 
r-.pJN-.:ntl'Cllbt1ltlt:ilt~ll(tt~,;,~ 
_..h1141>111;11...,,....,.0ll#1.,,...,...__ l11, 
~ .......... ..._"~---
........... ~ ....... d .. ~ 
1r1..,~_,,,....,<tl,,,"'""'f!Mb' 
,..,..,_,...,N(l(~ll)Pln-..O....Wll' 
~~--•---N.f'Olffl'lfrflt,..,_. .... .,,~ .. ...,., ... """'~~-­
dW.,...~~, .. P'_......,,..d 
....... ~.,.,.---lilP'CIC'WY"I"' 
,;,~d""9d~~..,._h~<tl,_ --
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