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Decisions That 
Matter 

here is a lot to love about Mass Effect 
2. l'l let Reiner's review cfo mos\ of the 
talkng (see review pg. 80). but I want to 

throw in my two cents as well. 
I remember being in a hot and cr8JTl)8d 

room - in Amslerdam. of all places - when I 
first heard of Mass Effect. It was one of those 
head-spinning moments. and I don't mean 
because I had been out enjoying the city the 
night before. Moments after BiOware reve8led 
the Mass Effect p,oject, the team stressed that 
ij wasn't iust a game - ij was designed kom 
the ground up as a trilogy. Frankly. I cf,cln 't really 
think n>.JCh of it at the trne. as I hear a lot of PR 
rhetoric in my '"8 of w0<1<. I had also just oome 
out or a meeting in the room nex1 door where I 
had been tOld that Too Human was alsO a tri· 
ogy {yeall. rlghQ. BioWate's description or its 
team dedication to the science fiction story and 
how decisions in the trilogy WO<Ad matter didn1 
lal on deaf eats, I just cfidn ·1 resize how much 
impact these design choices would have on the 
game l.flll I saw the ku~s of their labo,- oome to 
life in Mass Effect 2. 

11 you have a previous save of the first game 
to irrc,ort into Mass Effect 2. the imprilt of those 
p,evious decisions are all over the sequel. For 
me, that .-.-,s the decisions I made in 2007 
a,e affecting the game I'm playing in 2010. 
Consider my mind blown. 

I don't just want to play Mass Effect 2 mui11)1e 
times to see how the various decisions affect 
this game. I want to replay an Old game to see 
how It cha<'(J8S the sequel. I have a strange 
feeling I'm going to want to play all three games 
over and over once Mass Effect 3 comes out a 
few yea<s kom ro.v. 

lmagne ~ you could make decisions in Star 
Wa<s that char>,j8d 7he Empire Slrikes Back. 
That's what Bio'Nare haS acoomptished with 
Mass Effect 2. and It's s!mply amazilg. 
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L.A. Noire 
Game Informer digs 
into Rockstar's epic 
new 1940s detective 
adventure, getting the 
scoop on its deep 
gameplay and mind­
blowing animation 
technology. 
by Matt Helgeson 



3D Gaming 
by Nick Ahrens 

regulars 

6 Feedback 
Acoo«Jing 10 our rea<Jers. 
MOdern warfare 2 i$ 100 
ShO<t and Transformers 
is going to $1,lCk. We diS· 
agee in Feedbaek 

12 Connect 
Our cwn IGF judge shares 
he< thoughts on the best 
of indie gaming 
by Meagan VanBurkleo 

76 Previews 
If the first info on the next 
Prince of Persia leaves 
you less than sated. gorge 
yourself on our Q&A with 
God of War Ill director Stig 
Asrnussen 

90 Reviews 
What dese,ves your 
hard-earned rnoney: 
BioShock 2, Mass Effect 2. 
Battlefield: Bad Company 
2. or Final Fantasy XIII? 

100 Game Over 
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Fear Factor 
Something I read in your Dead Space 2 w,e,: 
stOf}' really bothered me: the fact that the team 
is ben<lhg o\18f to accorrrnoclate the crybabies 
Who thought the fil'SI game was too scary. This 
is a plea trom al hardco<e Dead Space fans -
please don't~ the scare factor or cfffia.lly 
in Dead Space 2! So many games already make 
players feel POWerful and heroic. and the fear 
and hopelessness in Dead Space were the 
thngs that set a apart. As I passed each chapter. 
that~ where I got rrrt sense of accompismlent. 
I ddn't need extra ammo or a super weapon - I 
juSt wanted to suNive. ViSCeral Games needs to 
get with the program. ij I wMt power. l'I eat a 
muslYoom cx enter the Konami Code. 

Steve H. 
Chicago, IL 

Dead Space 2 is still a survival horror game. 
Necromorphs will creep up behind you, 
resources will be scarce, and Isaac will still 
fight for his life. Visceral Games isn't trans .. 
forming the Dead Space franchise into a 
mindless power fantasy; the team's concern 
about the first game being too scary per .. 
tains to the pacing rather than the style of 
gameptay. By forcing players to constantly 
monitor health and ammo, the original Dead 
Space maintained a uniform level of inten­
sity. In Dead Space 2, the arc of the action 
will be broken up with brief reprieves, but 
that also means you can expect more inten­
sity spikes and scare moments. 

his month in Feedback, 

we assuage a Transformers fan's 

fears, explain why Dead Space 2 

hasn't lost its edge, make a joke 

at 3D Realms' expense, and help a 

Final Fantasy newcomer figure out 

where to start. 

The Shortest War 
Okay, I'm sitting down in Iron\ of my 1V to play 
Modern Warfare 2 for tile first time. I've got the 
volume turned up and a ine ol energy dnnks at 
my side. Fi\/8 hours later. I see the credits roll. My 
jaw cf<OPl)ed, but not because of the epic encl:ng 
ol the game - more because of how quickly 
it came. Even with Spec Ops. I finished the 
game in no tme. As a gamer who enjoys single­
player caJ'T'C)aigns (but not onlne multiplayer), I 
don't think a game that oa, lasts filie hou-s is 
neatly IOng enough. I feel scammed. and I don't 
care how rruch replay value ~ has. It seems 
as though since Call ot Duty came out. each 
game is shOfler and shOfler just so they could 
make more money with each release, pump;ng 
al of their effort into rrdtiplayer. I wouldn't be 
surprised ij the next Cal of Duty cfdn't have a,,y 
single-player mode at all. 

Joe Kobusinski 
&rie, PA 

Short games are not necessarity bad. 
Getting your money's worth out of a game 
is important, but do you really want to play 
through some tacked-on levels to squeeze 
a few more hours out of the experience? 
The five hours of Modern Warfare 2's solo 
campaign are packed with non-stop explo• 
sive thrills - would you rather see those 
moments spread out and diluted solely for 
the sake of filling an arbitrary time require­
ment? You may be right in your observation 
that single-player is an area of diminishing 

focus. However, most of Modem Warfare's 
tanbase is primarity interested in the multi­
player componen~ and it'S difficult to blame 
Infinity Ward for serving its community. At 
the same time., the studio may be alienat• 
ing the gamers who are onty interested in 
fighting solo. 
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·1 seem to see eve,yoay 
they come out w~h new 

games. Most of them suck 
$0 bad the C()(T()/lll)' IVO\Ad 

lose their money.· 

~ 
rs Wanted 
OurTop 5 

wichesList 

1 Pearul butt<lf and jelly 

2Meatbalroagie 

3 Phiiy cheesesteak 

4G~cheese 

5 Nutella and anyt~ 

Go Defense Force! 
I was dsturlled and offeoded by your response 
to a lettGr in issue 201: "!Wle ~n imagine 
lhe kind of gamer for whOm the PSP Go is 
awonh1>tlieproduct." l1J1n31 years old, a 
med,c;,J professional, and oo,sider myself tech 
savvy. Who can argue w~h the S<4)1'emacy of 
(jgital•only content made l>OPU8f by the iPhone 
and iTlllOS? The untapped demographic Sony 
sees is the milons of consuners who already 
utiize dig~al•orly content daily. The PSP Go 
appealed to me because (a) no UMDs to carry 
aroU'ld and (b) fo, a t 6GB !lash memory device, 
The price is C()fll)MllJle to the PSP-3000 with 
a 16GB Memory Stick Pro Duo. Granted, lhe 
price and laCk of appeal fo, previous generation 
PSP ownGrS (whO own a sub6tantial number ol 
UMDs) appears to be a dlfficut barrier fo, the 
proruct to cwercane. However. the ooistruction 
and portability''°"' in the PSP Go's faVO<; it is 
perfect compliment to the ~ -but·not-quie 
9anw'9 possible on the iPhone. 

Michael Hanlon 
La Mesa. CA 

UMOS: Now &\-en 
More Wolthless 

Maybe we went a little too far when we said 
the PSP Go was only for peopre with "a 
surplus of money and a deficit of common 
sense." Clearty, the PSP Go is the right 
product for a certain kind of consumer­
just not us. No matter how much storage 
space the device has, it doesn't fix the PSP 
platfonn's biggest problem: the severe 
drought of software support. We're not 
buying a tarted-up, digital-only redesign 
unless Sony can demonstrate that there will 
be fun games to play on it. 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 
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(Left) Clur ~ Badass 
EditJOO of GI Spy begins w,!h 
!his shot from tile Jace Hall 
show, \'dlere earl Weathers and 
Ooll)I> Lundgren reprised their 
roles as /l.xAtJ Qeed and O<ago 
in a vicious Vfil bomg match 
(Right) Ttispai,e of Forty· 
-, Communications' Sibel 
Sl,lar, NickAlvens, and Lara 
Klang Glienna might not look 
lladass mil j(IU lind out that 
Sibel is actually an e',ght-oogree 
black belt in taekwJnoo 

~O'IP:ll)elO 
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■-Aedf&II""'« 
$1cfle$'.-29'Yo 

■ MuscGame-Q.eloac:t 17-t. 
■ PSPGoDcreooeit: te% 
. ,.,._ee,,,·,,.,..,""'° 
~~So/. 

(Left) Annette gets some a<Mce 
on her t.p;;Oming facial rattoos 
from nore otne( tnan Iron Mike 

Tyson! Seriously. That's Mike 
Tyson! (Center) Dan and Man 

hang will\ Team Bondi's CJM!r 
Boo, Rocl<siar's Jefo,wm Ba<· 

rera. and L.A. NQire mastermind 
a..eooan McN3mara. These guys 

might not look badass. but the 
game is, IJUS1 US (Right) Nick 

ancl Oebbv Chen oorqatuate big 
baller freel3flce specialist Darren 
GladSlOOe Vlhere did he gel thal 
S61? From wmng an unsanc• 
lllned WMA flghl ,n Las Vegas 

10 

Beginning The Fantasy 
I've been a gamer my whOle life, but I have 
nr,ver gotten ilto the Final Fantasy series. L.atefy, 
thOugh, they have been lookClg really good. I 
never played the or!g;naf ones, but now I want to 
give them a by. \Mlere should I start? I feel [ke 
I can't begin wrth Final Fantasy XII (ewn though 
h looks the best of all of them so fa,) because I 
won't know what's going on. What should I do? 

Corey Posnanski 
via email 

The core games in the Final Fantasy series 
(the ones that only have roman numerals in 
their tiUes} are an standalone aclventures . 
You can play them in any order, because 
they are self•contained stories set in dif­
ferent worlds with different characters. If 
you're looking for a good place to jump 
in, read our review of Final Fantasy XIII on 
page 88 and decide if it sounds like a good 
ptace to start. If no~ brush up on the serieS' 
history; we'd recommend starting with Final 
Fantasy X on PS2, or if you want to go old 
school, Final Fantasy Ill (a.k.a. Final Fantasy 
VI} on SNES. If you don't like either of those, 
maybe the series just isn't for you . 
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l Patrick 
Waagh: NO len;ierCOOtef\t to 
be a a:imic relief vlail, Bowser 
P'oYeS he can ~ly be ter­
nl)'ro 2 Deonta Head: Too 
llaO lhe<e·s ro llOSl·ai,ocal)!)1ic 
White C3slle. war crud have 
ordered some oorl<Sliders 
3 Kevin Cox: Cloocl tlov,s 
arouie, paycileci< on x-r~ specs 
\.11labnalely lor hin, ser,wom 
wears lead~ 4 Antllony 
Mesteth: We're l)'el\Y tapped 
on zomble jol<es, so hel'e's a loo 
fact abOut heficol)(e<S: Did )()U 

i<MIYhelioe()tel'S."11 ... lluh. 
We're alSO lapped on hef,;opter 
fun ~ts s c . Nate: Pay atten­
lion, CMaoa: II Snake can't ~I 
al 111e rru1e1. ne1111er can )()U 

(Leftl Our &,pe,- Badass Ediion 
of GI Spy conl...oll wa~ .. 
SO<r'/ ... thal'SAdam. He's suer, a 
wuss. MLB 2K10 l)'oducer Ben 
Bishop and kcess PR's Ryan 
Jones are l)'elly tough. though 
(Right) Oh yeah! Here's some 
real American beefcake thal'sca­
pable a 1ay;ng the SmackcloY,n. 
We're rot talkJng abOut John 
Cena. we're tall<ing about Ben 
' Bruiser" Reeves, \'oOO was nice 
enough tole!Amelte l)'Olect 
Cena from his IWalll 

lee<lback 11 
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cus11a1ue11s 
Buy the mobile game and unlock an 

exclusive weapon in the console game. 

Available On Mobile 
Text SAM to 82174 

Standard text and data rates apply. Text HELP to 84174 for help, 
STOP to stop. T&Cs on www.gameloft.com 

gameloft Sprint~ 
UBISCFT. 

C, XBOX360 
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Star Fox 
Last Known Whereabouts 
Star Fox Command (2006. OS) 

The Company Line 
Shigeru Miyamoto expressed interest in bringing 
Fox McCloud back from his exie of cameo rotes 
in other series ll<e Super Smash Bros. Miyamoto 
reoently told MlV Multiplayer that he hopes 
M ure Siar Fox games can Clo tight by fans. "We 
stil lfY to make them more fun and hopeft.ty 
people win see the appeal in those games.· 

Likelihood of Return 
Average. Although Miyamoto hasn't closed the 
door on the franchise. Nintenoo has struggled to 
pair the series with 8 stueiO that oould bmg SUC· 
cess. It's gone th!O<g) a r8"0iving door of clevel· 
opers, inciuong Rare. Namco. and ◊•Games. 
Pemaps Ninte<K'.IO is wailing for a sttJ<'.fK) that c..-, 
demonstrate they've got a winning ptM for Fox. 

Chrono Trigger 
Last Known Whereabouts 
0vono Cross (1999. PSone) 

The Company Line 
Sq.Jara Enix woul<kl't Shed any r,ght on this 
tapic. but Square Enix senior vice president SI-. 
Hashimoto Clearly wasn·t keen on brrOnQ the 
franchise back when he said of the 2008 re­
release on the OS: "ff people want a seQJel. they 
Shoud buy more!" 

Likelihood of Return 
Not Good. The original development team is 
scattered, inwding creator Hironobu Sakaguchi 
~\/ho is over al Mistwal<er). Moreowr. the unsat­
isfying sales numbers of CIYono Trigger on the 
OS don't bode wel for the future. 

Twisted Metal 
Last Known Whereabouts 
Twisted Mewl: Head-On: Extra T\visled Edition 
(2008. PS2) 

The Company Line 
Soott Rohde. Sony's vice presi<lent of product 
development. woulCfn'l say anything abOul 
Twisted Metal directly. but he did tell us: -We're 
1#,Hg;ys looking at our claSSiC franchises to see if 
a reintroduction makes soose. I'm sure you'd like 
to hear a little more detail. but we have to keep a 
oouple of surprises in our back POCl<et .. • 

Likelihood of Return 
ve,y Good. Nuneroos rumo,s have cwcuated 
regarding a Twisted MeUll for PS3, and series 
co-<:teator David Jaffe fueled the r, e with coded 
messages to this effec1 with 1he Head•On: Extra 
Twisted Edition in 2008. We e,q,ect to hear 8bOU1 
a new Twisted MeUll at this year's E3. 
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WII Sports Resort {Wit) 
-~~r;'tfcawedll'e 
l[l)lllee spoo;, oot 1lle C<JTl)al>f 
(b!i'oaloslllemor1h- inel"'1011le 
re-'""'geooer1<1<11111es1<et-1aw 
~Mali>lltos.OS(tl2jardMam 
Kartonll'eOS(#ll). 

Assassin's Creed II (360) 

Scrlbbfenauts (OS) 
-sorgeOba'.:klnlollle 
l[l)20a/tet<l'Clll)ing"1111eehal1s 
laslnmth,l'<ti:h~tomakede,el· 
q,e, SU, Olilecsta'JC, frW8Sl,ng-
~-tleloled OSl'Jllfel Prrl"'°' lay· 
tonardll'eo.atx:l<alB<o - ..r.:h 
- ire saire nmth as Scfb. 
tlenaU!S-l'as ~ ri,a1:i,,a11ld '1 
11lel[l)20. 
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-Your Local Arcade 
Xbox Live brings you the classics 

Maybe some of you younger gamers never got 10 
hang out down at the loCal arcade. Well don't 
worry. because alt you have 10 do to experience 

the cabinets of )'8$18<)'00( is t<Xn on your Xbox 360. This 
spring MicroSoft will launch the Game Room virtual space. 
which is filled with arcade classics that you can navigate 
to ~h your J<box Live daShboard. 

Your Game Room (which is actualy composed of 
multiple rooms) will debut with 30 titleS available at 
lalllCh includog hits B<e Asteroids Deltxe. Cerlt:peoe. 
Tempest, and more from the tikes of Alar\, lnteflMsion. and 
Activision. Microsoft says each of the games has ~s origi· 
naJ graptics and rr>JSic. with no alte<alions to refine them 
for the console ~ like we've seen in the past with 
poptJar arcade games like Pac-Man and Tapper. In lacl, 
none of the XBlA arcade titles you already own wi trans­
fer over to the Game Room. 

It woodrl'I be right hang:ng out in an arcade IVilhout a 
few friends. so the Game Room features social aspects 
as well. Your avatars wl show up to play the games. but 

you won't actualty move them around Ike in PS3's Horne. 
You can, t,o,....,.,.,,, customize yrxx rooms wijh decora· 
lions and by rearr~ing your cabnets. The rrutiplayer 
eptions will be limited at la\Jlch, but pla\'l!fS can check 
out universal leaderboards. compete via local two-player 
(when applicable). play a cabinet the same t.-ne as a fliend 
in Paralef mode. or lake turns in Round Robin mode. 
Unfortunately, online versus rr<Jlipfayer won't be avalabfe 
at launch. 1v'rth Microsoft sayi,g it's evaluating that feature 
for the future. 

Mictoscft and its partners plan to make additional 
arcade cabinets available in the futll'e: the company 
says it wants to have 1.000 titleS available in the next 
three years. shipping at teas\ seven per week. Players 
can try every arcade game for free if a friend owns~­
and the games wil cost 240 to 400 Microscft points 
($3.00 to $5.00) to own or 40 POints (50¢} to play. 
Funny. didn't most of these games actualty cost a quar• 
ter back in the day? • t,yMarl/JtwKmo 



The Good, the Bad, and the Ugly 
NEWS WITH A SARCASTIC SPIN 

theQOOd 

(ABOVEI Uke the Xbox 300 and PlayStation 3 
before tt, the Wii oo,, has Netflix support. Wi 

owners can access streaming movies from their 
queue p,ovlded they have a Net1ix account, 

are connected to the Internet, and send away 
for a required free disc. Unlike the other two 
consoles, however, HD content won't be 

\lieWable on the Wii. Reggie doesn't 

,.,,,., .. ,t~~~:.:.~.~D.A 

thebad 
(LEFT) It always seemed strange 
that Sony planned on releasing 
its PS3 motion controller in a few 
monlhs when it di<tl.t even have a 
name yel (Iha current rumor is thal 
it's called Arc), but i lool<s fit<e that 
problem ;.,s1 solved ttself. The com­
pany now says the device will come 
out !his fal. While a c1e1ay is,­
tu,, Sony should be smart and use 
Iha lime to try and ctum LI) some 
momentum for this thing. 

, .. , ... , .. , ...... , .. , .. , .. , ...... 1 ............. 7 

theUQIY 
(I.En') Ubiso11 CEO Yves 
Gu'llemot says the company 
is steering is ship away 
from the Wiand concen­
trating on Iha Xbox 300 and 
PlayStation 3. Guilemot 
called those two consoles 
the ones that are ·expected 
to experience sustained 
sales growth in games 
for gamers in Calendar 
20t0." "Games ror gamers" 
certanv is a pl1rase we 
Ike to hear coming from 
an executive. 

(LEFT) The assassin·s blade 1'18\1&' rests. 
Ubisoft has already amomcoo another 

all•new Assassn's Creed t;iJe starring AC 
ll's Elio Aucftore. The new game. which 

will be full pnced. is schedUled 
to appear before Mareh 

of nex1 year, and wl 
i1clude a multiplayer 

component. 

(ABOVEI New year, same delays. Pushed out 
past March: Loot Planet 2, &,per S1feet Fighter 
IY. Splinter Cel Conviction. Bt.mped past April: 
I.A)iSOft's strategy title RU.S.E. (see 1as1 issue, page 
82 f0t mo<e). Speaking or Ubisoft, 1 Am Afll/9 is 
switchi'lg over to the Splinter Cell er,gine, and will 
oo,, not come out until April 20t 1 at the eeriest 



2010 lndepen~t 
Gam• Fuitval nnaJJsn 

And The Nomine&S Are ... 
The IGF received a reoord·breal<iflg 
number of Stlbmissions for the com­
pe1ition lllis year, with over 306 games 
vyilg fora place in the ID!> 20.A poof of 
l 50 judges - inctooing ll'Ofllinenl indie 
game figures sudl as 20 Bo-/s 11on 
Cannel and ThalGameCompony~ Kellee 
Santiago - then wflittled down the con• 
leSt!nlS over three monlllS. ~ere ate the 
game~that made the cut. 

Sewnas McNally 
GrandPdze 
• Joe Danger (Hello Games) 
• Monaco (l'l:lcketwatch Games) 
• Rocl<etbir<IS: Revolution! (RaUOOpAsia) 
• Trauina l)(ryS6an,Majewsl<i) 
• Super Meat Boy! (Team MeaQ 

Excellence In Visual Art 
• Shank (!(lei Entef1ainment/ 
• OW1boy (O·Pad Studios) 
, Tr.111na (l(rystian Maiewsl<I) 
• UmllO (Playdead) 
• Rocl<etbirds: Revolution! (RatlOOpAsia) 

EJ<cellence In Design 
• Miegakore (t>Wc Ten BoGch) 
• stat Guard (Si>l"'Y) 
-~!!·· 
A Rec1doos Dlsrega,rd For Gravi\Y 
(Dejobaan Games) 

, Monaco {l'i:lckewlatoo Games) 
• Cogs (lazy 8 Sludios) 

Ellcellence In Audio 
• Super Meat Boy! (Team MeaQ 
• Shaltllr (Sidho) 
• CIOSIJl'e (CIOSIKe Team) 
• Rocl<etbirds: Revolution! (RatlOOpAsia) 
• Trauma (l(rystian Maiewsl<i) 

Technical Excellence 
• CIOStlte (Closure Team) 
• Limbo (Playdead) 
• ~•roes Of New!lrth ($2 Games) 
• Joe Oanger (Hello Gaines) 
• Vessel (Slrange loop Games) 

NuovoAward 
Tue Nuovo award, croatO(I to give 
·abStract, sh0i1lom,, ;ind UIJCP"' 
venticna! games' a platform to 
compete among- isju(;/g,,cj 
by a separrue µ01181 of e-xper1s an<J 
awards a $2,500 prize. lhe biles 
norr,oated for Iii& l\\,ovo awar<;l 
chal!enge \l'8 accepted consi=s· 
of what a Qame is, and otten are 
1he roost intriguing experier,cos to 
conie O<ll of the competW). 

• TOday I Oie (Daniel Benmergui) 
• A Slow Year Oan Bogosl) 
• Tooing (Cactus) 
• Clowre (Closure Team) 
• Enviro•Bear 2000 (Justin Sll)ith) 
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B 
raid, castle Crashers. and Wo~d of Goo 
helped introduce indie games to the 
masses. but small teams of dO(licated 
developers have beal pushhg the 
creative envelope for much longer. The 
lndepement Games Fes1i\,al, now in its 

12th year, has had ,1s finger on the puse ol autonomous 
game develcpers fOf more than a decade. and once a 
year independent talent ~nes in San Francisco to 
celellrale their cotlectJVO work. The leswaJ incules a 
pavilion of playaboe games to expose inde forernnners 
to the p-ess. a Slll'lmn of lectures 10 eneo<.rage, the 
movernenl ol ideas between indie developers. ard an 
awards ceremony that puts the spotilg>t on tresh talent 
each year. 

The oererr«ry reoogn,zes 20 ir0lis.s l'l SIX u iQUe 
categories, Accolades ere given for excellence in visual 
art, alldo. techrical execution, irrovatior>. and overall 
desql, Addoliona!ly, "'"' lucky develcper leaves lhe Bay 
Area wnh the Seumas McNally Grand Pnze - secunng 
the oerem:,n{s tq:, honor and a lofty $20,000 prize . 
More i'r!)ortanl than any mcnelary reward, ho\\18',ar, is 
the platform that IGF provi<les. Contestants garner the 
anenticn of cor-,,uners, crnlcs, and petential J)<Jl)ishers • 
each of whom are nterested h the fruits ol their long 
and sometines unpublicized labor. The three aforemen· 
tlcned irde da~ings <Jove a grea1 ~ to the IGF for tlis 
exact ,easa,, and pay It fonvar<l each year by ectJcatng 
and inspo-1ng firtu-e lea<lers in the inde sphere . 

The rncnihS following the IGF awa<clS are pl\•otal fc, 
nor~. a!low'I~ them to StK:>wba'I the hype sur· 
roundng their projects. &Jecess stories inevitably follow 
in the awards' wal<e. with or,e of 1he more highly touted 
examples involving a gan1e created by students from the 
DigiPen Institute of Tecmology. Narbactlar Drop caught 
the ff(e of cleveloper/publisher Va"'8 after receMng high 
honors through lhe JGF. and the learn was swsequentfy 
hired in order to ft.rther flesh cxrt the p-o,ect. The restit· 
Ing cotlaboralion p-oduced Portal. one of 2007s mos1 
cribcally acclaime<l tllfes. 

Wimers of the 12th annual IGF Awards wif be 
announced 0,1 stage at <he 2010 Game Developers 
Ccnfarence, Th.Jrsday, March 11. As you read this, 
norrnies are 1VOO<ing foverishly to Plft the fnal polish 
on festival builds. As tl'el day ctaws near we will p-0\lkle 
comp-ehensive inpressions o1 these titles on gamein· 
former.com. In the meantime. here's a, early peek at the 
IGF's tq:, co~ende<s . 

&I SIN6 to r>s.V g,Wit:itJIOlmCr.t:t)m/mag BS W8 IOIJ <HAI lrlt,/ie W!/1;-k l.ti1Cl1 J 
thlou.Jh 7, /eadtt9 W iO the 2010 GJme~ (;()me,enr;e, fhefe )'()(t 
w~v rird riJ! p,[Ni,,¥/S tJI aiv 20 tGF tifia»slS, ft) atttwn 10 a blcakdu,m OI 
the bk) WO'N.l!ll'S l1om ll'IC award show OIICIJ 1/te tcstbties wldrxJe. 



Top 
Contenders 
The contenders lor this year's 
Seumas McNally Grand Prize are 
diverse. leatunng Lile tnals and 
uibulalions ol a boy made ol 
meat a stylish 8-bit crime caper, 
and a game that explores what 11 

means to be a uue ·cock or war: 
INDEPENDENT 

GAMES FESTIVAL 

1 Trauma 
Developer: Kryslian Majewski Platform: Flash. Web BroM;er 
Release, 01 2010 
A point-an<I-CliCl<lliOOen Object llybrt<I, Trauma tells a S!Ofy of survival and 
recovery by a young woman fresh from a car accident that kitJed her pareots. 
Much like 1he process of healing, Trauma unfolds in fits and siarts. using a 
unique int81face or pl\Otos sb!Clle<I t~er in an unnerving~ surreal manne,, 
Discovering hidden Polaroids will trigger memories and teach the player 
how to mcwe Ihrough ltle envlronmenl 10 interaCI with key objects. There Is 
no single pall1 Ula! will lea<l j()lJ Ihrough Traoo,a, and j()lJ ,nu be cons1ant1y 
learning new ways to "play" the game. This can be confusing, but that seems 
10 be me point. Trauma Is a 1)()1,•e<ftl, shOrtfoml game run of metaDhOr and 
meaning, and lully deserving ol a few hOurs ol lnliYide<f attention. 

2 Joe Danger 
Developer: Hello Games Platform: TBA Release: Spring 2010 
Joe Dange, is one ol tile finalists vAlh tile highesl produelion value and 
poliSh- and tor goo<! reason. Developer HellO Games was tounded by employ­
ees who left behind sludios such as Criterion, Sumo, Kuju, EA. and Clinax in 
order to saliate u,e;r cJesire for moie crealive freedOm.A liglltllearted arcade 
stunt racer, stunlman Joe Dangers sill'C)le goal iS to impress fans and break 
records. Wilfl a massive libra,y of tri'.:ks to draw on, Danger will bunny hOp, 
wheelie, and flip tis way to tile finish line, ct<aining togelller COIOSSal oomllOS 
along me way. Trophies are rewarded based on player peifofmance, pushing 
you to lake oovantage of eve,y tick of Ille clock, eve,y second of air. and eve,y 
envif'OMlenial aid to nab lllal impossibty high soo,e. Joe Dange, is shaping up 
10 be ~111y. Sil~. and above all. run. 

3 Monaco 
Developer: Pockc1Y,aldl Games P1atf<>rm: TBA Release: TBA 
Monaco is a simple and salislying tribule to crime capers and Classic French 
heist movies. Set in a modem foonte Carta. players choose 1mm four difff4'· 
ent lhiof ciasses, eacn Ylilfl lheir OYln unique attribu1es. The Locl<smith, for 
e.x.amp!e, can lly 111f'O\igll I1)(:1\e(J ®'JI$ all'J open sale$ in a Dreeze, wnile Ille 
Hacker can shut dcwm alarms and security cameras en a snap. Each heist 
necessilales weighing riskSand reviards. Hablling a key item at each IOcation 
allows you to progress to IOl1ier heiSts. bul me real challenge is seeing it you 
can piltage each environment to its fullest without getting caught. Keep in 
mind - annoo guards, locked doors, and security cameras are ever-present 
10 Slall your progress. Monaco reaHirrns me JUywOOd OOSics: know Ille floor 
plan, map the patrol routes, mark the security cameras, and, as al'Nays, have 
an exit strategy ready. 

4 Rocketbirds: Revolution! 
Developer: Ratioop Asia Platform: Wei> Browser Release: Available lklv1 
Rockel!Jirds: Revolution! is a serious game thal doesn'l lake itseH too seriously, 
In ltle adventure j()lJ take OOfllrol of Hardil<liJe<j Chicken, the "original Cock of 
wat," "t<> spearlleadS a rebellion against dra00<ian penguin owessors. IA an 
attempt to weaken their iron•fistecl grip <Net AJbatropolis, ttarclBoiled v.ill run 
and 9IJfl his way to Yiclo,y, pausing on~ to SOive puntes and engage In willy 
bante, will1 his foes. The beauliful 20 environments and ltle tongue-in-cheek 
cutscenes make each scripted respite a treat. HardBoiled scrolls through level 
after level, unraveling a quirl<y myste,y and 13J<lng on lloslile avian enemies 
wilh an arsenal or ditte,e,rt weapons. Ralloop had a YiSion -afbeil an Odd 
one - and slayed true to It all the v,ay lhrough. Rockelbirds: Revolution! proves 
thal in lfle wood of avian ba<J<Jies, roosters reign supreme. 

S Super Meat Boy! 
Developer: Team Meal Platform: WiiWare, Steam, Retail (PC/Mac), 
UndisclOsed Console Release: Mid-Late 2010 
SUper Meal Boy is as bizarre as it sounds. 'llllJ play as a cube of sentiOOt meat, 
in love with a young lady made o1 bandages, woo is spirited away by an evil 
fetus in a ;ar wearing a tuxedo. tJot wilfing to rest on intrigue alone, Super 
Meal Boy is a comprehensive and punishing prauom,er develOped wilh mas­
ochists in mind. A simple set of moves {run, leap, and wan jump} are counter· 
balanood by levels that increase in difficulty at an alarming rate. Spinning saw 
blades. pits of lire. and poo~ of dirty syringes all equale IO instant deall1. Each 
level requires a steady hand and impeccable sense of timing to string together 
oombos, ,nm runs lasting less than 30 secondS when finai~ pe,feeled. O,e, 
20018vel$ are promised in 1118 finai version, lll<!alling fans ol old SchOOI chaim 
(Ylto can handle a borderiine infuriating challenge) wil find Super Meat Boy an 
cnttee worth consuming. 

connect 21 







24 

L 
ikeeveryyearbef()(e ii, the2010 
Consumer Electronics Show debuied 
a bevy of hol re,v lech'lologies. Bui 
lool<ing over the massive conven-
tion, lhe <WetWhelmlng trend of the 

year was home lheater 3D. Several companies 
IOUled rat()(•UU\ LED lelevisions thet sup-
1)()1130. with next-generation 30 capable 
Blu•ray players often standing a1 !hew sides. 
H8"\ly\v<ligl\ls Ike Discovery ChaMel and ESPN 
anf'<lUllCe(j cledcaled 3D progranming. But 
for every sexy devioo shown on 1he Las Vegas 
Cooverltion floe<. lhere was a goofy. """"'11ort • 
al:ie lool<ing pair of 30 glasses piaslered 10 a 
show aUendee's face. Selle<al mec:f,a ouUelS. 
incWing The AA!w York T,mes, expressed~ 
concerns aboul the lad< of a lrified s1andard. 
the high oost of 1he auto-Shutter glasses, and 
whelher consumers are ready for <>10lher tech· 
nolOgy leap conskl<lring many are Slill in the 
process of adopling lo HDlVs. Which poses the 
queSlion: Do we even care about havrg 3D n 
OLr homes? 

All of the majOr companies invesled in the 
lechnolOgy sure hope so. But tt's nol juSI the 
Samsungs and LGs of lhe wood trying lo woo 
you in10 the third dimension: several game 
p0blishers are also showing intereSI. JuSI faSI 
holiday. W8 saw the release of cinema legend 

JameS Gameron'sAvarar in !heaters. Where~ 
C<\JShed box office recordS left and right, and at 
home on Xbox 300 and Play$tation 3. where tt 
laled 10 cap1ure lhe auentiOn of gamers regard· 
less of being "built from lhe ground up for 30." 
But we camo1 lake one game as a sign lhal 3D 
gamng iS deSlined for fail.re. and some poolish· 
ers ike Sony seem genu'nely interested in trail­
blazing with 3D technolOgy. 

walking into Sony·s boolh this year, auend• 
ees were treated 10 several 3D demos. hatt 
of which were dedicaled 10 video games. 
The booth featured playable ve~ons of PS3 
games like MLB 10: The Show, Gran TuriSmo 
5. and &,pe, S1ardust HD. We tried out a• 
lhree demos. and each of them fell like a 
g.nmieky last-minute implemenlalion of the 
1echno10gy. While sttuations like slaring down 
a pilch from home plale in MLB 10 delivered a 
cool deplh·of•field sensalion. issues ll<e blurry 
user inlerfaces and camera angles lhal oon ·1 
jibe with 3D soured the experience. None of 
lhe games were de"'l4oPed for the lechnology 
from lhe ground up, so il'S Iough to tell hOw 
immersive the experience coukl be if someone 
pUt in the time 10 focus on 3D. 

NintendO, which didrl'I 8ltend lhe =· has 
been nun on lhe lopic of 30 even thOUQh 
lalented el<l)8rimenlers Ike .Johnny Lee have 

reverse-engineered the Wii 10 head lrack in 3D 
(with no glasses. mind you). Microsoft iS ready 
for 3D. but the company iS taking a wail•and· 
see a1ti1ude bef()(e commilling an abundance 
of resources. 'We're a f\ly 3D•capable oonSOle 
today." Miaosoft's Aaron Greenberg told us. 
·As consumers' tastes for 30 gow- and I don't 
t<ro<v what they are and what they win be -we'll 
(10III wilh thet. We're more focused on the here 
and now. and for us thet's Pro(ecl NalaJ." 

Regat<Jess of whether or not oonsumers 
are inte<ested in br'inging 30 enter1anment into 
their homes. a lot of money is being spenl lo 
market the idea. In1eres1ingy, this new trend 
seems 10 be at oddS ooh the moSI reoent fad 
in conSOle gaming - social gaming. Al lhree 
console manufacturers are highly invested in 
motion controllers and defivering highly acces­
sible social experiences lo lure the whole family 
lo the oonSOle. At upwards of $80 for a pair of 
bulky and uncomf0<1able 30 glasses. the cost 
of the 3D experience iS prohibitive. Plus. the 
age•old 30 queSliOn Slill stands: Ale you wiring 
to pul on a pair of glasses - and for some of 
us vision impaired gamers, two pairs - just to 
walch TV or play games? 

Yn,,,,(/1) )Wlilmkol 3(J1 !ic<Jfldolf lfl oorlotvms: 
g.,wneirtf.«meurxlVfolums 



HEL~O 
my name 1s 

Would a rose by any other name smell as sweet? Probably. But if lt was called 
the buttflower, how many people would be sticking their noses in n? The point 
1s names are important. even in video games. The history of a character's name 
can sometimes show us significant traits that character has and possibly reveal 
the creator's intentions. Join us as we explore the true meaning of the names 
belonging to some of gaming's most recognizable faces. by Ben Reeves 

PJ_.•f!i/R.. I \ssasst: 's Cr"e 11 
The name of Ubisolt's top assassin means "high Hying one· 
or "bird of prey" in Arabic. Altair is also the name of a siar 
in the constellation Aquila - Aquila being another name 
meaning eagle. Not coincidootly, Ezio (from Assassin's 
Creed I~ is the ltaian form of a Grook name that also 
means ·eagte. H However, the name of the man reliving the 
memories of both men from the future is Desmond. His 
name literally means ·a man from south Munster.· Maybe 
he got lost and ended up in the wrong game. 

e.Ar•f"<:?l"{f\ l."11 l, lcill 'lS} V,11 
The annoying stuffed puppet from FFVII is a refe<ence to 
an anciem fairy creature found in ScolliSh mythOIOgy. A 
Cat Sith is said to resemble a large black cal with a whtte 
spot on its breast. Legend tells us that this specter is a 
cf,sguised witch. and I\Jmors hOld that it still haunts the 
Scottish Highlands today. If that creature had been in Final 
Fantasy VII. we might have actually used it. 

ef-iR!<:? ~IU,.J) !ResiJ,,nt :vii sr· .--~-) 
Christopher is a late Greek name meaning "bearing Christ." 
The name was used by early Ctvistians as a metaphOr 
expressing how they carried Christ in their hear1s. Redfield, 
on the other hand, is a bit redundant. It OO<ives from two 
words, the Olde English ryd meaning ·a cleared area suit• 
able for agriculture,· and field, another old word meaning 
·area cleared for agriculture.· Ch~s Redfietd·s fun name 
could be lite<ally taken to mean to carry across fields of 
fields - symbolic perhaps for all the back1racking he dk:1 in 
the early entries of the Resident Evil se~. 

ef-iVN-U 1s1re r gh , %t1e~1 

In Mandarin, the name of capcom ·s leggy femme fatale is 
II 81!. Chun (II) meaning "Spring", and r, (II) meaning "beau· 
tiful." In other words. Chun-Ii is a young grl filed with the 
beauty of Sf)ring. Maybe capcom Should have oonsider8d a 
different name, like 0/J·Kw (;II: M}, mearing "large thighs." 

'fR#J(!J<:? !Lei ,1 [Je;1dJ 
Most of the cast from va1ve·s co-op shOoter 
have names appropriate for a zombie apoca­
lypse suivivor. Bill. for example. comes from 
the Germanic name Willatlelm, which was 
composed of wiJ, meaning "will 0< desire," 
and helm, mean·ng "helmet or protection." 
Louis derives from the Germanic name 
Ludwig, which means "famous warrior." 
Zoey de<ives from an old Greet< word 
meaning ·Itte. • Francis, it seems, is the black 
Sheep. Francis is the English form of the Late Latin 
name Franciscus, which lite<ally means ·Frenchman." 
Frenchmen? Proof lha1 Francis was the weakes1 link. 

MAR!O (ha ol Nmt<>, lo's , ~url 
The POpular story is that Mario was named after 
Nintendo ·s U.S. landlord during the early ·sos. However, 
the name Mario is actually the Italian form of the name 
Marius. which means "child of Mars," Mars. of course, 
is 1he ancient Roman god of war. Mario's brothe< Luigi 
is no slouch either. Like Louis from Left 4 Dead. 
his name is the Italian version of the German name 
Ludwig, which means "famous warrior.· Maybe he 
was switched at birth. 

Zf.U)A 11,egc 'ld of Zf ,Ja se, s) 
The name Zelda (alternately Selda or Segula) 
migh1 not be used much any more, but 1his old 
Yiddish name means "blessed, happy. or lucky." 
Considering how often this chick ge1s kid· 
napped, maybe it's time she changed her name. 
May we suggest Te<ah? II means "easily fooled" 
and "old goal." 

ro see mete d (J(/1 fawxile m:uaaers and the meaning of thek names oo 
to gamt/l(ltamer.ccmtmag 
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WHERE ARE THEY? 
Not swo wllCtO 10 find these 
features? Follow these steps 
to find the parent~l controls 
on eacn of lhc three oonso?cs-. 

It's Under Control 
Family controls give parents tools to keep inappropriate games out of kids' 
hands. But are they easy to find and set up for non-gamer parents? by 1err Cork 

T he other day I asl<ed my v,,fe to imagne 
1hat O<S house had fallen into a time 
llinnel and we were s,rjdeny the parents 

oJ two young teen boys. She didn't run scream· 
ing out of the house. which was my mial fear. I 
then told her that we were concerned about our 
hypothetically aged kids ~ exl)OOOd to those 
darn M•rateo games, and It was LP to her to 
aocess and ac:jus1 the parental controts on our 
PlayStallon 3. Wii, and Xbox 300 so that such 
content wood be blocked. Fortunately. she's 
no<hlng d no, palien,. Sometimes. 

She'd hefld a few vag.,e ttings about family 
settings on the consotes. but there hadn't been 
any real reason t0< her to mess arcund wrth 
them, lhe last tme she'd even spent time with 
a game was 1vi1h Alias on the Xbox, so It'd 
been a while. I figured she was as good a teS< 
stbject as any fer my littfe plan, Cculd some­
one with the interest, but not necessanly the 
know-how, eas'ty f,g..,-e out how to aOC€SS and 
set appropriate content limits fOf their children? 
The answer, as I'd find Out, was a rescunding 
"Knjof!" 

Nintendo WU 
She S<arte<:S cut 1vith the Wu, since she 

thought It wculd be the easiest rut to crack. I 
didn't lel he< loek anylhing uP online, because 
1hat wO\Jlcl have been too easy. The triekieS< 
part tor her was finding where the settings were 
gOUj)ed. From the<e, ii was a preny simple 
fide (as ii turns out. this was a preny con-.non 
theme. See the sidebar tor the locations of each 

consote's family settrgs), All lh'ee consotes 
allow parents to restrict games by content. If 
a user tries to access SUCh restricted content, 
they'll have to enter a passcode (set up by the 
parent) to p,ocee<:S. The w, has a Web b<owser, 
and parents can alSo choose to limt access to 
the Internet as we I as the coosole's news d1an· 
net Paren,s can also choose to timlt the use 
of W■ points. to prevent kids (or spouses) from 
downloading content and spending money in 
lheprOC<lSS. 

Overall gmde - B 

Xl>ol<360 
Microsoft's Xbox 360 interlace was rede• 

slg,ed to make the system mote aocessible 
to non-gamers. Judging from how quicl<ly my 
1vi!e f0<ro the tamly settings, I'd say they svc• 
ceeded. tn addhion to garne content, parents 
c~ adjust the settings for TV shows, videos. 
and m0<'i8S. Patents can also bloek Xbox Live 
0< s0<ne oi the syste<n's c~tions tu"<;­
tionallty. Perhaps the slickest feature is Its family 
timer, v.tich lets parents dote out minutes of 
playtime tor each account holder. Once 1he timer 
is out no more games. It's a si~ and effective 
way of fimtting gamng tme Iha.I SID gves kids 
some measure of contrct. 

Overou gmde - B+ 

Pla:,Slatlan 3 
The FtayStaoon 3's controts were probably the 

tncklesl tor my wife to handle. They weren't easy 

for her to Hnd, and Sony's way of hancfng restric­
tions is a lr.t!e strange. Rather than have parents 
ChX<Se approptiate ratings for thar kids, Sony 
has parents select from a sl,:tr,g scele of 1-11, 
with one haw,g the t,g,test controls. Theres no 
easy way to understand what these nurnbe<s 
ro-re!ate to. and even Sony's Web site JSn't that 
helpful (we Cheateo afterward). Expect a ittle trial 
and error. The PlayStation 3's or'line aocess can 
be messed a bit wrth third-party mering software 
(a,'lllable fer less than $25). which gives mote 
flexiblllty 1han 1he Wil's simple on/off sotution. The 
PS3 also lets parents set spendng hm1ts for kids 
on the P1ayS1ation Network. 

Overall grade - C 

Ultmately, my wi'e did a great Job. She was 
able to tweak three consotes in less than an 
hour. and our make-believe teen sons e<e lhe 
better fo, her having done so. Sony's sliding 
scrJe was a scuroe of tn.,;tration, but she POW· 
ered through 1t. After spending time whh the 
parental controls. I'd like to see more ftexi>l,ty 
overall. Having restric•ions based on ralings is a 
good stet!, but parents Shaud be able to make 
exceptions on a game-by-game basis. Halo 3 
might be perteclly acceptatxe t0< a kid whO's no1 
quite ready tor a Grand Thefi Auto. 

As garners grm•1 l4J and have families of their 
own. I expect 1110(8 parents will tal<e advan1age 
of these kinds ol built-in settings. They're easy to 
access. even for parents who don't play games. 
and they're a good saleguard for when kids are 
playing ..-.scpen,ised. 0 
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Xbox Live Arcade gets three 
new exclusives, and l\~fflh•hiOOM 

has been roinllented for XBlA, combining 
lamiliar dice•rOlling world domination w~ ,_ 
animations for the five outlandish !actions. The 
family-friendly ti1le adds new components to the 
standard rules, but stl $8lV8$ as a cool way for 
parents to introdJce the game to their kids. 

WiiWare COmeS tO by Mau Mi/lei 
Rage of the Gladiator is an intriguing new 

W.Mlare ti1le - lhe first I'm aware of that uti• 
lizes W.i MotionPlus. Take Punch·Out, blend in 
weapons and a fantasy a,ena, and you h&Je a 
good understand'ng of Iha game. Swinging the,r 

T 
hisyear'$2010Consumer 
Electronics Show b<ought us lots 
of news about 3D tech and tablets. 
but M~osoft also snuck a CO<JP1e 
very cool ,_ downloadable games 

into the mix. The fi'st is Toy Soldiers. an action/ 
strategy hy1,riCI del/eloped by Signal Studios 
that Mictosoft oonsiders cne of the big teleases 
headed to l.i\le Arcade this year. Playera join cne 
of two ntialU'e toy armies on either side of a 
Worid war I n>:>del dio<ama as they lglt actOGS 
the wooden and plastic landscape. Players can 
contrOI the 50 different unils in the game from a 
strategic ~ pe,spective, or commandeer 
a unit on the field and join the fight for some 
third-person action. That includes the squads 
of antique toy sokfers. but also more clestruc• 
till9 units like zeppelins, planes, and tarl<s. Go 
head·to·head with a frieocl in five cifferent maps 
us1rQ spit-screen and Xbox l.i\le, or sharpen 
y<,., Skills in the tower defense Sfy1e single-plaYl!f 
campaigl. My early glimpse at the game has me 
pretty stoked. 

Mlcrosoft's olhe< big Live Arcade amounoo• 
ment also defies easy gem, classification. 
Created by N+ developer Stick Entertainment. 

Scrap Metal is a top-down racing game in the swords and defend'ng with shields, players take 
Sfy1e of RC. Pro•Atn with serious action game on 10 boSS fights in sequence, each requ rilg 
overtones. Custom rides are a big focus for the its own tining and battle strategy. You can ga,, 
game. which incl\Jdes 60 singl&-plaYl!f racing access to over a dozen crazy finishing moll9S. 
missions. There are '!'!'"""!""""l'!' from creating pillars 
rrusde cars. buldoz· of fire that engulf your 
ers, alrboats. and foe to causing a solar 
monster trucks hidden eclipse. A lot of atten· 
amid the 20 U'lique lion has been paid to 
"8hicle options. The nailing the animations 
\1$hicles are strapped so that monsters 
with absurd ,veapor,y respond to your dis· 
like flamettrowers. tilct s,.~s - a tea• 
Charosaws, and rocket ttxe that'$ especially 
laulchers. Multiplayer cool when utilizing 
modes include King of the Hill and Demolltion MotionPlus. If you·re stin in Iha dark ages of Iha 
Deroy. plus a GTA-styled SuvMlr mode whete original controler, worry not: the game worl<s 
playera must t,y to complete laps under the without MotiorAJs as well. 
o.ress of an increasi'gy intense police chase 
featunng cop c..s, choppers. and even tanks. 
1'119 yet to get my hands on the game, but I'm 
already matl<ing it as one to watch as we near its 
spring reiease. 

Risk: Factions Should drow fl strategy 
gamers who don't mind a C1tle kooky l'lJmor 
ttvown into the mix. The classic bOatd game 

,., __ .,_and_,_ 

ln lhlsmcnth'$1$$w,tea</()Ulf)(S't'iewo/Aleg3!.fan ,oonp. , ,, 
/lfl/1"'!.?J!<Ofl,,,.gtanl/f)IW- /Ct l/l/S,-:,,1-• 
denlG.tmeS FeSlNaf en p, 20. at/lat ooestl't r111 fOO( QUd&. ClliJClt 
M tll ,pmeinl~met.ccm/lTIJIJ to le3m which d<)HnlQJdJl)le(JJffleS 

a,e feleasinf} etYJty 1wtek 



PlayStatlon 3 
1b aocoos the paren1a1 set• 
tlngs on the PS3. first scroll 
over to Came Settings. which 
Is on LllC letl side of Ute main 
menu. Prom there. mQlffl: 
down 10 securtty seuiogs. 
You'll be prompted to enter 
a password before you can 
make any dlanges. 1be 
default iS -0000." but )'<)U11 
pcobably want to Chango 
it. Once you've entered the 
password. yOu're lree 10 
mange game scnlngs. DVO 
settings Md more. 

Wll 
First. go truo the Wi.l settings. 
which are aooessed by press­
ing the Wti buuon ill the Wii 
Channel menu. ·rtten select 
Parental Controls on the sec­
ond pago of SOllln0$. You'll 
neecl to create a four-digit 
PIN and $8CJ81 QU(!$:tiOn to 
proceed. f'rom there. you can 
mange the various settings, 
incluCIJng access to games. 
online oontent and more. 

Xl>ox360 
From the My Xbox pane. 
move to the System SO!li.r\gs 
over to Ule right. 'lben move 
to Family Scuings. Consol& 
Controls. As with tne other 
Sy$ferns, you·u have to create 
a passcode and pasSCOde 
reset question. The 360 is a 
bit dillr,UOJU, slnce 11\C eodo 
is J>aseel. on the controller's 
buttons inStead or PIN. Once 
you·tc ln. you'll be able to 
adjust acoess to games ancl 
DVDs aod. se1 up gaming Lime 
timlts it you're interested. 

Wii 
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Blood Gulch - Halo 

0 PS 1\1 AV \tlA 

Dust Counter Stnke 
Arguably the most played mult1player map ol all ume. Dust 
is the lace of Counter Stnke. rrom its place in competi 
tive gaming to the countless hours spent at home playing 
against the ·1337• ol the world. this simple-to understand 
yet ,mpossible-to-master map is lilled with natural choke 
points and will go down m history as one of the corner 
stones of multiplayer development. 

Crash - Call ol Duty 4: Modern Warfare 
This map lrom the 01igina1 Halo was so IX)llJlar that Bungie remade Wllh a doYmecl helioopler in the - to fi11t over, Qash presents 

a heell: ltban battleground that delivers a chaotic Black Hawk Dorm 
feeling """'I time. Whether you fild )'OU'sell spawning in the three• 
$10f)' boiling OI at the shop down the street. h!n1yWa,d's Slardout 
map keeps the frantiC action lront an<! center. 

it for Hal<> 2 an<! HalO Y/3/S The giant open battlefield wit!\ two small 
bases at either end giYes Mlbitious l)la)ers an awe500le "cllarge the 
enemy" mentality ooen they si;,a1'lll, while snipers haYe perches along 
the ooge ol the mountailsk!e lhat e~ the map. 

Lost Village - DeS811 Combat 
The fist time playing Lost If !age mod fOI 8att!efield 1942 is like 
watelllng an ept l'<a/ fim. (),e team stallS on the ooge ol a laJ<e. On 
the orher Side are the enemy team an<I the_, ot,jeclNeS. The 
only SOiution is 10103(! up the Btad<llawl<s ,,,11\ troops an<! go 11 9tl'IS 
btaZing Trauma Stwlos. the maJ<ers ol the POPUiar mod. -1 on to 
fOlffi Kaos Studios an<! release Fron!ll>eS Fuel ot War. 

Wake Island - Battlefield 1942 
The island map to rule 11\em an Its lamoosh<rseshoe shai,e creates 
a teetet•toner effect IOI game(iay flow 11\at mal<es ~ a Cllallenge fOI 
one team 10 maintarl con vol ol the flags, even ii ihe'f convol the 
tanl<s an<! planes. This~ map hasn't IOSt arr, glamour since its 
Oliginal release in Sattlefield 2, an<! ser;,ng as tllecrea!Ne impetus for 
8attleflelcl 1943. 

2Fort - Team Fortress 
One ol the fOOS1 beloved maps in PC gaming, 2fon delivers the 
ultimate base vs. base gameplay. ll'hlle bOth teams· COf1'C)lexeS have 
mcltiple entrances an<! exits, the real battle always ends up on the 
bridge between the 11\0. Teamwa1< is the only foclprool strategy. 

Facility - GoldenEye 007 
Let's be - here, you bought an N64 fcr ~ ­
eo£ye. RaJe made consde multiplayer a reality l'fil'f 
before HaJo had a spark ol lile. Whed\er you play 
slappers orlY °' ca11 ine ·No Oddjob" rue. Facility 
is the "1imate map 1011' yoor bud<fies to shreds. 
£specia1ty ,~ti\ pr0>rimity mines. 

Strike at Kar1<and - Battlefield 2 
Looo,ng uP a 64·1)1a),!r malCh tor tie fi'SI time on 
Sttikeat Kal1<Md nms gan-asdrocl alCMJI lheir 
~dS.Pdi'ganM!At tali<doontheSlteet 
tal<i'g flag atoor flag er bum rUShi'g the i:oos on the 
rut:skirtsof town ne,er getsoli The s11eer "'3le Ci ine 
"""'-v.liellcontar1Sasmallcity, Yi11aQe OUll)()St, and 
large~ cr05Si'g- is S1il irro'essl.e to !tis cl!y. 

Calypso Casino - Raiooow Six Vegas 
Given the large amount ol breach l)Oinls on this 
map, no one·s safe when ihe'f're guarcr,ng the 
caypso C3sh:>. Wheeher it's the attacking team 
repelling through the Sl<)llght, laJ<ing the stait~ OI 
even using the e!eYator shafts, this map gives the 
defeo<J,ng teams paranoia and a sense that the 
bulle1s cru1d slatt flyl>g lrcrn 311y1-.nere. 

Tokay's Tower - Quake II 
The ultimale map lcr haidcore Quake fans. Just 
i,ab a rocl<et lamcher and it's on. Tokay's Tower is 
a $lli'al of death filled 1wt11 eXl)lodrQ miSSlles an<! 
oclorlul•but•deadly rall<pl vacers.I1 you dorl'I fall 
10 your death. then you'll mosl!y likely get rod<ed by 
the S!)lasll oamage ol a QUid<•moving roe. 
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,---------~--------; Escapeonhelcol)le, 1------i~ 

Activaltself• 
deslruclwtlile 

vnlalnlsdlstracled 

This Is 1JOooO. rm 
goiflg 10 make a -
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y 

YOU ARE DEAD! 
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Is Duke 
Really 
Dead? 
A :c;Jal cxpcn secs a sliver lin:nq m 

:n fl.caln:s' SL!Cl !Cl c:]CJSllfC: ' :.· 

F 
o, over a decade. lhe name 
Du<e Nukem was synonymous 
wilh the mosl delayed game 
in hlslory. Lasl year, however. 
the franchise 901 a second 
black eye from the legal battle 

between Duke owner/developer 3D Realms 
and publisher Take-Two lnleractive. While 
Iawsui1s ar>d 3D Realms laying off its entire 
developmen1 slaff appeared to be lhe dealh 
knells for Duke Nukem Forever, these fac1ors 
could be jusl whal's needed fO< lhe game 10 
finally see release. 

Take• Two lnler~live ar>d 30 Realms' 
P<Jlllishing agreemenl is nearly a deeade Old. 
Due to 3D Realms· massive haul from Duke 
Nukem 30 ar>d olher projecls, lhe company 
was able 10 devefoP without oulside money 
fo, years. In 2007, a con1rac1 was drawn up 
10 iransfer $2.5 million from Take-Two 10 3D 
Realms. This money is due back on Oclober 
22. 2012. So ,,my are lawsuils ftying arour>d 
now? Negotialions for further fu)(fug broke 
oown in !ale April laSI year. On May 6, 30 
Realms surprised the gaming co,nmunily 
(and Take-Two) by laying off nearly lhe enlire 
develol)menl s1aff wo,king on Duke Nukem 
Fo,ever. Le$$ uw, a week laler. Take-Two 
filed a lawsuil againsl 3D Realms. Both skies 
clecfined lo commenl on lhis sIory. 

Two Sides 
Take-Two sees 30 Realms' studio clOMQ as 
defritive proof !hat the developer has no inten­
tion of COO'l)leling ONF by lhe 2012 deadline 
and wan1s Its $2.5 ml ion back plus interest II 
also clains ~ has 1he right to develop lhe oon­
sole versions of the game as part of the 2007 
oontracl. and wan1s the PC source code in 
order 10 (lo so. Addilionally. Take-Two requests 
payment to, all ol the losl lJ(olilS lhal ii would 
have made ltvough lhe release of DNF. How 
much 1'/0Ud lhal be?Take-Twodiol'I specify 
in Its filings. "That is really a cloey area: says 
Merch!wll & Goud inlelleciual property att0<· 
ney Eric Chad. ·1 dOn'I particula,1y think lhal's 
someth'ng they'd be likely to get, because 
who's to say after 12 years lhal what the IJ(Of4• 
abtlily would be?" 

3D Realms argues in a counler-claim lhal ii 
<loesn'I owe Take-Two aoent until 1he 2012 
deadline. 3D Realms also says It ,_ agreed 
to P<Ollide source code. only the objeet <>Ode -
mo,e commonly known as a gold maslet disc -
and that Tak&• Two has no righl 10 develop a 
console version of ONF unli 1he PC edition 
is released a1 retal. Furthermo,e, 3D Realms 
accuses Take-Two of canceling a game called 
Duke Begins. which Take-Two had oontraeled 
out 10 Bo,-def1ar;js developer Gearoox. The tille 



was supposedly we for release in mid-2010. 
30 Rearms claims that Take-Two is purposely 
shuttir-g this game down so tllat the studio 
cannol earn any royalties. and theref0f8 may 
eventually have to sell off the DtA<e Nukem IP 
for ct,eap to settle the debt. 

All of the argcments in this case are hinged 
on the elJsive 2007 contract. ·Some of the 
mystery SUTOU1ding the 1"1ole Pssuel is that 
the contract hasn't been made P<Jblic: Chad 
says. ·1 ooo·t know what the reason is, but 
tt's not ~he or on file with any of the courts 
IJ<)blicly. so it's hard to say what exactly the 
conllact says: 

Possible Outcomes 
Chad speculales tllal ff 61/1l!Y1hif'Q goes Take• 
Two'S way, tt WOUid get the $2.5 rriion. the 
scurce cooe. and the option to develop and 
l)WliSh at least one Duke N\Jl<em console 
game, 'The only IV&/ realy that Take-Two COUid 
gel the IP 1,ould be if 3D Reams sold it to 
them. and there's nothir-g aI law lhat says 3D 
Rearms has to do that: Chad S&/S. ·M~. 
if 13() Realms needs! to file for banksuptcy, the 
court may force them to sell their assets Ike 
the IP on the Duke Nt.l<em frMCl>se and then 
Tat<e-Two WOUid be probably one of two other 
l)WliShers that COlJd afford thOOe rights. with 
maybe EA and ActMsion. AA extra wrench is 

thrown in there as well - no matter who buys 
the rights. Tat<e-Two has the right to publiSh 
the next game. So they might be the only ones 
interested in buying the rights." 

3D Realms claims that even though tts 
internal development studio has closed down. 
work on DNF continues. This seems to l)Oint 
to a contracted third-party clewloper who 
would puSh to finiSh off the game by the con­
tractual deadr.ne. ·1 tl'iri( that is actuaJy in my 
mincl what 1,oulct probably be the most palat• 
able SOiution for au the parties,· Chad says. 
"A IOt of these sorts of contracts wl have a 
clause fil<e '3D Realms can't license away or 
assign their rights to clevelOp unless Take· 
Two approves.' Although, at this point. I don't 
know why Tal<e•Two 1Y001ctn't approve of tllat 
because whatever they're going to make from 
Duke Nukem I would guess it stands to be a 
IOt more than $2.5 minion.· 

·There are a few dockets 'n fede<al court 
that are considered rocket dockets tllat get 
cases done very Quickly. The southern district 
of New Yolk is not one of those,· Chad con· 
tinues. ·1 would guess that n the parties aren·t 
able to reach a peaceful resolution tt could 
easily be 2012 or even 2013 before we have 
any idea what the court is going to do if the 
case ends up going to trial.· 

30 Realms is c1earty at a dsadvl¥ltage 

1..tien it comes to awattir-g trial. •30 Reams 
has Shown they don't have a IOt of assets. It 
doesn't scund like they're at least immediately 
ableto paytllat 2.5mil ion back to Take-Two: 
Chad S&/S, ·rm guessing that litigating this 
case to the encl with a big company Ike Take• 
Two would cost at least that $2.5 ml ion. It's 
definitely n their interest to settle the case and 
reach a resokrtion. Md civil lawsuls almo$t 
always do settle in one form or anou.ir. Rarely 
do they go totna1: 

Settling WOUid [il<ely lead to IOadS of money 
for both Take, Two and 30 Realms. and~ 
1\0Ul<I finally grant garners' wishes wortdwide 
with a legally agreed upon release date. At 
t<nes, however. anou.ir lactor becomes mere 
important than ar>t pile of caSh. ·Sometimes 
yoo'II get two OOIT'4)Mies that i,Jst hate each 
other and~ of whether it's in thei- best 
interest to settle the case and ligure out some 
non-court remedy. They want to win rather than 
compromise: Chad S&/S, "Maybe tllat WOUid 
keep them from COO'l)l'()Cllisir-g, but I tl'/ri( that 
in this case a oornpromise WO\Jfd be the beSI 
thog. 3D Realms ,\'OUCI keep their IP, but Take­
Two would stl get to Pt.Jblish a game: 

■ 

■ --= 
TidBits 
run !'acts About MAG 
by Zipper lnteracuve 

• In October's clo$ed beta period, 
mere than 534,000 m,les we,e 
~aveted tlJ' l)laye<S each v.eelt 

• Thete were mere than me mil· 
lion dowrloads ol the laSt open 
Beta~ I~ 4 - January 
11) 11aldwide. 

• A player aclliellld 42 knife kills 
in me 20 minute round. 

• The most experience gained in 
cne 20 minute Domination round 
was2,473XP. 

• Senk( corrm.r,r1y man-
ager, Jetemy ~ loles 
the Incredible HUik. He has 161 
action figure$ and 24 super hero 
SlalUeS solely of the Htlk in his 
office. 

• The rerdetilg team oo-.e 
corisumed o,er 1,400 dorl/ls. 

• The<e were 52,846 Squad 
leaders, 10,249 Platoon l ead• 
ers,and3.18t OiC'sdurrg MAG 
Bela 5. 
• Pizza was ordered 78 IJ1leS in 
2009 totaling 768 p,zzas tor the 
year. o,e, 60,000 Slices ,~re 
corisumed rM!rall durrg the 
develOpnentofMAG. 

• Coffee coosumptm in the Zip­
pe, olfices increased 43 percent 
in 2009. 

• 24 babies h3l<l been oom to 
Zipper staff <lring me develOp­
meot of MAG. 

• llf)l)Of ordered more than half 
aton-1,020poulds-ol fruit 
in calendar year 2009. 

• More than a billion virtual 
rounds v.ere fted dl,(ilg me 
beta. 

• Modern games ate ooml)lex. 
ff)'OUfincl a bug in MAG, it's 
despi:e more than 69.000 
mM•hours ol Quailly-assttance 
leSlilg. 

• The computers at l - head· 
<1,latte<S spent <:Nfil 5.000 hours 
11.ming pogrammer-writteo code 
into machlle taro,age <Ner the 
course of development. 
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Trek for Trek Fans 
Star Trek Online nails the fiction, and keeps the focus squarely on the existing fanbase by Matt Miller 

C ryptic Sludios has journeyed into the 
tun-...tuoos universe of ricensed MMOs 
befo<e. but Star Trek Online is its most 

ambitious outing. Star Trek has 40 yoors of 
histo,y behind it and a de<icated fanbaSe that 
practically defined the concept of a cult fot­
lowing. The challenge of establishing an MMO 

"Star Trek 

Online has a 

lot of smart 

ideas, and the 

best of them is 

providing varied 

gameplay to its 

players." 

under tr.s intense scruliny 
is apparent, but Cryptic has 
embraced the inherent oppor• 
tunity as well. After dedicating 
dozens of hours to spaoe 
exploration in the nearly com­
plete beta. f ha\18 no doubt 
the developers have brought 
a deep and abiding love f0t 
the Star Trek fiction. char• 
acters. Ships, and unverse 
10 the table. They've also 
created an original gameplay 
experience qu~e apart fr001 
other MMOs on the mar1<et. 
Whether the game is ready f0t 
prime time - well, that's a dif· 
ferent sto,y. 

Star Trek Online has a lot of srnM ideas, and 
the best of them is providing varied gameplay to 
as players. The game has mul~ strata. On the 
largest scale. players warp across the galaxy 

in the map-like sector spaoe. Flayers can set 
a course to move across light yoors of space 
in just a few minutes, d\King which they can 
improve skills tr001 a menu. sell invento,y tterns, 
and apply new eqtiprnent to their ships and 
crews. Reach your destination and you·n enter 
system space, where the meat of gameplay 
r~. Players can explore asteroid belts. blow 
up Klingon battle cruisers, and scan anomalous 
energy reaongs on the planet surface. When 
the scans coo,e up inconclusive. then you·1I 
beam down wtth an away team to engage in 
ground exploration and e001bat. Between these 
constantly shifting gameplay models, players 
are rarely caught in a rut of hallir,g done the 
same things fo< hours on end. 

Variety also arrives via Cryptic 's specially -
cus1001ization. Fr001 era~ an original galactic 
race to altering the shape and color of your 
snp, the game offe<s myriad ways to shape 
tt,e aeslhetics of in-game avatars. More sut>­
stantialy, your ct-oice of sl<ills, equipment, crew 
assignments. and ship classes create increas­
ingly diverse and specialized player charalClers. 
Cryptic has also spltt up the styles of play 
between the two major game factions. Interested 
in PvE slo,y missions. cooperative Heel battles, 
and expf()lirG the galaxy? The Federation is fo< 
you. Care to specialize in PvP, cou,ting up kills. 

and expancing terrttory? The unlockable Klingon 
Empire is right up your l!lley. 

Of the different gameplay modes. the ship 
coo,bat provides the most engaging experi• 
ence, no matter your faction. Deliberate, naval­
style battles demand careful asset management 
of rechargeable abillties and an attention to ship 
facing, speed, and power --Tlls is hOw 
Star Trek ship battles should be handled. and 
It only gets m()(8 fun as increasingly coo,plex 
ships oome under your oommand. 

The same can't be said f0< the ground game, 
On-foot bal1Ies are usuany a matter or running 
IIYough comdors, pausing to tap yru, weapon 
fire button unti the enemies fall down, and then 
mow,g on. Missions feel too sirrila< to each 
other, and the objec!M>S are often unclear 0t 
'""3rked. I like the feel of constant phaSer fire 
and charging enemies. but the battles are rote 
when enemies al act the sarr,e way. Deeper, 
more c001plex quests, an increased focus on 
strategy and oover, and more abilities for your 
main c~acter would all go a long way lo 
improving these sections. 

My other concern coo,es with a majO( caveat: 
As of this writing, lhe final game hasn't gOtie ive. 
and won't fo< another week. So when I say that 
there are a lot of techn'!C81 prObfems plaguing 
Stat Trek Oine. my WOtds have to be tempered 

by the knowledge that at 
leasl some of them wl be 
resolved in the ooming days. 
8ul al of them? Not 8\'<l(l 

Scotty has that engineering 
M◊'V-hOw, As It is, early play· 
ers shO<.id resollle themselves 
to some persistent bugs. Ila· 
ance issues, and unpolished 
content in the early weeks. 

Despite the prOblems, 
I'm cautiouSfy optimistic 
about Star Trek Onine. 
It's a game that knows its 
aucr:enoe and emb<aces It 
whole·hearle<ly. Non•Star 
Trek rans wit scrateh their 
heads and wonder why 
their buddies are so excited 
about choosing starship 
nacelles - they won't even 
M◊'Y What naoeleS are. But 
fOt those who do. this game 
is a treasure tlolle. propel• 
ling the sto,y of or,e of the 
longest l\.m"9 and belo\/ed 
franchises in sci-fi t.stoiy into 
a new generation. ~ 
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Sony's Head of Worldwide Studios Touts A 
Creative Approach To Game Development 
Sony Computer Entertainment's senior vice president of product development, Sl"11!:i1 Yosl.lda, oversees the com 

pany's internal development studios. We recently spoke to Yoshida about Sony's game development philosophy. 

the new motion controller. and its 3D gaming initiatives. 

You have a couple of games coming this 
year, Heavy Rain and the Last Guardian, 
that are very innovative but also commer• 
cially risky. Much of the industry is turning 
away from more unique projects like this. 
Why are you willing to take the risk? 
The culture we developed under SCE appreci­
ated and suppoited talent whO had a vis,on, 
IJ<e Kazunori (Yamauchi!. 0< David Cage. 0<, 
Mex lEv..-.s) and the people at Media Molecule. 
We get genuine pleasure from supporting these 
people. We want people that make games to 
be wel respected and well known. Our 0<igin 
was a joint ventl>'e between Sony Md Sony 
Music. so a lot of the thinking came from how 
the music indust,y WO<ked with the musicians 
and talent. That kind of cuture has been shared 
among all OU' te«ito<ies Md Studios. f>S games 
beoO<ne a bigger investment. 008 faiure can 
cost a COIT4)3ny tens of millions of dofla<S, so 
it's tr\Je that ~·s becoming a more institutional 
effort. 8u1 stll, at the e0<e ... there is a natural 
understancfug and appreciation that very taf· 
ented human beings create these games. 

You've made a push to create new internal 
IPs for this generation, but is there any 
thought to bringing back some established 
brands, like Twisted Metal and Syphon 
Fitter, on the PS3? 
Actualy. this m0<ning I was listening to yo<>' 
f)Odcast and I smiled when SO<neOne men­
tioned in the predictions segment that Sony 
should b<ing back Twisted Metaf and Syphon 
Filter. It's an honor to hear those scrts of 
requests. We always talk about these thngs 
amongst the management group at W0<klwide 
Stuclos. We oo68lle that when we launch a new 
platfOfm that Ws an excellent oppo,tlrity to 
launch a new IP. 8ecause k's at the begin,w,g 
of the platfO<m, the number of games is i mited 
and ccosumers will be more wiling to by new 
IPs. How&M. we have existing IPs 1ve'd lil<e to 
8'IOlve as IOng as they are based on new ideas 
from the studios and rec:µ,sts from the con· 
sumers. After many years in the ilclust,y, 1ve 
are lucky to have more IPs to WO<k on than we 
have resoo..rces. 

You recently released the God of War 
Collectlon for PS3. In retrospect, do you 
w ish you had held God of War II back to 
release it at the launch of PlayStation 3? 
IL.aughSl Well. while 1ve were developing God 
of War II. I was the head of the U.S. stuclo 
goup. We had a lot of debates abou1 it. actu· 
ally. I always firmly stood by keeping k on PS2. 
Many people, incluclng marl<etilg, suggested 
that maybe it shoU<:1 be moved to PS3. What 
I befeved was that God of War II 1VO<Jd be the 
best•selng and best game of the year. We had 
always seen that, at the launch of a platt0<m. 
the developer has to spend a IOt of lime becom-

Ing familiar 1vith the platform and software tools. 
Tecmical issues take up a lot of the develop­
ment. perhaps leaving less lime f0< realt,, polish· 
Ing the game. Towards the end of a platfo,m is 
when you see really great games. after develop­
ers really begin to understand the hardware. 

In the God of War franchise. I saw an oppo<· 
tunity f0< the Santa Monica team to e0<nplete 
their vision fo, the second game on a platform 
they totally understood. That was my argument 
and the company and team suppo,ted it. I'm 
very happy with the result. So to yr:,.x question. 
I have never regetted the fact that ,ve released 
God of War II on PS2. 

You are very supportive of Polyphony 
Digital and have given them what seems 
like almost unlimited time to make Gran 
Turismo 5. Obviously, they want to make 
the best game they can, but from a man­
agement perspective does it reach the 
point where you say enough is enough? 
[Laughs! Wei. ~h developers like Yamauchi­
san. ~ may look from the outside that they 
don't care ij they spend as much trne as they 
want. but they really do work hard lo get the 
game done. They wish that they could release 
these games more frequently. Sut because of 
the pressure they put on themselves. they have 
been doing the best that they can. 

Its true that ks been five years sa,ce the last 
lr\Je game - Gran Tcrlsrno 4 - was released: 
when you look at ~ li<e that the team seems 
to be taking forever. Sut Gran Turismo is 008 
of the faces of the PlayStation b<and, so they 
rJways get requests from the platform side to 
make technical demonstrations. Kazunori would 
remind you that. from Polyphony's standpoint. 
they have released something almost every year. 
like Gran Tunsmo HD. the one-track demo 0( 

Gran Turismo Proto o, the PSP Gran Turisrno. 
So. yes. they aren't fke other developers that 
can release games year after year. bu1 they are 
also i> the situation that they have add~ional 
responsib1~ies to the platf0<m. So I'm half. 
agreeing wah your statement. but also t,ying to 
explain the situation around Gran Turismo. 

ModNation Racers Is another racing prod• 
uct you have coming out, which is the 
latest in your Play, Create, Share initiative 
that began w ith LittleBigPlanet. Do you 
have more products planned that fall under 
that banner? 
UttleSigPlanet was the best-selling garne of that 
year t0< us: I think it's past th'ee mmron unns 
sold. We are ve<y excned about the creation 
and shaling side of Uttle8igPlanet. Clea,ty. ,ve 
want to continue to tackle this area of games in 
many different ways. MoclNation Racers came 
about because the developer. Un~ed Front 

. ,,,,_,by.,.,, HdgaSOn 

Games. was at Game 0evelope(s Confe<ence 
when we demonstrated UttleSigPlanet. They 
w"'e impressed by the presentation and wanted 
to do something like that. Their background and 
exper1ise was in the racing gerve. so the idea 
came about to adapt Play. Create, Share to the 
racing genre. To me. that was the ideal way of a 
project happening, i>stead of us corPO<ate guys 
saying. "This is what you have to do. Put the 
Play. Oeate. Share aspect in your game: Those 
kinds ol things are happen'ng 1v'llh games that 
1ve haverl't announced yet, but you 1vill see in 
the near future. 

The push towards 30 television was huge 
at the recent Consumer Electronics Show. 
How much are you working on 30 gaming? 
Yes. we a,e a very big part of Sony'$ 30 strategy. 
The 301V idea has been around fO< decades 
and sometroes it's been jOked about. but we 
believe it is real this trne. A lot of tl1r(jS are 
aligned now. One thing is the effort being made 
in Holywood """"""· They have made IOts ol 
progress in R&D to use stereoscopic technology 
in a naiu-al and ...-.obtrusive way. After about five 
mirutes you fOfget you are watcting a movie i> 
30. you are just more i'nmersed. That's the best 
way to use 30. Stereoscopic 30 is nothing new; 
k's how we watch the world. H's easy to make 
something µrp out of the screen at you. That's 
not the cfrecilon the lgamef ilclusby is golr-Q. tt 
1ve do our job right, 1ve can make games even 
mcxe irrmersive. 

I know you can't speak in too much detail, 
but what kind of games we can expect 
for the Sony motion conlToller? A lot of 
hardcore gamers fool that the Wli has been 
too bogged down with gimmicky party 
games. Are you going to have motion-con­
trol games for hardcore gamers? 
The answer is yes. The motion controller - the 
hardware itself - has been a oollaboralion 
between the hardware group. the Worldwide 
Stuclos teams Md (EyeToy creatorj Richard 
Marl<s. U.S. R&D group. We were looki>g at the 
Wii and how It changed the games and inrus­
by. We are aware that we do certain things 1vell 
and don't do oe<tain things well. I don "t want to 
talk about other CO<nparies. technolOgy, but I 
firmly befeve this is the beginni>g of somet!1ilg 
much, much bigger. A IOt of game ideas that 
were not possible with existing technology can 
now be done. So 1ve are developing games 
fOf existing. CO<e aucf,enoe genres and also 
some new·. more casual things. This controller 
is precise: ii has the response t.-ne of the Dual 
Shock. That was always OU' goal. We have 
achieved that. We are able to make games that 
are easy to get into f0< casual gamers but also 
have the depth that CO<e gamers en)oy. 

1&$id11ii 
1986 COMPANY MAN 

Alter g,aduaung llOm KY(l(o 
Umvcrsity w1th an eoonorrucs 
dogroo. YoshKta takes an 
ontty•tovcl JOb at sony Co,p 
3.SSISl.ing OXOCUU\'8$ ITT l)'l(ll,1 
001e suatogy g,oup 

1993 NEWERA 

A bfeloog gamer. Yooh1da 
1s encouraged to take a )Ob 
m Ken KUtaragi's upsran 
PlayS,auon grour> He rs the 
hrst n~ngmeer hl1ed and 
helps secwe relauonshlps 
With lhnd·pally publrshers 

1996 A COUP 

l)usmited wnh Nmtcndo's 
111S1Stence on 1he canndge 
lorma1. Square aru1oul"I08$ 
that ,ts eprc I\PG l'lnal 
l'lmtasy VII wrD be 
released on PlayStaoon 
f'or Yoshida. this IS a huge 
a()()Ofnpl1shmem. and 
u,e game help<; oomen, 
PlayStauon as the system of 
choece m JaJ)1lJ1 and the test 
ol the world 

1996 NEW 
CHALLENGES 

Wnh Sony's thud 1X-l1ty 
1e1auons ,n good shape. 
Yoslllda aocepts an olfc, 
to move over to game 
dcrelopmoot l11s fust ]Ob 
lS wa king as a kx::al11 .. 1t,on 
,,,~.,., le, Naughty Dog's 
Crash Banc:IICOOt 

1997 INTERNAL 
AFFAIRS 

Yosllida IS tasked With 
doVcJopmg new 1mcuW 
Japaneoo d<ffl>lopn,em 
SludJOO lor SCE YOOh1da 
assembles nov, teams tllat 
c1eatc such utJcs as Ape 
Escape. Tho Legend or 
Dragoon. and loo 

1997 RACING AHEAD 

SOny ,etoosos Po1ypl10ny 
Dig1tal's Gum Tunsmo. whieh 
Yosllida helps fllodUOO Tho 
gamo is a wo11d'Mdc smash 

2000 COMING TO 
AMERICA 

Alter Kelly flock reavoo 
SOny's 989 Studm Kai: Huar 
asks Yoshida to [00',e to 
AmctlCa to O\'CfSOC 989 and 
SCCA 1ntosn.1.1 dcvctopmcm 

2008 GOING GLOBAL 

Alter Phil Hamson leaves 
the company. Yoshida takes 
lhe rems of the oompany's 
three-year-old Worldwide 
SrudlOS gJOup. which 
01'8fSOO$ deVelopmem an<l 
soategy fo, ad ,eg,ons 
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1 I Earthquake Audio Quake 
Tlrecl ol 1he SISSi soo,,rx;., thal came vnlh ia,r home 
lheate< system? Clieck out Eimt)quai<e i><lclio ~ Tactre 
Tf3flSduCels. The ~-speaker~ tiascreaJecJ 
,an ~e,r,a(j\,e ilia! wil lle<ally shal<e :,our couch. Ooce 
v,e bclted Ifie sub-l>ef!llMi'.: - to oor couch an<ffi'ecl 
w a IOOl'ie.1he cllfierencewas-.is - ,•.e C!)tl)(I !eel 
e,ery amplttiecl e,pios,on a,,(! Ille bass IIOOI songs hit 
rigllt lhrough tho ootl;h. The c,:rnplemenia,y am;lif'-' 
OOll<s up 10 )OUr SJJb,rooter port, eliminating the ree3 
10 ooMea with yoor speai<er'S, ard the ~em can even 
be bu!l lO SUPl)()lt uP lO four drtve,s, V~>le ~·s definitely 
an inl'as,meru (o get 11\eSe PUWies going in ia,r hMe, 
anyone serit,,s alloo< ro<ne lfleater vnll es,~ me l)()fllple, 
/llelll lO oction lw,ies and e,plosive gaming. 
;1'rlll'0000 . , - .. , •• ; 

$325.00 (MQB•1), $550.00 ()(MOOR) 
earthquakeaudio.com 

i I Track Scan Vibras Five.One 
The l'ibras f;,e,Ooo from racirlg•bcecl headset c,:rn""' ' 
Tracl<Scatt • a SOiid first es,tty MIio 1he QM>ing =. 
bJI •he oompany s:m tias a V/3'/ ,o go llelore 11 unseats 
!he ~ays. ltllike manyo;het 5.1 ,;unw,d ~ 
headsels. lhe 1/()!aS use oo::re:e Channels lo< reat Dolby 
Cigjla (OC!ler sets $M11Ula'.e the ettect). Thi$ creates the 
most ar::cu,ate sunouod we·ve ever heatd in~­
UnlcrtlJlatoiy, Ole l>llaooe belween lows and ljghS' 
sounos Olf. ~~icl\can crea:e aainlusing mil< ol rrequer-

cieS. The bass drMllS Slwle. l)(<X>lcing an undisloctad 
""1ble lh3l delivets txx)'llS arid~ ~il!) apiOOlb, 
The 690Xler lxl,ros an C!)!i'.:31 lnl)(JI. bu! in a head· 
scrotchlr,g move. lcrgoes a S1a1ldaJcl 3.5n'rn "l)Jt kuld 
on roany di<,i:al atJ<i> Jlla1-ers fer dl8 aimooi exti,1cx coa,1-
al port. The bi;Jgestmall<v,e ~.aveagei,stlhefi•,i.<:mo 
the detadlable microji,)ne lcr game ciial h reqt.Ores two 
/>AA oo.'tefies, and !he p:,or .,.,. quality hurts ll1e online 
~ e,iperlerlce. Even val!) all ilS faulls. Vl\1 gt,e Track 
Scan croot lo< cranm,,g as <l'MY ~,ers as ~ (fill on 
lhese heacphooes .wf_lhe 5, l e;qle(ieoce 110'8018$/ 
i_lM"ID.wt:AL ... . ..... • .••• .l 
$199.99 
track•scan.com 

•I Flo TV 
TheU.S. may be pfa-,w,g catchw wnh the rest a !he 
wodd 1•/heo ltmnes IO l11(i;fe - • bu1 Ro JV 
SiQl\3IS lllat « may be the ,,e,i t,g,n'1311<el for M'~,ican 
b<ooocas1e1s. [ )Otl're ~ling 10 S!>ell oo1 cash ror 1he 
unit, Ulrol'I (l(),,n ad(lffionaj money Jor the rl"'1(h!y lee, 
and sit !f>rough frnlted cornrn;i,clals, Flo JV is a great wey 
lO get your fJOQ"""'11i1g fix on the rooo v.,tiJoo! ijfling 
)OJ< <ell p,one ba1t,efy. The cefMar ·based uro1 made by 
lil'C Is smoJI enough to slide into )'!U lrorll ~ aoo 
lea\ures eas;-10-use IOuChscteen l)avigaliorl. ~sfeel< 
~ design $ w.v, but st,angefy lacks a wdescreen for-
~ a ~ionable decision lO S1Jy the least. The S8"1C8 
oilers rw;illfy a rozeo roa;cr channels. irdu(lng J1llJSI• 

haves bl<e ~ Central, MJV, a-o ESl'N, Uiortunetelj, 
the piCture (!.la'.,fy suHe,s from l10ficeeble ai1il..:ting and 
SMll!IU>iJ 00 blth strong and weal( agnalS, vihiCh roay be 
a (lOOJ b<eel<$< fer some. 

ilb'tlWII.,, .... ···-·"· .. ••·· .. """ ·••1 
$249.99 (plus $15/mon1h) 
llotv.com 

• I Gunnar PPK 
Oesog,lecf vlith lhe game< in mind, the Gunnal PPK 
gasses are eoginee,ro to recf,.x;e lhe eye strail c,:rn• 
mon vrith Sfllring al Olmpll.or monilors ano lelevlSiOOs 
for IOOg Hagg,,g sesoons. The lenses' )<effOIV tint is 
os1rocting "ten !la~ng games in a "'"'1-lit em,lronmem.. 
~ if was t,w'(lly n01.cea.bfe ~ Cllmly fh rocrns. Tl~h 
the-frames !eel tlim,y. the flexi!)le ergonorrvc oe;;;g,, 
resls c,:rnl<>fabfy on yoc,ir head even when wearing a 
gaming headset We didn't e.cperierce any eye fatigue 
vihile wear,g tile glasses. but ooe rt oor edilcrs said Ille 
)'!0011' tint gave r.m a lleadache during an int8r)S8 gam­
;,., sessoo: The glasses c,:rne in an onr, espresso, 0/ 
chrome r.iistl. Thoogh many or01esoo,a1 gamers swear 
by me 9<1SSeS. gt,en our Slatt's lul<e.varm resiionse and 
!he glasses' "811> orice, conSIJl ywr oor- belore 
1'J(ChaSiOO a pair. 
!~ • ··••! 
$79.99 
gunnars.oom 

••• 
MEDIA SHELF 

VICTORY: SCIENTIFIC 
ADVENTURE VIOLENCE 

}o:n l.Old Co<:kswam on his 
r:,aey advemuree 1h;ough 
1he universe. nus h1lanous 
romp has everything sc,-11 
fans desi.re; allens, lasers, 
s.paoeshlps. and tu1anous 
cne-Jmers 
$19,95 
randomhouse.oom 

DOCTOR WHO: THE 
SPECIAJ.S COLLECTION 

Oavid Tunnanrs las1 run as 
1he Doclor hrts oome 10 an 
er.d (don't worry. an tllh 
Occtor is on the w<m Now 
all of the final ad\-entwes 
from 2008 a,e 111 one 
oollec:uon on Bl.u-Ja>' or DVD 
DVD $49.98/ 
Blu-roy $S9.99 
www.bbcamerica.com 

BONESHAKER 

Chene Pnesi·s novel Set in 
Seaute features a laundry !ISi 
cf nerd topccs - steampunk 
z.omb:ea alJShlps. and mad 
SCiM1JS1$ 

$15.99 
store.tor.com 
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Independent Games Festival ---­.,._ilSanf'1a<d$0010dayl~ ... ,:>111 
Arroa1_,,GolresFestlOI­
Thecen,""'1""1es0l<prlles1D20"'1lsls 
illa<O,,O:,les.~-"'-· 
-h'llsW13".auclo.1'Clrioll-. 
""""" • ., ...... ""9'_,,.,, ... 
1<1<1_ .. """"""''""'""sea""' 
'""'"' oaro PIile- seamg 11le ~ ta>or arc 
S20.0001Dtle""" """'-"''"·­"""""""""'""'°' casne ~ 1•1i)rt101 Goo.hl.arolll<lleffyGotoon.8esueo,>1s1 
9,lll-l1'0!""1> rc, Ile-, 1$1 d ""1nel$ ,.., 
lhecetem:n,<1mws10aebie. 

New Releases 
•Aloeil-11';(~ 
, f,Pfl('Q 

,Pi,,yo~OIQ 
,Pl<j!l:libw,ayil',~ 
•5""cClasslcColedloo'1$ 
, s,pone ~ 2 l'Q 
,SlJS1'iGo-i\',~~ 

' _ _ e,oc.nw,y 2 tl'Sl 
.'mlQ 

, 1Jeca$p>1sj[)$ 
,,....,,L..,...8'setol21<10tf'S:l,.'m 

PSP.CXi.lQ 
, •tS 10. The Stow fS3. PS?, ~ 

Because No One Asked for It •------­
Most~ w:w Tm &.wtoo a$3~, ·we ~oe. No ooe can rt.inctasst: 
d>tten~SIJltlesl<eheCM.Herod,klmyl)ewdestl~~w,,,.Omt.Jto 
Faacty.aroil10day'$r-.Bur1onl<011r'g""'1l'lmagair>10,,....,1101,9'f'· 
..-c1kkls ... -i>,_lmr )""'sa•,..,<lllb:w>a!lli'"JltnO'b:. 
ll'is m<>ie.ti orv,1degrtotrmlfflil 1or ll'!ldicrll •·ro=· ,.....,. 

Before You See Iron 
Man2 ... 
.. . yQU1 wafll. 10,ead ta,M.1r1 ,.s. 
llis~ IXdc - fl ll'egap ~,ccn 
"'""'mc,ionll<Ues.W'll'Q<¢ir9 
>N>/lltlf-lO>Altrl$"1CI . ...... _,_., 
pij(Sl.()cncrronlhaltiellhCCO"ICl.lSiOn 
d'1e&,tNm-So""'t-o!ler 
lofftSlmlo:i!ttfsaicl 1amko, 
'"°"1 Tl1is llffidal m<>ie ie., b 1lle 
rdfpo;eiou11ildlhe-

Halo Toys: Now In Shades of Yellow 
McfarM>l-9"tes01 l""acllOn ligtxts- Ire 
dM>gro,nblreSil'-dthe"""°'po,ntoc,nu,,~ 
Mori:,w,Pv,,erl\lrlgerl1w,.N01rn,0111ln3Clfa)do,t 
""tollW-.11leyOlll!lli0ekt;>evo,1"""' ... ' 
lbartbA.o•~.Ser'<s8.tillll/tft,l'gt.,,,,e,wO<elaro 
Pas$1orl018Pua,M:i .. 

New Releases 
•AsSilSWllOOOrlll'Q 
•Corlll\'lrldg Q:trQoor ◄:­
l'Millt ffl 

•~1'1)0rojro;"~l'Sl 
311).IQ 

,FtagileOr"""'f""""f\ir'ocl11le 
,1oon,v,11 

,l'lhfeSO,C,1)$ 

Here Come the Oscar-Worthy rums 
J::mOasa::k has a teen e,e b: Ol'l1drlg rdBS flal,W'I fin 
°"'31 """"110ns...,,,catMIJ hbl'ugeruxcss""' 
2012AW,.,,..ll!ls,aoJ 1<aihe~~tl'1<log:,n 
will bl>/S -. /ti'"' n,,,i-.. '" ,_.,,.. 
,,_,OCl1lXUO\~stcnSorm>d,,,._zo111S 
-IOCIJtTl'olore""""Q,gewlhtong .... -o, 
-k>bealam» 

New Releases •--------
• ~ cause 2 fS3. :m IQ 
•AedSlee12~\II 
, S:t>Jaw.r,;Sot.ono, •lfU..11',t(/'Sil 
, S1in t,legarrHer&ltSmge.blref '1$ 

. ~' : ~rlr 
• r r~ \.> , i 
,.--. i' • ·•· <lj. ,A ~ 

=h\~ ~,~ ...__ . / 
. ••~- / • 11:.. r 

--r Quantum Thcoty 

New Releases 
•Mleri:a~leslt<ll<h!n:COC1<hgl)$ 
, l);,ney's Slldl J>1l 11$ 
, r-,,,. ,_, E_. 1'$3. ;m IQ 
,Mnlaoa:.,.., Ovo'ri:le f$I'/ 

, c»ar,tunlhe<,y/PS!:m 
,wa, .......... 40.000;0.,m01w,, 
1-Clmsffst'Ql'Q 

,\YailCtNareO.l'tff)SJ 





No word bcrrC"r d~ nhcs ROI. lst;Jr { ,.uncs. In the nint ya.rs 

lincc- 1he rdeaJirolit, opcn-"'-Otld c,inlf: iepi'" Gr.md 1hcft 

Auto 111, v.111,h stJJh.b J.mOog 1ht OIOSI inffuc-ncul J.nJ ,uc~ 

cm-t\1I games t'\'tt rck.u.cd. th«' complnv b.u ol«i its GTA 

v.u C'hnl In pursun of pmts ch.u few ()(her compamn m 

th<' indu.suy Y.ould C"\·c-n atr<'mpt. From the brura.1. violC'nt 

>«.J1h ol 1hc, contnn-mul M.tnhun1 10 rht ,h.uming comic 

m,..,luc,f of B<1lly. Roduw cominu,llv Jig> ,lrq, imo tht 

history of pop culrurr and film For inopirauom btyonJ ,he, 

u,q.lll fmwy, milit.uy,.md ,<1-ti di<:hts tNr tud much of 

rht intlusiry'1 output, 

Dc:spitt couning <OnUO\Tf'IY boch ouwdt 1ht incfuury 

.md within, 11\ turd ro .ugue "''th tM rcsulu .. 'the comp.a­

m:, g.imcs h.,,·c, cxh,butd enormous ><ope and unp•ulkkd 

proclut:tion v.1l11cs.. \\1K'n R°':lutu otft'N you.-. ch.in~<' ro 

get l bthjnc.l the-S(:tnn lool .into "h.u t~· ull their nlOU 

ambhious 1i1lc 10 d.11c, )'OU S-lf ya. 

I hough I .. A. Notre's cxisttncc h;a, be-en lu,own for 

,...-c,ral l"""• facts about thlS 1111, h.,,-. bttn as h.,rd 10 find 

a.s tlutS 10 the- Sttdy murden tlt.u LA. Noirt'1 prougonist. 

Col, Phdps. unw-.1, throur),out th, cour,c, of tht g.m><. 

Afm J«mg ti,,~• •nd ,ht d.-·dopm•m P'°'"" in ..:­

tion. it's clc.u wh~• rh~ publiihn h.u h<',n w s«rrti,·c. lt".1m 

Bond,. 1ht otudio btl,,nd LA. :--ou-c. h.ls"' 1ht b,, almott 

impouiblv hitth wi1h 1hi.s g.imr. (t's nor only ,rtJting d~ 

wgc,s,, mmt J....,_lc,d opc,n -,.uld pm<10 d..«, ii·, •• 

1<n1p11ng 10 rnurrc,cl 1ht long-los1 Loo Ang-cl« or tht I <J40. 

whik' .adding ,in cng.agtntt 1\C'\\ ad,·tnmr"'stylc in\·atig:uaofl 

spttm to the fimili . .u Jri,-c--~nJ lhoot g.Jmq,l.t~· modd. 

Oh. and .Jong the "·•Y the con,p.any is pioneering .son~ 

'°' ,r,:,lJng n,w 1«h00Jor.v th.It II hopes ,.;11 f0<.--.r 

ch.,ngc- rhc w1y \.idco g.1mcs Jrt nude. 



Filming Noir 
wa11<ing into a nondescnpt bUilc:lng in Los 
Angeles. I'm introduce<l to Team Bondi's game 
dkecta Brendan McNamara, who is wearu,g 
a headset microphone and ~tly oversee• 
ng a buzz,r,g scene that n'IO/e resembles a 
Hollywood l'im prodJction than a game studio. 
The solt•sr,oken Australian seems fai~y relaXed 
cooSi:Jeru,g hos team is enterlr,g cru'ICh time or, 
hos fist major project Sl'>eo he shipped the PS2 
gangster lit The Getaway n 2002. N\rnerous 
Rooi<ster and Team Bondi staffers are scuttling 
arcutd, sh.sfflirg between the various rooms in 
!he spartan warehouse facMy. 

1n one room, Australia,, actress Erika Heynatz 
~arnous as the original host of Ausltlllia 's Next 
Tep MO<;/<¥/ Is sitlr,g aown tor hair and makeup 
n a room filled with mirrors and hair dryera. Her 
hair ,s mebculously ooded nto tight, elaborate 
buns and covered with a hairnet in the cfasslc 
·40s style. 

After scxne iltroducttOnS, McNamara takes us 
to the heart of the operation: a sotlldproofed 
whne room that feels like a lost set from the 
mm 2001: A Space Odyssey. Heynatz Sits ,n a 
Chair as ma~eup artists make last nnrte adjust• 
me,,ts to her hair and cosmetics. Surroou,g 
her is conl)lex sca1okling eq.ipped with 32 
stereo-rnateh8CI cameras and assorted micro• 
phones that wil capture her rnage from every 
posst,le angle. 

Once uP and n,nmg. the actor interac,s wnh 
the drector through a mentor posted direcify in 
~ont of her head, getting the crucial Rne p,cn-pts 
and feedback on the performance. Once oom• 
pleted, every demi of the performance - <ia­
logue, express,on, eye movemc:rn, even maka.p 
details !ke ~k eyes or b"ns - are c:lrectly 
pipe,ned nto the game with no ,,vctvement 
from animators. In this way. L.A. Note repre­
ses~s a total break wrth conve,~lonal game 
development and a,-.rna11cn. Instead of recorcl­
ng dialogue, anmating. and pertoora,g motion 
capn.,e as separate steps ol the process. 
Tea,n Bend (using technology deve4oped by 
rts sister CO<Jl)8(1Y Depth Analysis) is captur· 
hg ll.rnan perlorrnanoes ~,st as a filmmaker 
v..wd - except instead of generath,g movie 
footage. they con,o away wrth fuly aromated 
3D models. 

It's a tremendously advanced pro-
cess- Doptt, Analysis' Olivar Bao, head of 
research and dellelopment. reveals that the 
<Xlfl'l)81,y's Australian faclllty is equipped to 
store 200 terabytes of capture data - hut 
one <hat allov,s <hem to work more QJIOl<ly 
than with tTaditional hai'ld-..-.nation tech· 
riques. "That's the great tHng abart tl>S 
system. there's very '!tie hJman interoc-
tion, • Bao Obser\/eS. "Tradbonafly, one 
nirl,rte of facial animation cotld take a 
ro.,pe o1 enmators a mo,~h. The idea ,s 
that we can rnass-prodJce. We C8S) µo­
duce atxxrt 20 mirutes ol hi footage a 
day, and It's seamless - 1 don't even have 
character artists or anniators 1v0<!<,19 
wrthme.· 

For McNamara, ,rs perhaps the most 
crucial aspect ol L.A. Nooe, because 
the game features an u,precedenled 
voiune of spoken tnes. encorrpassi,,g 
a sc~t of ar◊u:1d 2,000 pages. To !JUI 
rt inperSl)8CIM>, lhea'ffll'agehO\W-long 
televlsioo Sh<Y,v has about 50 pages. 

and a longer feature film's ~t would be 200 
(apprMnatety one page per m,"1e ol running 
tine). With these,_ tools, Team Bondi can 
JYoduoo results thal are both faster and vastly 
i~oved over ga,nes of the past. 

"We had>'t had really good results with 
rrotion capture. using facial marl<ers and al 
that; McNanwa recals. "I'd been dol,g some 
research in the U.K. for a number ol years on 
how )'OU COl.ld do capture without markers. 
What we wa,~ed to do was captu-e the exterior 
ol people instead of the bones. What we have 
here is the final and of that prooess, where you 
1JU1 a,, actor 111 the char ero as we record It's 
irlStantly tu-nod nto 30. We ttn< It's pretty s,g­
rJ'icant. The great ming aoo.• that is we think 
that the whole uricamy valley 1hr1g is out the 
window. because you can see peope in the 
game and rrterally lip•reac! what they say.· 

Seeir,g sade-by-side ror,par,sons ol the 
actors vmh their h-game ·,keoesses, it's decw 
McNamara's teclncal team (s1affed mostly bY 
Team Sondi's sister c~y Depth Analysis) 
is trea<ing new ground in terms of facial arima­
ti:ln in games. At fa'st, Its almos, eerie. F<Om 
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slightest raise of an e;'et:xow, the facial models are 
wt,ialfy mstinglffShabte from the real lhl'lg. "The 
actors a,e \veirded ()(A. at first - everyone's used to 
seeing themselves n 20. • McNamara reveals. 

5'noe the J:n1$1Cal perfom,ance and chalogue 
,eadng are done at the same time, II) synctling 
prcblems are non-elOSloot, allowing the player to 
fnally react 10 the Characters as real actors ,n a way 
that even games 5ke Uncharted 2 o, Mass Effect 
haven't achiell9(j, 

"l:ven the !games] I iOOI< at n,,.,, that are greet, 
there's scme1lv1I) about [the chalacters] lhat mai<es 
me ttln< of a gdcffish." McNamara oomments. "You 
have a"" ,on years of evolution that tells yoo hO\v 
to read faces, so yoo JUSt have to see one thng and 
rt throws yoo off. Wrth this game, rt's a linen the 
sand - betore and alter. That's what rt feels like to 
me. We used to do !hat; now we do lllis. In the end. 
we want you 10 interact with this and you don't even 
asl< the question 'ls this real ornot?"' 

A Cast of Hundreds 
llis new way of w()ll(ing dlo\•,'S Team 8o<10 to 
work much faster, bul ~ alSO lxwght about a host 
of rew diallenges. Foe one, snce every charac· 
tar - from the p-otagc,.st to the 18$1 ,ar>dom pecfes· 
tnan - had to be f\J<y VOieed and a,,n>a1ed, the 
casting and capll.,re process J-oo gown to epic pro, 

portJon. Right now. there a-e well over 300 actors 
and actresses being usecr In L.A. Nol<e. 

The most notable of tllese Is Aer'on Staton, ,-.t>o 
plays lead character Cole Phelps. Best 1<nov,n as 
Ken Cosgove n the accterned />MC sanes Mad 
Men, Staton iS tasked with el'l1ll<:>d)lng the emo­
tional core a: Team 8onQ:S epic noir saga. SpealQng 
with him as he p-epared foc some test tal<es, the 
acto,, a Metong gamer. seemed enttos,astrc about 
the project. 

"Yeah, tve played most of [Aocl<star's games]. 1 
played all the Grand Theft />u.os. My favoelte was 
Vrce Cfly. i's far as open-wood games. °' anythng 
w'rth a stay. n the pes1, I've usually sloA)ed the 
<:u1scenes to go into lhe ga,neplay. Which Is a fumy 
thing, b\rt I'm µst berg honest." Staton obse!ves. 
"[This game) iS about tl)ing to enharoe the experl-
8'rce and b<ing those two together inlo a singular 
oxpeoence, ")ther than two sepa-ate ttw,gs, ,'1we 
you're play'rg. then you put the co,,rOlle< down 
8'-.:Jwatch." 

The stenle conmes of the =dinQ un present 
a challenge to even the most experrenoed act0<. 
"I was in there foe about an hour ar'ld a hal1, and 
this is rrtf second day." Staton says, "b\JI my initial 
hnp<essaon was that rd neve( beei111, a 001Y1Jjetely 
sounctp,ool room. That I rear.ted once the ooor 
ctosed. 11 was just 'whooooosh' when it sn,1...The 
ect•'II) past ol rt Is a svange thi'lg. I have 10 rely on 
[the drectors]. because yoo·re so<t of lrnrted. You 
can only move side lo side to 45 degees. Within 

!hat. there ,s a lot of freedom. but its finding what 
the botn1ClaJies are and definng them so I can relax 
and feel comfo,table within rt.· 

To help get natural pertoonances from the actors 
In this "matu'al environment. Teem Bon<li has hired 
VOler80 d,ectO< Michael Uppendahl, who had prev,­
ously \YOiked wi1h Satan on Mad Men. 

"I uy to stage people ,n a way that I think Is lt,fflly 
and helpful IC tile stay," says UppendaH. "I try 
to moni'ta the performances to make sue we're 
getting the tunan element that's goh,g to make It 
compelhng and •~eresting." 

For McNamara. who wrote a majomy of thB 
game's script, Uppendali's 8SSIStance J-oo p-oved 
i""8klable. eilowr>g them to quck1y move ti-rough 
the n,ams of dialogue that must be recorded 
each day. 

"We don't cut until we have something that 
feels real. That's the benefl1 of havJng M/«e," says 
McNamara. ·11 I try to explain something, I ~ways 
explain the whole bl()()(fy 5,000 page stay. Mike 
can cut through that because he 1'1ori<s w1lh these 
guys a lot. He knows what two ,vo,us will get them 
10 the ri(j,t place. I'll go 'Well it's blah, blah, blatr, 
blah, blah" and then he'll say, 'Louder!' and It ,'lori<s. 
[Laughsj The convergence of media is a big thi1g 
f0< rne. People have tiiked ebout it for a toog time. 
bul rrtf si<Hls are cornerg,ng wilh Mi<e's skills and 
Aaron's Skills and vice ve<sa. We a,e S◊fl'lel'\cf,v get­
ting whet we waot 0LJI of !hat." 



Reading Faces, 
Solving Cases 

Technology for technology's sake ,s one thng, txrt 
In L.A. Noire Team Bondl's lmp,ess,ve n(W tech­
niq,Jes aren't jusl there for winclOI•, dressing. It's a 
core building block of the game «self. 

L.A. N<:>re is rot GTA In 1940s ctag. The game 
revolves around real polee work: irte<Vi<,\wg 

Sl.1$P8ClS. collectr,g data. and piacr,g togett,er 
the facts to ,evoo1 the ltUlh. To do that. you have 
to be able to read faces and decide whether or 
r'()I you're being [,ed to - oc,nett,ing only POOSible 
1T<OO(tt the stunnir,gy reallSllc facial captu-e T earn 
Bondi has 1vori<ed so hard to accomplish. 

"It's obViousty oool technology. !;)(A Iha key thing 
for us iS lhat 1•A-oen you're inter,ogatlng sorneone. 
you cm read thelf face and tell ij they are lying," 
McNamara claims. "Thal's a key component of 
the gamepfay." 

Prodx:er Jeronmo Barrera consaders L.A. Noire 
·an aavent«e game lha1 plays like a GTA." 

At the begk>"'Q of our demo. Phelps and hiS 
partner Stephan Bek01'1Sl<y pul up at a lreig,1 
yard 10 check out a report on an abarvjone(l c;;y_ 
Something f,shy ,s going on. Fhetps hspects the 
scene. noting that the car's interior is drenched 
1-Alh ttood. Neart,y iS a bloody pipe. which seem; 
to~ fol.I play. A S1feet cop on the scene telis 
us the car IS registered to a Mr. Eugene Wtlle. who 
has been reported mlssng. 

Walking arOU'ld. Phelps gathers more clues from 
1he scene. showing off another ol L.A. Noire's 
lmpon~ feaMes. Instead of finding simple •ems 
11'81 sit or, top of tables wdh ar, 0018r\""'1dly glow 
around them. this game fOl'ces you to use your 
!)Owers ol obGe<vatloo 10 gather lnfom,ation. 
Thousands of period ,terns have been fully mod­
eled, and can be manipjated by the player. Near 
the car. Phelps sees a par ol broken gasses and a 
wallet. Oper..-g lhe wallet, he Wis ru 1he various 
cards and photos, jotting down White's address 
while roting a picture ol Whne and hiS wife n t,;,p­
p,er tines and Iha name brand of the glasses. 
~ picks l4) lhe b(oocfy pipe. rotating n around 

to view the nscnplion "lnslaheat. • Elsewhere, he 
see,s a rece()I for one Ive pg wchased by an 
A. Hogan. 

AD thlS data is recorded n the player's notepad. 
which S8fV8S as an infom,ation ht.ti for al '/Olf 
,nvestigatlons. Al locations. peof~e. and facts 
related to a case are stored there. allov1ir)Q yoo 
to access tt instantly citing an Interrogation. The 
more facts and e-.1ctence you gather, Iha g-eater 
your options will be during an interview. 

After a conversation wnh a worker who troo<ted 
the mossing velicle, Phelps leaves 1he scene to 
go to the addt'ess found In the wa\et Eugene 
Whtte's resi:lence. Elizatleth Vv'hte meets us at the 
door. The~ that fellows gives US (M first 
glimpse of how L.A. Nare's arnmations, wriling, 
design, and arten1ion to detail 001TI!)lne to fom> a 
gnpplng gerr,epay experience. 

After irrvibng htm 11, a dearly concerned 
Mrs. Wtlle ~·IS Phelps to the M19 room. Fhetps 
inform; her that her husband appears to be n•ss­
ing, ,nJ that foul play is suspected. In her reaction, 
we see the real POWer of Team Bond's cig,tal film• 
Ing proc- "I knew somethng was wrong when 
he dKlrft come home!" she exclaims, h.rrow1ng her 
brow and darting her eyes in panle. It's teal teat we 
see In her face - a tr\Jy human performanoe by a 
human actress. Compared to Ins. even the best 
game animation seems plastic and stilted. 

Giving Mrs. 'M'ile oome time to cam down, 
Phelps begins to look arOU'ld the house. Notr,g 
that the eoopfe ap~ sleeps in S8P8tale bed­
rooms, he inspects Eugene Whle's room. Near e 
table IS a tx:ket to Seattle ard signs of a rnssing 
sullcase. On anolher is a plC1ure of Mr. Wlite. 
PiCl<ing ,t up, Phelps j)UIIS the i:,ictue OUI of ilS 
frame and Inspects the back. Written on the back 
are the words "To My Eugene. Love, NICde." 
Clearly !here's mo,e to this story. 

Worki-9 hiS way arourx! lhe back, Phelps 
slops In the k!Ohen, noting a matchhOol< from 
Gavanag>'s Bar. From lhere, he wi,ks ruSic.!e 
to inspect the extenor cl the house. On the side 
is a dismantled lnstaheat water heater, the same 
brand as lhe pipe that was fCUld a1 the scene. 
After assembling the p,eces. n's dear the murder 

weapoo is the missu,g piece. 
Pausing to cal In for the adct~ forcavanai.,g,'s 

Bar, Phe,'ps sits down to resune the lruerW,w with 
Mrs. 'Mvte. l-lere we begin to see row the game's 
lnlenogation process iS used to extract lnlorma• 
lion from wnn8SS8S. FOiiowing each response, you 
have three quesbo<rg options: coax, accuse. and 
force. Much IKe n Mass Effect, they se1 a general 
1one for 'fO<." next response withol11 oyr,g you 10 
canned dialogUe opoons. Wnle it's easy to be 
tenl)led IQ pay the heavy, p1Shb19 t()(l hard \WI 
sornetknes cause a witness to shut oovm entkely, 
mak,ng n impossible to extraC1 Wf further informa­
tion. However. If you can refiJte their statement with 
a fact or Clue from yc,,ir notepad, !hey will QJlckly 
backpedal, mak,ng each encomter a swtle game 
of ver1:laf strategy. 

Sitting down with MI'S. Wl"lte, Phe'PS eases no 
the interrogabon, asking her about the last twne she 
"""her lu;l)and. She says he lvenl Oll to moo, a 
friEr>d. Arthur, for a &ti<. notb,g that he cld come 
home from work t.n,sually early that day. Phelps 
then asks about 1he recept for a lr,,e p,g f0tnd on 
the scene, made°'" 10 "A. Hogan." Mal<,,g a face 
that cle!Yfy shows her -· she says, "A pig? 
Eugene nns a ,oot tx.islfless. Thal w0<ld be Arthur 
Hogan. God knows ,vnat he's w to.· 

So lar, Mr& White's boc.fY language ard e,cpres· 
sions inclicaie she's being tn.<hfcl. However. things 
QuiCl<ly become 1ense when Phelps asks abOU1 the 
picture in the bedroom. &Kldeny, her expressioo 
hardens and her eyes dart around the room. She 
t~urts out, 'Whal IS there to tell? It's rron, hiS recen, 
tlUSiness !fl) lo Seattle." Phelps Ohanges lacks. 
selec!,ng the • Accuse" OPtion. "Theres more 10 
tell and ycx, kt,ow rt!" exclains Fhetps. Mts. White 
contnies her denials, saying she knows nottr,g, 
but her face te!s a ciffereni story. Col'ISllling his 
rotepad, Fl'letps selects the piece of evidence 
that should raftrte her story - the insaiplion from 
"N',cote· on the back of the photo. 

SWclenly, her hartl exterior cracks, and she 
breaks dovm l'l tears. adrmting she knew about 
the affair. Faoed with a mu-der weapon that came 
from the hollSe, an aoJterc.,s h.lsband, and a 
spJmBd v.ne. Phelps accuses her of the mu•-· 
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ll's clear he c,,,erplayed hi$ hand. Al1houg1 she 
doesn't have an alibi tor the evening - she claims 
to Ile home alone - she dams uP, telling us if we 
accuse her wl!houl p,:oot the lAPD can expect a 
lawst.it. Si1ce Phelps has no acll.01 dues to relute 
her testimony, this par1 of the case is sllJI down. 

Cavanaugh's Bar gives Phelps a rew location 
to investigate, hope/lJly to locate the Sl,l)pOSedy 
shady Mhur Hogan. After 1va,plng to the location 
via the map screen ~he game gr1es you this option 
for those that tre of driving), we start exploring the 
oar>< cfive ba.'. In the back room is Mhur Hogan. 
already wen on hi$ way to drunk. Hogan's clea,1y 
a t-ard case, angnly Spitting back, 'Who wants to 
know?" when we ask tis name. We ask rt he knew 
that Eugere White was missing. to whleh he otters a 
nervous. CO<Tpletely unbelievable denial. Something 
smells t,st,y here. Phelps chooses to accuse. taJ<ng 
an aggressive approach. \Mien Hogan denies being 
on the scene. Pheps raaches in tis pocl<et and 
sl,ows him the receIpi tor the pig found t,y the aban· 
cloned w. Hogan C(l(lf8$$8$ that he and White had 
staged a fake murder. splashing pig's blood en the 
scene (keep in mind tns IS betore the days of CSI 
arid DNA testing) so White 00<.ld be free to jOin h,s 
mistress ti Seattle. Seems like this "nude,· isn't a 
murder at at. 

After Phelps uveatens to take hrn into the alley 
an:! knock some sense i'to hrn. Hogan re\Jctarrtly 
g,ves 1.p Whte. He's t.dng out ti Hogan's apart• 
mE<\I on the oome, Of Temple and Figueroa, apar1-
mer~ two. Alt..- Phelps knocks on the door, Wille 
opens the door briefly and quickly slams ii in o\Jr 
face, Phelps Kicks the door dOWJ'I and g,ves ciiase 
over the rooftops. Purst.r,g White down a ladder 
and ~o a patch of grass, we're rooeved to see that 
w: paMe< Bekowsl<y has Har><ed eround bacl< and 
puled OU' car arOU1d. He stops Whte at gunpcint. 

SRFELV 

White conf8SS8S that he staged eV8JY!hing to get 
m•,ay from his w[e, swrmerrg ·1, .. 1 thought it 
WO<ld be eas,er ... 

"Hope she was 1"°'1h It." notes Phelps wry,y 
before applying the cuffs, 

A New Formula 
The Whte encounter is µst one example of the 
mynad cases, bo<h &nail and l,wge, In the game, 
bu1 it g,ves a great look Into hOw LA. Noire hopes 
to bridge the gap between adven!u'e, acllon, and 
epen-wOlfd garring. Rocl<slar's Barrera hopes the 
p,OJ8Ct will open \JP a rew paradgn let the genre. 

"The tirst time we got into the game I got the same 
sensation I got the frs, ume I saw The 7th Goest (a 
Giassie PC advento:e game-Ea.], W that was very 
sinvistic: he says. "This is the ooxt evOlubon. When 
,ve were Shov,,ng people the ac<ors In the game. we 
actually had 10 put In the camera rota.ting them to 
show that rt was a game and not video." 

With its smoky iazz soore, period vt,e, and a cere· 
bt'al toous on storytelling and investigation, L.A. Noire 
is ce,:ta,rfy a dllfe,enl kind of open•wakl game. 
Th01,gh passionate about the <fraction he's chosen, 
McNamara rewes that the game needs 10 p,o-
llide fans of RockstarS other. m::,re vtSCeral games 
0/lOl.9' !trills-somellwlg for 1mch he's relied on 
advice from t.s partI'181's at Rockstar to p,OVide. 

'Wr.h The Getaway. the stc,ytel;,ng and charac· 
tars we,e great, but ii was just too hard to play,· 
McNamara ccmmenis. "Rockstar Is rerity good 01 
cist, W9 rt dOwn to what kind Of gameplay we want 
to get into. That oomes across In what y,:,.rve seen 
so fa,. We have lhe investigative stuff that makes ii 
really nte,esling. wt we also have the stuff that's 

gOing to appeal to people who like shootouts and 
action. They have an incredi:lle attention to delail, 
That's been great for us. because we are a new 
team and we'te tiying to do a gr01.ird,reakw>g game. 
We're trying lo do something that no oret ever 
dOne be!e<e. Their help IS mportant." 

Barrera feds they've hit on a f(ll'J'!1Lia that can 
both innovate and satisfy more casual tans. "It'$ 
about epenng ii uP for a lot ol people and giving 
the people the opllon ot playing rt a lot of different 
ways.· Barrera declares. "The big challenge is that 
tlis isn't a bog body count game. You'te not runnng 
nto people 0t st8!1r1g bog shootouts,, the midde ot 
the street. But we hacJ lo make things fun for people 
the, like Iha< SOtt cl stuff. o, people that li<e to try 
to 'bteak' the game Ot' the mission. We had to have 
those sorts of angles.· 

lhOl.,g, the investiganons and characters are 
the core of the experience. the ga«,eplay we saw 
teatured plenty Of action-flick fin,wor!<s. ifnJdr,g a 
car chase. a Shoo<ou 1Vlth scrne corn•Di SCi<Jiers 
(wOl1<ing on behaJf cl the legencls,y Shut-in millionaire 
Howard Hughes), and the aftermalh cl an explo-
Slorl that levllls se,,eral city IJ!ocl<s. At tts best, the 
game oombines the wide-open feel Of a traditienal 
sardlox game wrth the finely cra.ied lnteracllve 
stc,ytelling and player chcice IJSUO/ly associated 
wrth the RPG gerve - all in a sett,ng and l~e that 
feels far fresher and engossing than the usl.01 urban 
wastelands or wa, ZOJ'l8S that are the staples Of 
modern de,'Elope,'$, 

Whatever the end result, LA. Noire already 
appears to be a ve,y signficanl game. On the one 
hand it's pushr,g the teclv1ology Of ga,r,e develop· 
menl in exerting ways. On the othef. ifs USl'lQ that 
technology to create a game that teels. In many 
ways, mae l'unan a"d personal than anythlr,g 
Rockstar has released so far. Ely tapping ir'rto a fas· 
cinaling e,a In American hlstOtY, bmgng 10 Ito a Los 

Angeles that's been lost to t,r,e, end c,e­
ating characters with real emobonal 
resonance, L A. NOire coud well be 
the most epic \ltJe yet tr0<11 a oom­
pany that's spErll the last decade 
remaking the gaming lanoscape. 

Is 1t a risl<? S\Jre, b\Jt Rockstar and 
Team Bondi seem conliderrt that 
LA Noire wA please ~s established 
IMS white at the sa,ne tine react, a 
new audience. 

"I worry abotrt It constantly," 
Barre,a reveals. "But that could 
be said abotrt ar,; cl our games. 
Is tt oomPEilng? I love games and 
I play evef)'1hir,g that oomes out. 
Sometimes wa1<ing on our games 
vou get a llttle btt tired ot What 
you've been working on. The whole 
time I've been won<ing on this. tts 
been really cor,wling to play this 
and watch the pe,to,mances and 
unravel the mystelies. Then y,:,., also 
have the action there. FOi' me, tt·s a 
cornp/ete 1J8Cl<age." ♦ 
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• Platfona 
PtayStauon3 

» Style 
t~Playe:f AcUon 

» Pabllaller 
Sony COmputet 
&menainmem 
» Developer 

sony computer 
Entcnatnment Santa 

Monica ·-­Maren 16 

God of War Ill 
Kratos returns with a vengeance 

0 nly a few years have passed since we 
were left with the Cliffnsnger at the enc/ of 
God of War II, but n feels fike an eternny. 

Kratos, nding on the back of the tnan Gaia. was 
scal,ng Mount Ol)'rll>us and preparing to deal 
killing blows to the entire Greek pan1hecn ol 
godS .. . and then the croons rOlled. 

In just a few weeks. gamers will finally pick 
up where they left off and satisfy their desire fc, 
deocioe. Don't expect 100 many more big reveals 
out of the team at &nt Santa Monica; with God 
of War ms much-anticipated rdease in sight. all 
that remains is to get yocr hands on the game 
and see hOw Kratos' epic Slrvggle concule$ 
fOl yoursetl. Game directcr Stig Asmussen pro­
vided us wnh some closing conments abovl 
what gamers can expec:; from the scope, story, 
and combat in the third ont,y ol Sony's llagsnp 
series. • Joe Ju.Ila 

f(N /11()16 Got/ of Waf M $Cr!lt?IIS, he,'lti 1/J g.~m6id0t1n<Y.comlmag 



'fhJs: bau!e ocx.11!:f early m the 
gam-:i nnd vllll mcorporate a lot 
of dodge-and-oountef m1meuvers 
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DATA INSTALL 

Those who've played Square 
Ell!X's recent PSP tiUe Dissidra: 
Flnal Fantasy will be familiar 
with this option. ln order to 
reduce load times, players 
can install the game 10 their 
memory sticl<S. Install sizes 
range from 200MB 10 600MB. 
and the more you install the 
laster the loads. We went with 
the largest option. which took 
just over five minuteS 10 finish. 
Kingdom Heans fans shoold 
either clear some space on their 
memory stick or think about 
upgrading to a larger size. 

Kingdom Hearts: Birth by Sleep 
An extensive import hands-on reveals the future of the franchise 

>t Platform 
PSP 

Style 
I •Player Aa.ion/RPG 

IMultiplayer TBAI 
» Publisher 
Square Cnix 

» Developer 
Square crux 

H Releu.o 
SUmmer 

THE STRUCTURE 

T 
he latest Chapte, of the Kingdom HeMs 
seiies is ou1 in lhe wild. Unless you·re 
fluent in Japanese (0< have iwo helpM 

co-wo,kers wflO are). howev<l<. )'OU're out of 
luck until sometime this summer. Square Eni>< 
told us that the North American release of Birth 
t>t Sleep will hit SO<nelime between June and 
August. To help with the wait. we·ve prepared 
a comprehensive breakdown ol the maj()( new 
featt..K8S. • Bryan Vore 

Players can choose 10 beg1n with Tena, Ventus, or Aqua. &ach characters 
campaign is srud to last over 10 hours. and all ofter a <lillerent perspective 
on the main story. For example, when Ventus visits Cinderella's world. he 
helps her mouse fnend to complete a dress for the upcoming ball. Terra 
steps in when the Fairy Godmolher hooks up Cmdy with the carriage and 
fancy getup. Aqua finishes off the plot thread when frumpy Cindy mes on 
the !JI= stipper. Each character expertences the beglnnmg. middle. or end 
of a world's story. so you11 have to play all three to get the big picture. So 
far we haven't seen any repeats ol old worlds like Agrabah that had prev,- j 
ously been recycled to death m the Klngdom Hearts senes. J 

THE SETUP 

As followers of the game may already know. Binh by Sleep takes place roughly a decade 
before the ortgjnal Kingdom Heans and stars new characters Terra. ventus, and Aqua, Now 
that we've played the first several hours. we have a bener understanding of the narrative 
direction. These three serve as apprentices under keyblade masters Eraqus and Xehanon. 
The story begins with Terra and Aqua undergomg the final test to beeome masters (VenlUS is 
100 young). O\lring the exam. Master Xehanon sneakily coerces SO<ne dark tendencies from 
Terra. Due to this. Tena is denied master status. while Aqua passes. Resentment ensues. 

To help Terra deal with his demons, Master Eraqus sends hlln on a mission 10 stop a 
new threat caUed the Unversed (a likely pr8Clllll0r to the HearUessJ and track down Master 
Xehanort who recently disappeared. Ventus follows him without permission at the urging 
of Master Xehanon·s agent Vanitas. Once Master Eraqus realizes thlS, he dispatches Aqua 10 
keep an eye on Terra's dark side and retrteve Ventus. 



THE STAR WARS CONNECTION 

811th By Sleep seems to be heavily mOuenced 
by a certam space odyssey. Here's a handy 
chan to help clanfy. 

Tona Analdn Skywalker 

Muter Etaqua: Yoda 

Mutet Xehanort Senator Palpatlne 

0 = 

Aqua Obl•Wan Ktnol:11 

" 
= 

Vanltu Darth Maw 

= 

Ventua ""· Ahlokah Tano? 

THESIJJTS 

COMMAND GAUGE 

As you stl!ng together standard attaci<S and deck 
COOIID80ds. this gauge quicl<ly fills up. U you fill the 
gauge using standard attacks. a strong one-lime 
tiruSher will be available for use. U you use magic 
or special moves from the deck instead. you'll be 
temporanly powered up. Aqua gams Magic Wish, 
for example. which allows her to hover and blast 
energy from her keyb!ade. 

MIJLnPLAYER 

D-LINK 

DECK COMMANDS 

Don't worry. Binh by Sleep does not have a card battle 
system similar to Chain of Memories despite the word 
·deck" being m the combat system name. Players easily 
trigger basic attack combos by mashing the circle button 
without spending any kind of resources. The deck in 
question concerns a short list of magic. special attacks. 
or Items that you can scroll through with the d-pad and 
execute with the triangle button. Instead of spending a 
card or usmg magic points. all of these actions recharge 
over time. Though you'll stan with only three slots. 
these expand throughout the course of the game. All of 
these moves level up with use, so it's m your best inter­
est to incorporate them into combat as much as possible. 

Short for Ol!llens,on Link. this replaces the tta<l!uonal swnmonmg 
system. When the blue gauge fills up you can bilk to a teammate 
or certam Disney charactera you've met along the way. instead ol 
the character appeanng m the world. however, you'll gam a custom 
deck of powerful magic and spectals. After enough combat m 0-Lmk 
mode. another gauge fills up. allowmg you to execute an extravagant 
tiruSher that features a llUJllgarne starnng the finked character. 

SHOOT LOCK 

Once the orange focus gauge is full. players can hold the L and R trig­
gers to enter a first-person targeting mode. Once you're in the mode. 
you have a matter of seconds to paint as many enemy targets as pos­
sible until the S<realled Shoot Lock maxes out or an enemy disrupts 
you. &arty ShOot Locks Include Tuna's Hurry of melee anackS. VenlUS' 
spread ol fireballs. and Aqua's barrage ol bubbles. 

Players can travel to a place called Ml rage Arena lor multiplayer jUst Like any of the 
other Disney worlds. Here you can select a username and a color for your armored 
Character using three slidera. Three players can team up to take on waves of enemies 
In Arena Mode or fight each other In the six-player competJtive arena. The Command 
Board game is also available to play against real people. as is the six-player Rumble 
Racmg mode. By completing these games. some of which include a single-player 
component. you'll receive medals to spend on rare equipment. It's unclear at this 
point if the U.S. version will feature local, online. or both multiplayer options. 

COMMAND BOARD 

This Mario Party-esque board 
game is aooesstble at any 

Kingdom Heans fans may be wondenng why the main Characters are no longer wear­
mg the bunny knlght s>Jits from the secret movie at the end ol Kingdom Hearts II. They 
still do. just not all the tune. Torra Ventus. and Aqua don these sults to travel between 
worlds m outer space. Their keyblades also transform into sweet vehicles to get them 
around as an alternabve to gumnu ships. The swts alSO come 0110 play ,n multJ.player. 

tune through the pause menu. 
Competing against two Al oppo­
nents. players roll the dlce to 
move around the board and buy 
spaces kJnd of like Monopoly. 
Once opponents 1and on one of 
your spots, they have to pay you 
in Board Points. the board game's 
currency. The first to earn a pre­
determined amount of BP wins. 
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>t Platform 
PC 

n Style 
MMOAcbon 

» Publiahtr 
The LEGO Group 

» Developer 
ffetDevil 

n Re.lease 
2010 

F ollowing the SlillbO<n MMO launches left in 
the wake of Wor1<l of Warcraft, it oooon't 
lake a financial analyst with a fancy title lo 

conclude lhal building a compelling massively 
mulliplayer experience is hatd. Backed by lhe 
creative ideas of its rabid fanbase, an MMO vet· 
eran in NetDew (Jumpgale), and international 
b<and power, LEGO Universe hopes its easy 
access gameplay can succeed whe<e many 
OlherS have faied. 

The key to finding success for the Danish toy 
company is Slicking to what LEGO does best: 
engaging the user·s imaginatiOn by allowing 
them to create new expe,iences out of the sea 
ol b<icks - ove,: 80,000 cOloc' and size oorrbina· 
liOns total. With lhe ~ ol lhe biggest LEGO 
fanatics in lhe ,IIOfld, develOf)ef NelOevil has 
engineered a remaJ1<able set of bulding tOOls 
that gives players lhe llexibiity to haSlity throw 
together LEGO creations with the tap of a button 
(like in the Travetle,s Tales games) or gel deeply 

involved in the piece-by-piece cralting, With a 
scri:)ting too! that Of)e(ates sinilarly to the one in 
UtUeBigPJanet. players can then assign behav· 
iO<s to their objeets. For instance. players can rig 
a booby ltaP to trigger an axe falling on a per­
son's head after they walk througl an Ol)8Cl door. 
Several friends can work together sirwtaneousty 
to create new r,stances and maps for other 
LEGOuse<slovisit. 

These creative sessions are balanced by 
an overarchi",g Slory guicl'ng lhe core LEGO 
experience. AA ew force called the Maelstorm 
has emerged from lhe negalNe thoughts in lhe 
,IIOfld and seeks lO deSlroy imagi,ation. When 
the force disr\4:>lS yoor LEGO cha'acler's SP8C8 
expedition, yoo roost (1JiCkJy assemble an 
escape rOCkel and travel to the planets of the 
LEGO Universe to squelch lhe evil force. rebu1d 
falen cities. and restore peace and order. 

The instance•baSed acliOn allows players to 
joo-ney sci<> or join a group of friends to take on 

Unlilre many post·WOCld 
ol Waraall MMOs, LEGO 
Universe takes minimal 
rues from Blizzard's 
esleemed tille. Rather 
lhan saddle players wilh 
inalterable cha.ra<:ter 
clasoos or abilities. 
LEGO embraces a free 
gameplay plaUonn m 
whJch lhO <iotlle$ you're 
wearing and weaJ)OllS 
you're wielding <k!lefw 
trune your avatafs skills. 
The game also eochews 
player levehng and 
progrCSS1on m (avor of 
an actuevement system 
that rewards players 
with new accessories 
and LEGO pieces With 

wluch to build. This al· 

quests throughout the LEGO Urwerse. which 
includes several worlds based off its many toy 
lines. Those who played lhe Traveller's Tales 
game wl feel right at home with the combat 
system and the abil~y to smash objects to collect 
Ccins and LEGO b<icks. The wood maps focuses 
more healliy on plat~ than llie p,evious 
LEGO games. and players can use lhei< imagi,a• 
liOn meter to quickty ~ objects to help 
them navigate the worlds. 

NetOevil plans to launch a spring beta for 
LEGO Universe, which has a lentali\le 2010 
release windOw. The game wl use a subscrip· 
li:ln model and be available in both retail loca· 
liOns and as a dowrload. Stay tllled in the 
ccrnng months lo learn moo, about lhe ambi• 
lious lJ<ick buldlng MMO. • Matt Bortz 



>t Platform 
PlayS1adon 3 

Xbox360 · PC 

>) Style 
110 4-Player Ac1lon 

(4-Player Online) 

64 previews 

» Publiahtr 
Capoom 

» Developer 
Capoom 

n Release 
May 18 

F irst pushed from the holiclay game brtz. 
then s1rategically oolayecl again into the 
second half of 2010 to •maximize re11enue 

potential." Lost Plane! 2·s release elate is a 
moving target. But as a recent demO dufTI9 
CES proved. the culprit definitely isn"t the 
9'1m8·sqoa1ily. 

The latesl demo starts with a four-player SQUad 
tasl<e<I with secur;,g a giant cannon emplace­
ment atap a train. As we fre our way through an 
induStrial complex en route to the camon. we 
capture a series of data posts that can be used 
as apa111n points ij a player falls in battle. Wle<l 
cx.r squad gets close lo the objecti\/8. all hell 
bteaks lOOSe. A giant Gategory G Akrid. which 
lool<s ll<e the IOVe Child of a gigantic spide< and 
a ctagon. appears atap of a neighboring bold· 
ing and charges directly toward the caMOn. A 
nearby soldier moves quickly to the weapon's 

controls and shoots a huge rocket drectly into 
the face of the three-story Akricl. causing the 
massi\/8 beast to coilaPSe. 

But this fight is far from over. The monster soon 
recove<s from the incapacitating ShOt and rejOins 
the battle with renewed tu,y. The new monstros• 
ity, dubbed Akrid X. wreaks ha\/oc over the area. 
spammng the battlelield by nu~ing tran cars. 
spitting r,e. and ShOoting electricity. Wrth our 
assaut rifles doing little to no damage, cx.r SQUad 
makes a mad dash !Of the nea,oy Vrta Suits to 
8llen out the f\Qhl. As I step into one of the pow­
erful mechs, I notice additional turrets attached 
to my shoulders. 111hich two other soldiers could 
jufl'4) into and Wlrt uS<lQ to turn my VS into a 
formidable bullet•SPewing macnne. W~h the 
target damage points highlighted in neon orange 
as in the laSt Lost Planet. tak<lQ down tr.s mas­
sive beast becomes an e><er'Cise in concentrating 

fire on hiltii9hted areas while avoiding the occa• 
sioOal tentacle swipe. 

Cnce 1110 finally riddle Akricl X with enoug, 
b<tels to put it down, S8ll8'al loot oontainers 
shower the baulefield. Collecting this loot plays 
into the new custClfOization opllons players 
can access between 9'lm8 stages. As player,; 
rack up thei' ki cooots and reap the rewards. 
their characters wil level Wand urwx:k new 
persistent abnities. 

Capcom has been til;#)t-lipped abOUt lhe rruli· 
player modes beyond the ru-player CO·OP, but 
look tor an am<)U)C8(ll80t as 1110 move fur1her 
into 2010. • Matt Bertz 

~gJmeinkYmet.WWf!J39 tochetck<Jf.Am<¥ew~ ol 
°""""~-sd-W5hO«el 



Since the game is pri­
manly targeted toward 
8- 10 12-year-okl c!ul­
dren. the team working 
on LEGO Universe has 
created robust social 
customization options so 
parents can make swe 
the pervs auditioning 
for ro COtch A Predott>r 

What About Traveller's Tales? 
LEGO Universe lsn'I bemg d°""loped by 'l'ravellc(s 
'!'ales. 001 lhe SIUd>o lhel pUI LEGO games on lhe map 
holds frequent development summits wtth rletDevlJ 
to diroJss the new ideas being implemented in their 
respective LEGO games When we &Sked tl llell)evtl 
was inctudmg the L&GO Star Wars, Batman. Harry 
Potter. and Indiana Jones worlds in the L&GO Universe. 
the game's representabves hesuated and said. "Not at 
laWlch," When we pressed the iSSUe and as.ked if they 
intended to expand 10 these prOl)erties evenrually, they 
agaut respo,nded. "Not at 1.aunch." ll soundS llkety that 
we·n eYenru.auy b8 wieldJ.n,g hghtsaberS and aneoehog 
qui<1d1tc:h ma1ches tll 1he LEGO U1Uverse. 

Pro!essot 'lbphat shows otl his new economy vetucle that runs 
off lhc te&JS of children 
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Command & Conquer 4: 
Tiberian Twilight 
Going resource-free moves C&C in a different direction 

K 
udOs to EA fa, having the stones to re­
imagine Command & ConQuer from the 
ground up. I enjoyed C&C 3 and Red Alert 

3 as much as the next gamer, but the nuts and 
bOlts of 9')meplay ha<fn't changed in a decade. 
C&C 4 incorpo,ates elements from Massive's 
sadly unclerappreciated Ground Control series. 
Relic's uoosual Dawn of War II, and the team's 
own original concepts. The resun is a fast­
paced, teamwO<l<-ooented struggle for control 
of strategic points. My time with the beta haS 
been a fascinating process of disc= as I 
explore the new face of C&C. 

ups be~veen Battlefields victo,y point scoong. 
l.heal's vehicle-based eap1 .. e-the-llag, and 
a whole hOOt of Dawn of War's imovations. 
Destroying an opponent's Crawler doosn 't guar­
antee victO<Y -juSt a few seconds of tree reign 
while he waits for another one to deploy from 
ortlit and start rebtilding his army. More impor· 
tant is control of strategic points on 1he map. 
Some of these generate victo,y points. others 
gpawn C')'Stals that can be brought back to 
your cleployment zone to unlock upgades. and 
others are just realy big guns. Each helps you 
win in its (Wv1l way. 

Eve,ytt,i'Q flows from you, Crawler. AA all· 
in-one base and una factO<Y, this bad boy can 
unpad< to star1 pUmpilg ou1 lrits (until you 

I am most impressed by how ttis structure 
ei'llinates several frustrations I've had with mul­
tiplayer RTS sinoe its inception. Coming back 

from a losi1g position 
is lar easier s\loe 
you're not being ou1-

M the relatively low 
popUlation cap), 0, 

uproot itsell to gel 
toa more tactically 
adVantageous PQSaion. 
Auxlf.a,y Slruetures Ike 
turrets and bunlolrs 
must be deployed near 
anu11)8d<edCrawler. 
and any units nearby 
will auto,naticaly repair. 
As 1he source of all this 
plus any reinforcements 
(and heavyw~ 
itself. to, some fac­
tions). the Crawl8f 
is a fantastic tool for 
controli'g an wea. 
Sinoe much ol C&C 4's 
gameplay is based on 
map control. manag1ng 
your Crawl8f is central 
to any strategy. 

C&C 4 matches 
are Chaotic mash-

Always On 
Command & Conquer 4 1nsiS1S Iha> playorn 
always be connected 10 EKs servers. While 
this has some minor payouts in terms of the 
integri1y o( ontine stats. the obvious reason 
for It (whether EA wants to say so or nO(J is 
to prevent piracy. fair enough: EA has C'-'CTY 
reason 10 b'y 10 gel people 10 pay f0< its games. 
N implemented m the beta. however. a h.iooop 
anywhere in the network can torpedo an entire 
gamep1ay ses:si.On.1 lost entue soenano·s worth 
or progress because I ~ny Jost connecoon 
10 Ille serve,.. No, only do yw 1°"' any XP 
and stats acx;umulated during a muJnplayer or 
skirmish matCll. you alSO have to te:Slart and 
replay any In-progress campa;gn mlSSlons. I 1,y 
not to get too upset when publishers mcon~ 
rucnoe me with anti--puacy measures. but lf Iott 
Wldlanged. tlus is a straight-up mldc!le finger 10 
paying gamers. I hate to say it. but we all know 
the pirates are going to aack it inside a month 
anyw-ay. They won't lose any progress when 
their router takes a dump, but I w1U. 

resourced by clelntion. 
and lame rush tactics 
are all but i~ible 
given the victo,y PQint 
system and respawn­
r,g Crawl8fs. Each 
match is a tense. excit­
r,g half-hour that ends 
with a b<roCh of e,peri­
ence and achieve· 
ments being adcled to 
your persistent profile 
to unlOck new units 
and upgrades. 

The Attack, Defense. 
and Support roles for 
both GDI and Nod are 
nicely differentiated. 
Each has its specialty. 
and seems viable to, 
one-on-one combat. 
Workr,g together in 1he 

hands of competent playerS. hOwever. is where 
they sHne. C&C 4 strongly encourages team­
wO<I< wah how well the units and abiities of the 
variouS factions play off of each Olher. offe<ing 
tons of opportunities to come up with imovative 
tactics with your comrades in arms. Launching 
a suicidal bitz with strong Attacker t.anks might 
well be worth tt if it C011erS you, Defensive buddy 
setting UP a fo,ward PQSaion that denies OPPO· 
nents a critica PQint o, rou1e. That's juSt the tip of 
the iceberg: with dozens of ..-its and "'9rades. 
the PQSSiblaies are en<1ess. 

There are a few things that I hope get 
changed between now and release. like the 
stupicly low amount of upgrades available to 
low-level players. still,p,oblernatic unit Al and 
pathing. and consumer-unfriendly anti-piracy 
measures (see sidebar). I'm unable to speak 
to the QUality of the campaign, as I didn't have 
access to tt. $till, I'm much more interested 
in Command & ConQuer 4 after seeing its 
unusual design fitSthand. • Adam Bl essener 

>t Platfoma 
PC 
H Stylo 
!~Player Strategy 
110-Player Online) 

» Publlahtr 
Eleruonic Arts: 

H Dtvelopor 
&ALA 
» Releue 
March 16 
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» Platform 
WU 

» Styw 
I-Player Action 

» Publlaher 
Ubisofl 

» Developer 
Ubisoft Palis 
,, Release 
Mardl 23 

Red Steel 2 
The good kind of lone gunman shows 
off the potential for Wii MotionPlus 

R ed Steel 2·s premise is about as simple 
and satisfying as it gets: You are a badass 
with a sword and a gun, and you fi~t 

a bunch of bad guys in a bizarre Old-West• 
meets.Japan seu;ng using said weapons. I've 
had the chanoe to play It in short blasts over the 
past few monthS, but It wasn't unbl now that 
I've been able to sit down and enjoy it in one 
big. uninterrupted cronk. 

The game starts off with your character -
known only as the Sworosman - waking up in 
the desert with tis hands tied together. To make 
matters wo,se. the other end of the tether is 
fastened to a motoo:yde ~ driven by a com­
pete lunatic. C>.J'ing ll1is first -person cutsoene, 
the Swordsman is boU'lced and ctagged 
tr.ough a canal and into a tunnel belore he pols 
out a pistot and blasts the ba<e into smithefeens. 

Running into some of his old friends. players 
then learn that the enigmatic Swordsman is the 
last of the KusaQa'i clan. which has been slaugh· 
tered by a gang caled the .Jack.lls. VO\V"!) 
~. he must track down those responsible 
and deliver justice. The comic-book•esque sto,y 
is perfectly complemented by the cel·shaded 
visuals. To say that It's one of the best·lool<ing 
games on the Wii is an understatement. 

After Sl)8nding several hours with a preview 
bulcl. rm happy to say that It playS almost 
as wel as It IOOl<S. too. The gameplay is far 
deeper than simply waving your W, MotionPIUS· 

enhanced controller around and hoping for the 
best. That kind of fren?ied Hal ing might WOtk 
against the frst few cromps, but l.l'ltil you take 
the tine to learn the combat system in depth 
It wl inevltably lead to restarts. Your su=s 
depends on paying attention to your opponent's 
stance and weaponry, and knowing when best 
to stay on defense before launching an attack. A 
heavier enemy might charge in close, necessitat• 
ing a quick diectionat block followed by a series 
of anno,-ermcting swipes. Once he's softened 
up. Its easy to dash toward him and seamlessly 
stab his 00\V·vunerable middle. The swordplay 
feels a touch laggy at times. but It never caused 
me to miss a oombo Of interfered with gameplay. 

One of my favOl'lte parts of the game is 
hO\v various moves blend together. As the 
SwOl'dsman trails, players get access to a 
variety ol Sl)8Cialized techniques. They rdJde 
an ar launcher and sometting along the Ines 
of a Foo:e push. When an opponent is knocked 
skyward. tine temporarily slows down. Pl<)lliding 
a ripe opportunity to switch to the pistol and take 
an easy headshot. 

Red Steel 2 is the latest example of why 
Ubisolt is one ol the best Wi developers around. 
Even with a few annoyances l1<e a frustiat• 
ing sale-cracking mngame and some long 
pauses between areas. fts stacking up 10 be a 
showcase game that takes another step tO\Vard 
reaching the Wii's potential. • Jell Cork 



M any gam8"' are still in the midst of their 
first Dragon Age playthrough. With a 
huge main stOf'/t'ine. clozens of hours of 

side missions. and three downloadable quests, 
seei,g ew,ything the nation of Ferelden has 
to offer is no small task. Despite the massive 
amount of content already availalble. the rich 
wol1d of Dragon Age is about to get even bigger 
with ijs first official e,pansion. 

Awal<ening contn,es the saga of the 1218'/ 
Wardens and deals woh the aftermath of the 
archdemon's defeat. The st01y picks up in 
Amatanthine, a region granted to the G<8'/ 
Wardens at the end of Origins, where players are 
tasl<ed with rebuilding the ancient ader. New 
tlTeats are scattered through the unfamiliar land· 

scape, Ike a Sl)8Clral dragon, a towering gotem, 
and a ruthtess dar1<spawn general woo leads the 
remnants of the archdemorfs army. Additional 
Sl)els and skils will help you take down these 
foes. as will five all·new party members -plus 
one ret1Sning ally that BioWare would only icfen. 
tify as ·an old favoroe." 

You can experience the expanded content 
through the eyes of your previous main Chafac­
ter (imported from the OOfe game), or start fresh 
by selecting Awakening 's new origin stOfY - a 
Cl<8'/ warden from the neighboring comtry of 
Orlais. Because the plot takes place after the 
events of Dragon Age, the Or1esian origin is 
only accessible in Awakening. Unfortunately, 
the separation betwooo the two games isn't 

OOfnplete: even though the storioo aren't cr,ectly 
connected. Awakening is not a stancfalone 
e,pansion, so you'll need to own Dragon Age: 
Origins in order to play. 

Fans wi 1.1'1doubtedly be happy to get more of 
the game they '°"8. but th8'f may be tess tl'tilled 
about the oost. The $40 price tag has left some 
gamera upset, especially Since the expansion is 
releasing only a few monthS alter the original hit 
shelves. Cost iss<,es aside. there's no debating 
that BioWare has crafted a detalecf and compel· 
ling world fa the Dragon Age franchise. and we 
can't wait to jump back into it. • Joo Juba 

T0$t:i1""1i/iMa/-"'11tomDrlllJ{lrlAQO:Otrg/rl$ ­
~ .{/OIOgan,,Wotme1.comlmag 
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T his isn't the first time we've played Spfa 
Second. and yet l!Nery 1me we get our 
hands on the upcoming racer from the 

devek:,pers of Pure \'18 come awwt impressed 
by different things. we·re famUiar 111ith the 
game's mix of fast racing and player-triggered 
destructible levels, but what caught our a«en• 
tion this time as we ran through two levels of 
the game - the c:lockyard and downto111n - 111ere 
the Choices that we had to make and how 
these affected our racing experience. Some 
were made in the blink of an eye and othe<s 
were mo<e deliberate, but an of them made 
anirr()act. 

Before the start of the race, it's illportant to 
choooo the right car. The lighter super cars offer 
mo<e SP8ed at the expense of strength. Strength 
is illportanl because when an exptooon rocks 
the level you're racing through -and this hap­
pens often - a stronger car = withstand the 
shockwaves that shake your chassis and cause 
you to lose control. A truck. meanwhHe, has the 
otlP()&te Characteristics of the super cars. and 
the rruscle cars are somewhere in the midcle. 

Racing U-.ough bOlh of the demo lelalls. I was 
conceovating on dodging the flaming wrecl<age, 

navigating the comers, and banging bl.mpers 
with all comers. but using power ptays at the 
,V,t time is also important. The game throws 
up color·codecl icons telling you when you can 
unleash hell on your opponents: h~ the ng11 
timing to del)IO'f a power play CO<YOOtly = make 
al the clffereooe. A poor1y timed power play can 
cruse you to miss an opponent (or not blow 
up as many as you otherwise could have) and 
even lead to your own ca, gening caoght up il 
thecamage. 

Saving up smaler power plays in order to trig­
ger level•Changing -,,sis one strategy, but 
sometimes you get so rrired in the midcle of the 
pack that triggering a crane to sweep a giant 
consttuction buldoZer across the racetrack to 
oollect your foes is ,,t,at needs to be done for 
mo<e illmediate relief. Thani<fully the game's Al is 
varied enough that each lap and race wll cal for 
d'ffereot approadhes Moreover. the Al can trig• 
ger some of the big race-changing moments (1l<a 
a derailed train crast/11g from the highway aoo,,e) 
by itself. Don't worry, h0111ever, as the Al actions 
are not scripted. 

Later levels of Spt,t Second feature tracks 
from earlier in the game. but by then you'I have 

bigger and ba<lde( power plays at your finger­
tips, so you can morph the level in increasingly 
unexpected ways. As you progess throug> the 
game's career mode. you'll also participate il 
new modes. I got my hands on Nemes.is mode. 
where you try and pass as many tarl<ers before 
time n.ns out. The trick is that these tankers sp1 
numerous smokilg, explosive kegs across the 
track. You're trying to cruise past 1h8S8 trucks as 
fast as you can while bl:ndly plowing into volumi­
nous smoke douds and hoping that there isn ·t a 
big crash waiting for you on the other side. It's an 
ad<ktive mode that simultaneously calls for IXlld 
moves. caution. the ablay to precfct the Mure, 
and 8 little b~ of luck. 

Black Rock has add~ional modes that will 
!XJOCluate the career mode. but it's keeping 
thOse (and multiplayer details) under 111,aps fo, 
now. I guess it's f.tting that this game stl has 
surprises in store. • Matthew Kato 

f« tw OI ext/a sc,eens and game(tay movies. he.1t1 fNtf 
IOgameinlOfmet.CCIWm.,g 
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W e·ve tread so many PQSl•apocalyptic 
landscapes over lhe past few years 
lhat new games set in futures ravaged 

by disease or nuclear war are slatting to evoke 
more skepticism than excitement. That isn't 
stopping 4A Games from creating its own 
nightmare scenario. and it knows the best 
9""'es detaJing the end of the world start with 
a good story. 

Wtile several of 4A Games' staff ,\'Orl<ed on 
S.TALKE.R. (another POSl•apocaiyptic FPS) at 
GSC Game Wand. the team is fincfng its inspi­
ration from a popular Russian no"8I by Crnit,y 
~ -The no"8I tels the story of Artyom, 
a young man who has spent most of tis ife fiwV 
in an u>derground RussiM trai'I station. one ol 
the few places h06pitallle to ife after an umamed 
apocalyptic event. A"""' threat - mutated beasls 
caled 'Dark 0nes· - ae encroacNng on the 
meager existenoe Artyom and his felow suvivors 
have become aocustorned to, forcing hin IO 
explore the undergould trad<s and occasionaly 
the aboveground wasteland. 

Most of Artyom's time is Sl)ellt oottJing a viwiety 
of freakish abomnations with SC8Yer'Qed weap­
ons as he expiOreS the Metro's interconnected 
train stations, each of ,>i'ich has its own economy 
and societ" structure. It somds li<e the perfect 
sou;:e material for a story-driven FPS. and 
~isworl<ingoosel)-,"'11l4Ato_.e 
the game also captu'es the atmosphere and des· 
perate tone set by the ncMll. 

So far the developers are on the right trad<. 
The ab5enoo of a HUO requres the player 10 r,,rf 
ctose attention to 'lisual cues for heath and the 
amo..-.t of M1mO you have ,e,na'ning. ,vr11e mMy 
sinple gameiJlay elements that are usually tal<en 
for ganted requra extra attentoo Your hMdy 
fla!ti~ needs to be maroa11y Charged via peri­
odic button presses, and yc,.x map is an actual 
map that needs to be Pl.led out and looked at 
without the lwo,y of pa,sr,g lhe in-game world, 
with makes you a sitting ruck for predators 
sneaking up in the shadows. 

Another interesting addition is yo.x gas mask, 
which is essential to surviving in the poison-

ous atmosphere outside the salety of 
the train stations. Wearing the gas 
mask not only affects your field of 

lllsion, it requires careful manage­
ment of the tempora,y fflers that 
liJaw you to breathe. Lke other 

elements in Metro 2003, there is no 
indicator for how long you have left -
players must time it on their Charac­
ter's watch via another button press. 

The resut is an immersive frst•perwn 
experience blended with the desperation 

of the survival horror ge...-e. 
Adding 10 that desperation is the game's 

cooency: ammunitOO. Buying new and more 
powerful weapons comes at the expense or 
having re-ver bullets to Shoot at your enemies. 
and each missed burst of machine gun fire is 
just as threatening to your future as the mon­
ster you're failing to hit. Ammo as currency 
makes a lot more sense from a siory stand· 
point than using someth,ng like bottle caps 
or other generic forms of currency; this clever 
twist has our Interest piqued. It's also wO<th 
noting that the novel is known for being ter· 
rifying and having a spectacular twist ending -
something we'll have to wait unll Ma<ch to see 
for OlKselves . .. Jeff M.archiafava 
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Super Street Fighter IV 
The modern hit gets a classic treatment 

C apcom knows how 10 please its rabkl fan base. When it announced 
&,pe,- Street Fighter rv, aficionados <id a collective fist pump of 
excilement. Just like &,pe,- Slreet r,ghler II. $SF rv ups the ante 

in just about eve,y department. from new dWaclecs to new Ultras. To 
get lhe lowdown on just some of lhe new things 10 expect, we asked 
Capcom's special advisor on Super $\reel F,ghtec rv, Seth Kilan, to run 
CIOwn lhe lateSl info on lhe updates. • Nick Ahrens 

Guy 
·Guy is OU' favo,ite rinja, known from lhe Final Fight series. Guy is VflfY 
quick with a 1-..ge variety of special rnov,is bolh on the air and gromd, 
inctucfng throws. sf>des. and ovemeads. His 00<e offense is buih around the 
Bushin Flip technique, which acts like a jump, but can be canceled either 
into a~ or a flying elbow that drops straight down. Hes also gol a rul 
technique, ,vl'lch gets him i'lstantly i'I your face, and can go straight into a 
slide Of overhead flying kick." 

Cody 
"Cody is another ielurnee trcxn Final Fight. His backstory involves some ja;I 
time. so he gets down and dity and is ,.,;i;,g to figlt with dirt, rod<s. pipes. 
wrenches. or even a knife. Hes a great fighter from middle-to-<:IOse ranges. 
and has perhaps more ways 10 get a,ound firebals than 8"'f chMlclec i'I SF 
history. H you're uP aganst a tot of Kens. Ryus, and Sagats, r;,e Cody a try." 

Adon 
"Adon was actually i'I the Ofig'nal Street F,ghtec. but most players know 

him from his SF ~ appearances. SSF rv Adon has ~ of the rnov,is you 
recnernbec and love, as well as a couple of bnrtal Utra combos and the 
most dangerous O\l81'head attack;, the game. Hes fUI of high-flying action. 
with a wide range of kicl<s that take hin off the waits and fllO the air. Very 
hlgh•enecgy guy compa-ed 10 his fellow muay thai p,aclitionec, Sagal." 

New Stages 
1'he new stageS a,e a sky-high MeM City construction site, a., Aflican 
savannah du..-,g an eclipse. a Korean street ma,l<et, and Indian street 
scene. and of course $elh"s $.1.N. lab in runs - the whole thing is about 
!Oblow." 

Bonus Stages 
"All of our-• are interactive in that the backgound elements react lo lhe 
fights. People cheer and dodge, glass shatters. meerkats taunt you, and 
hippos topple. Beyond that, \Ve've got the bafrel and ca, crushng bonus 
stages. They're some nice retro fan•secvice where you 00ff'C)8te against the 
CIOCk to deStroy eve,ythi'lg. • 

Ultras 
1"he new ultras aie afferent for 8VfJfY character. but they're desig",ed 10 
g'rve you a real choice in the way you want to play. Do you want somethi'lg 
that helps extend a combo or a special lh<ow? Do you want someU>r,g 
that gives you better defense or something you can use creatively on 
offense? You can choose a new one each game to see what beSI suits 
your personal playing style." 



Mega Man 1 O 
Capcom continues Mega's retro sequel rampage 

M ega Man 9 fans reioice! Gapcom 
has anflO<#lCOO a sequel to the ~ 
Somtier·s 2008 8-bit downloadable 

outi"9. ms old ochool folow-up inclJdes a.I the 
trimmi09s you·d expect from a new Mega Man 
game straight from the NE$ era. Brand new 
playable characters a-eon their way. along wi1h 
an easy mode f0< all the~ who thOught 
Mega Man 9 was too tough. 
~t in case you give a oonn abOUt Mega 

Man's motivations for blastin' bots. the~ 
comes 1vith a stO<y. In the yea, 20XX. robots 
across the wood come down with an llness 
known as Roboenza. CO<rupted by the disease. 
these robots malfunction so badly that they 90 
mavelick and t,y to take over the 1'/00CI. W~h 
Mega Man·s sis. Roll. being one of the victims of 
the catastrophe. the battle gets personal. This 
time around. bolh Mega Man and brother-bot 
Proto Man take up arms agar.st the pandemic. 
There's no oonfrmation that Or. Wfy is behind the 
outbreak. but we·re 1..-.ig to bet hes to blame. 

Those faml iar ,llith Mega Man 9's Proto Man 
Dt.C already know what to expect fr0<n one 
of this OO<lJ<ll'S playable chatacters. Proto has 
some nifty abilities that his bro doesn·t. pacl<i09 a 
charge shot. slide IT10ll8. and projecile•deflectirlg 
shield. These talents come with drawllacl<s. The 
scarf-wearing enigma takes m0<e damage and 
can orly rre two plasma Shots at once. There 
is also another character who has vet to be 
announced. Could it be a ret.-ni09 Character 
such as Bass"' a brand ,...,.v buddy enlisted to 
hep conquer wt(/ 

Klnd·hearted killi09 maciVles are worthless 
wlU>OUt enerny-filled levels to decimate. Mega 
Man 10 comes with the r~te eight new 
Robot Masters (see sidebal). each sporti09 a 
unique new stage. Battle baseball-tossing bad· 
des in a staclum-therned level. weather t<mt.ltu• 
ous sandstO<mS in a desert stage. and dodge 
Clangerous cutie,y in Blade Man·s castle. Mega 
Man 10's levels IOOk eve,y bit as hatl'Olving as 
the patience-testirlg pr8\/ious game. H's not rec• 

NITRO MAN CHILL MAN SOLAR MAN 

ommended lo< the weak of heart. 
Those interested in a Mega Man experience 

that's less btisterirqy difficut a-e in luck. as 
Mega Man 10 maJ1<s the return of easy mode. 
Activati09 this mode smoolhes over a 90od 
d>..ri< of the rough challenge. hopefuly alowi09 
m0<e players to witness the eod Cledts. Pits of 
dea<IY insta-kl spikes are miacuouSly covered 
with platforms. enemy n<mbers are wh;ttled 
down into m0<e manageable fO<oes. and incom­
i09 projectiles and the bad r,.;.r-; shooting them 
ate <:l'amaticaly slowed. Die·haid Mega Man 
fans thrive on the senes· famous and unrelent­
i09 cfifflCUlty. but easy mode may be the training 
wheels that blaster•shy garners need. 

Capooms·s unmistakable polish and meticu· 
lous attention to eve,y retro detail already has 
Mega Man 10 IOOki09 better than the previous 
ent,y. We can·t wal to take on the challenge. 
Save up you, swea--jar money now. becauSe 
you·re goi09 to need it come Mareh. • Tim Turi 

Stunt robot extraordJnalre. 
NitrO Man has the ability 10 
transform into a motorcycle 
and b\Jm l\ll>ber all over the 

opposition. 

Global wanning is still a prob­
lem in Z0XX. whicil Chill Man 

was tasked with correcting 
betore he went tOgUe. wateh 
out lor his Chill Spike attad<. 

Be careful wha1 attack you 
throw at this artilieial sunlight 
research facility robot because 

he abSOrt>s and harnesses 
energy for his own attack. 

BLADE MAN 
CUstodlan of an old castle. this 
blade-wielding robot dashes 

and dices cirdes around Mega 
Man in an anempt to cut hi$ 

journey short. 
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~ 
STRIKE MAN 

Origlnatly built as a battlng 
practiOe robot this Robot 

Master packs a mean fastball 
and a l\igh vertical H\&t w111 

have you benched in no time, 

SHEEP MAN 
A sheepherding robot with 

the power of clectric1ty. Sheep 
Man can transtorm into cloud$ 
of wool and cast down deadly 

bolts of s1aric electrieity. 

~ 
PUMP MAN 

COMMANDO MAN 
Built to detonate land mines:. 
Commando Man now uses 

his Commando Bomb to blast 
troublesome pests to blts. 
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Major League Baseball 2K1 O 
With 2K10, Visual Concepts finally recognizes the show 

S imlar 10 Milton Bradley's stint with the Chicago Culs, last season's 
MLB 2K title deServed to be bOOed. mocked, and benChed for the 
remainder of the season due to its inabiity to play Major League 

level baseball. Pvblisher 2K $po,1s orly recently came clean on the fact 
that 2K9's newly appointed develoPer, VISU8I Concepts, acquired the 
p,~t late and orly had three quarters of the time in a typical baseball 
devlllopment cycle lo gel accustomed to the code and release the game 
in lime for sp,ing training. 

Winning back fans wil be difficult E'IEl'I with a 1\.1 delioopment cycie, 
Visual Concep!s has 10 p,ove that as a capable baseball developer. This 
stu<f,o won me over wah as football franchise {woddn"I a be great ij we had 
a new NA..2KS fJVery yea;?), bu\ last season's baseball effort was one ol the 
poo<est I've seen from af"! SPO<IS developer in rrrt tenure as a game critic. 

I had the chance to put this year's game through its paces. and a feels 
Ike the franchise is turning a corner. But is a turning enough to be deemed 
a qualfy baseball simulator? That cpestion stm looms large. 

From a content standPOinl. V1S<Jal Concepts olf<l<s something for fJVer'/• 
one. The biggeSI addition is a mode d(J)be(! My Player. which is a cr.ect 
response 10 Sony's Road to the Show mode. although 2K says ii s based 
on a simlaf mode in its NBA lille {nice try at keeping innovation in hOuse, 
bu\ we al know where the idea came from). 

Like Road to the Show. My Player is best descr'i:>ed as a baseball RPG. 
This mode asks you 10 c,ea\e a player, nurture his development as he 
works his way lhr"'9' the minor leagues up to the sho ... er ... majors. 
Pertorm adm<ably, and )'Ol, fictional athlete wil earn Skill points that can 
be used to enhance his abiilies. Separate points are handed out for bat• 

ting and pacnng. meaning a pacher won't ha\/9 to waste valuable points 
on his <tag bunting skill (yeS, that's a slam on Sony"s mode}. In addition 
to games (which zoom directly to your player's next appeatance), you can 
also earn poills tt'tough a variety of drills. 

'Mlle I didrl'I get to spend rruch tme wtth My Player. a has a ton of 
POlenlial. Games IOacl quickly, the Skill system C<>ve'S -v base. and I love 
how the mnor league p,esentalion is scaled back - you don't get the three­
man booth, flashy replays, or pmsentation lhal you dO in the MLB games. 

t> game, I can vouch that the p~cher and batter battle is on the right 
track.. The pitehing mechanic offers an imp,oved interface that makes 
the series' signature gest<Ke•based system easier to use. The addition ol 
defensive swings brings a~ level of reaism 10 two strike counts. On 
top of this. a new piteh tell system l4)S off Quality hitters of the IOcalion 
and speed of an incoming piteh. Althoogh I hit S8V<lilll homers dunng one 
game. bOth sides of this duel feet great at this point in development. 

'Mlle the titting and pitching have imp,oved, foelding remains a cpestion 
marl<. I threw out a runner al forsl from rv,t field, and many balls ha to the 
wal went for singles. The inabiily to CharQe your tatgel on a pre-loaded 
tt'tow means that a single button p,ess can turn the tide of a game. These 
issues need to be addressed for 2K to play in the big leagues. Visual 
Concepts said fielding is being WO<ked on extensively. bu\ we won't be 
able 10 see hOw far this aspect of me game has come until ,ve review it 
next month. • Andrew Reiner 
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Clash of the Titans 
A big Hollywood movie Is comng uP with S\'IO<ds 
and monsters, and you know what that means. 
That's r%)ht! Movie tie-in game! The video game 
treatment for Clasn of the Titans comes from 
Game Reptbiic, \\tlo gamers may recognize 
as lhe team bel'ind lhe Ger-; games and PS3 
action/RPG Folkbe. C\.r srort handS-On time 
1wh the game f8V8aled a oombal systoo, in 
need o/ some significMt balMcing and pol~ 
before release. Here"s hoping for a heroic effort 
from Game Repu:lic in the final weeks belo<8 
release; the game tits shelves around the time of 
the movie debut in late March. 

Trauma Team 
"No Gvl1 or Sligna appears in this game. No bug-ll<e th:ngs nming 
around lhe roman body with a different name. either," says Trwna Team 
drector Daisul<e Kanada. This Is great news for fans of Atlus' Tra.ma 
CE<lter series 1,t,o e,'jOyed SU'QErY givneplay. but wished It was more 
gfOUlded in reality. Dive into six med',cal cf,scip&les (emergency medicine, 
su:gery, orthopedics, endosoopy, cf,ag,ostics, and lorensics) on April 20. 



Yakuza 3 
Yal<uza 2 took nearly two_,. to fllaJly make a from Japan to the U.S., but the third ~t 
CU1S the wal in half when it hits n Maret>. In o<der to stay authentic, Sega is retarlrQ the orignal 
Japaneoo diaJog.Je tracks oombined w:th English swt~les. It's a wh-win - Sega gets to save a 
bench of cash, and Jap,mpl1ie fartxJ/s get to hea' a language they low, but don't understand. 

M.U.D. 1V 
Desql a stu<fio, hire actc,-s and producers, and make some money in this strategy/srn<Aation 
title from t<aypso (Tropic:o 3). M.U.D. TV twes to layer aroosing social oonmenta,y on tap of as 
gameplay when ~ oomes out in Masch. 

OS 7//,W/////////////#///##,W/////,W##////////////////////&/////#,M~ 

WarioWare D.I.Y. 
Wa/KJWare fans can finaly create their own Clera-ged microgames oome 
March 28. n addition to blasting througl a nom,a1 "caree<' mode, players 
can design everythilg from the look. the Illies. and the rrusic of their 
own microgame. Oeations can be shared locat,, or onine with friends. °' 
transf81T8d to the uPO()ll1ing WWVate 9<"1'8, Wair:>Ware D.I.Y. Showcase, 
\\tich wil larnct> alorQsid8 the DS game. In Japan, Nntendo is consiStently 
releasing two new microgames a week '°' dOwrload, so this 1a1e may haYe 
IOnger legs than ll<8lhOUS franchise entries. 
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~ 9.75 
360 • PC 
n Concept 

Break down the walls holding 
Storytelling in check by 

allowing players 10 oontinuo 
the person.al tale they creiued 

in the fll$t game 
n Graphits 

Even more ci.nemauc than the 
first. During story moments. 

characters interact with their 
environments. the camera 

frames each shot better, and 
facial express:lons show a 

wider ra,,ge 01 emotion 
» Sound 

'nle voice acting is excellont 
CaJ1hovgh rm preny sure 

Seth Groon thooght he was 
recording an episode of 

Fanuly Guy for one linet. The 
soore also flows beautifully 

in both I.he story and acc:ion 
sequences 

" Playo.billly 
The gunplay is now as 

polished as the other 
oomponents. allowing player., 
10 combo firearms and biotics. 
and tum to their teammates to 

get them out of a bind 

•• Ente.rtalnment 
It's a sequel of a new order. 

and one of gaming's most 
eng~s1ories 
,, a.play Value 

High 

Cinematic na1r 
B10Ware's groondbreaking 
conversation system has 
reanved two sigruficant addi­
tions. The first is the ability to 
interfere with a conversation 
by applying renegade or 
paragon acuons. At scripted 
poults in oonversabOns. 
players ha~ the abwty 10 
mange the 1one of the scene 
by physically uuer1eri.ng. nus 
ptays an inscrumen1a1 role ul 
shaping your charaeter. your 
team. and the narra1wc. 'nle 
sooood add.ahon plays JUSt as 
large of a role m the story. 
but you have no d.uect control 
O\·er u. The cinematic quality 
has been heightened 10 the 
point that tbe player can read 
characters solely from the 
way they emote. 
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Mass Effect 2 
The mystery deepens in BioWare's second act 

r:GAME° MONTH r:PLATIMJM 

T he seoond chapter in the Mass Effect tril• 
<YJf is more of an enigma than the first. 
weaving enough moral ambiguity. ~st­

like images. and miSleading plot twists 10 make 
the writers of the TV show Losf take note. Who 
are the Collectors? What interest does the 
mysterious Illusive Man have in Commander 
Shepard? Where are the Reapers? Why has 
Cerberus come out of the ShadOws? Wt'( 
is mankind lhe only species in the uniVll<Se 
being h<Jlted? 

Lost has teased ~s viewe<Sfip lor years w~h 
mystifying answers that lead to even more 
QUOOtions. b\JI in Mass Elfocl 2, the scrl)es at 
BioWare slowly pull the curtain mv111f lo reveal 
the answers you seek. By ihe time the credts 
roll. most QUOOlions are addressed. Commandef 
Shepard's role in the universe is oemented. and 
the iast rnage tt,at appears on screen makes ihe 
wait for Mass Effect 3 seem unfair. 

ff you import your save file from the first game, 
tt,e connection you have with this adven11.re is 
heighlened to lhe POinl Iha.I you're doing yourself 
a disseMce ii you create a new Character: The 
save transler retainS your character likeness. 
remembers al of the decisions you made. and 
ultimately <181ivers the sensation that you a-e 
sculpting the story and are not a passenger on 
a prescripted ride. The state of the universe is 
very mueh how you left t and the decisions you 
make moving forwa-d ,YI cany r:Ne< into Mass 
Effect 3. If Characters died in the first ga-ne. they 

Style 1 ~Player Action/RPG Publisher Clectron.ic Ans Developer Bio Ware lteleue Janua,y 26 ESU f.1 

won't return in Chis S8(JJ81. 
Mistakes you made in the past oould come 

bock to haunt you. You'll see the aftermath to 
decisions you thought right at the time. And 
don't be suprised tt you stop dead in your 
tracks to get a better IOOk a1 fan-.,a, faces on 
the streets. These Characters may be an Old 
acquaintance. and ii you Jal< to them. the con• 
versation wil play out ll<ll a ChanCe reunion. 

lime cO<Ad backfte. or lead to a teammate shut· 
lirQ down emotionaJly. 

The narrative bounoes between er,gagng mys­
teiies and moments that attack your conscience. 
all while po..lilg you deeper into a ga-ne universe 
lllan you·ve e,.,er been. BioWare·s scr'l:>es have 
not only created one of video games' greatest 
stories with Mass Effect 2. they have redefined 
how stories are told in this medun. 

Wrth this kind of depth. 
Mass Effect 2 r8Wlls in 
its retationshi)s. The 
bond created between 
Corrvna-lder Shepard and 
his or her crew is rrucll 
stronger this time around. 
with their personal lives 
sewn tightly into lhe plot. 
I'S they oome to know 
Shepard, their tormented 
histories, relationshi)s 
with 10ved ones. and 
ghosts from their pasts 
are O$$8Cted. The cast is 
likeable. and their stories 
tug at Shepard's soul in 
myriadw111fS. 

The situations you are 
asked to dictate are not 
as black and white as the 
first game. ~ what 
you think is rq,t at ihe 

Mass Effect IS muln-face1e<1 
game. lle!Ow is a bsting ol 
games shanng slmllar1ties 
10 the game's parncular 
components. u one of these 
aspeas 0cl<led your fancy. 
you may want to check out 
the game 1Js1ed. 

Plot 
Siar Wars: Knights of the 
Old Republic 

Mystery 
Asa:.ast.in'g Creed 

Gunplay 
Gears of War 

Powers 
Infamous 

Relationships 
Dragon Age: Origins 

I'S ia-naiar as this ..-.verse wll feel 
for fans of the origilal game. the 
majOrily ot the gamep1ay will feel aroen. 
Most of the role-playing elements 
have been removed outright. Weapon 
and player customization - two con­
fusa,g menu-driven distractions from 
the first g.rne - !lave been st~POO 
to the bones. Most of the role-playing 
content is~ with modern day 
shooler conventions. such as regen­
eratirQ health and limited ammo. 

In my soldier ClasS playthrough. I 
CJd./ cfsoovered 14 different firea<ms. 
None of the weapons a-e technically 
better than the other - they~ offer 
different nnctionaity. You cannot 
apply incfiviOJal uP9rades 10 the fire­
arms li<e you CO<.ld in lhe first game. 
either. All upgrades (Of which there 
are few) are automaticaly appfoed 
to ""8<Y weapon in the same Class. 
likewise. the inventory system has 



been removed in 18\/0f of a similar armor upgrade 
system. S.-.Ce this is all automatic, you no IOnger 
have to deal w~h making su-e your team is outf~­
ted w~h the latest gear. 

The Shift aw&:,/ ITOrn RPG-style customza-
tion may sould like a major setback. but the 
new format keeps the focus on the action. The 
combat scenarios deliver more excitement. not 
to me<1tion a wider IJ<eadth of enemy types. 
Teammates no IOnger minc:les$iy shoo! walls like 
they did in the first game. Rather than acti)g like 
flashbang victins. they demoosltate intelligence 
on the battlefield as they tal<e rx,,,er, aovance. 
and unload 811$Y1h'ng they can on the enemy. 

BioWare also rethOught the conlrol mapping, 
alowing players to assign IJiotics to buttons and 
w,,, eool•down meters mid•battle- both of 
which remove the need to visit the pause screen. 
From a tactical stan~nt. you a,e no IOnger 
shoohomed into relying Sl)EICificaly on Shepard's 
daSs specialties. You can snipe from ridges. 
create biotic and f,ea,m combos, and even 
use melee/sho(gun•Slyte assaults. All of these 
optionS feel great, and a,e balMCOO to create 
exctting battles. 

W~h its amazjng sloryteli,g and corrbat. it 
may_,, Bioware can do no wrong, but this 
jOUrney is littered 1v'~ unpleasant minigames tied 
to planet mining, cornpvter hacl<ing, and loek 
~ . Each of these diversions are as mind• 
nurnbi1gly CU as they are repetitive in design. 
Given how heaviy they 6e into the gameplay, 
you'd think Bioware would have given them 
the same care that deal1y went into the rest of 
the game. Although unwanted, the migames 
don't derail the e"1)81ienoe. The only elemet1\ of 
this finely scupted game that stands out as a 
grievous error is the last ooss· design - tts look 
screams X•Men more than ~ does Mass Effect. 

The loss of RPG elemet11S may hit some 
people hatd, and the repetition in nmgames 
may lead to yawns and tired eyes. but none of 
these fautts hold Mass Effect 2 back from oong 
a work of bold ambition, and one of gaming's 
most exciting secµlls. • Andrew Reiner 

Second Opinion 9.75 
BioWare doesn't hx problems. 
fl gets n<I or them. Thooght 
Mass Elfec:t's uwentory 
sys1em was a me:ss? Don't 
worry. in I.he sequel you 
don·1 have 10 manage a 
single piece or ablauve plated 
annot. D1di\'t llke the Mako's 
Mndlmg u1 the f1rs1 game? 
'That httlc rock aawler has 
been taken to lhe scrap heap. 
SUrprisingly, I misse<I none 
of the features BioWare un­
ceremoniousJy removed from 
the franchise. Everything 
that"s unportant about Mass 
&Hect has been improi.•ed, 
Tile eom.bat feels like a more 
POhSMd Shooter, the ad• 
<IJbOnaJ hOtkS),S IOI )'OU uW,,,e 
your b1ouc and 1ech p()\-\·ers 
to a grea1er degree. and the 
side m&'K>ns featuie more 
vanety. E:ven youc allies have 
a larger role to play Uus ume 
around. and your relation­
ships carry a greater weight 
Most impo«anUy. the Mass 
&Hect wuverse is displayed 

.. in impresssve detail. Whether 
you get stuck watching an 
advertisement for funeral 
homes after a bllllloar<I ad­
<1,es,es you by name, you 
overhear a hapless Tu.nan's 
atteml)(S to p1Ck up a Quartan 
at a spaceport bar, or you 
are exploring the oonfines of 
a ctoreltct beached starsrup. 
the workls in Mass Effect 2 
are filled with a nullion IJtUe 
Wltold tales. The end of Mass 
~ect made it hard to wait 
for lhe sequet but the end 
of Mass Effect 2 makes the 
wait for number three al.most 
painful. • Ben Reeve$ 
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~ 9.5 
PS3 • 360 
n Concept 

Challenge Infinity Ward 
for the aown of best 

military shoomr 

n Graphics 
The heavy use 01 particle 

cttec:ts in the desert 
sandSu)nns and mountain 

peak bliz<ards adds a wild 
card element to firelights 

» Sound 
rrom h~-rauling explosions 
to the <latter or bullet casings 

hilting the ground. this is 
the best sound design in the 

gorue. It's so detailed you can 
Mar th$ fOOISlel)S 01 SOidier> 

approaehing ~om behind 
» Playability 

Smoother aiming and 
tightened vehide oontJOLs 
improve the moment-to­

moment experience. and the 
now health regeneration 

sys1em greatly olds tho pacing 
o1 the single-player campaign 

,. Entertainment 
A vastly unproved single­

player campaign oomplemenlS 
some of the best tactical 

multi.player action on 
the planet 

n Replay Value 
High 

Second Opinion 9.5 
Wow. wha1 a fun nde. 
8a1Uefield: Bad Company 2 
.brulgs the boys from Bravo 
Company back and sets them 
on another aazy advennue 
they didn't ask for. Debvering 
an experience on par wuh a 
summer blockbuster movte. 
the Slngle-player campaign 
took me on an adventure 
UU'Ol)gh S<>ulh Amenca lhal 
sparuled snow--ooverect 
mountail'IS and rainy, dense 
Jungle:S. Expk>Sli.·e set pieces. 
mystenous weapons. and 
W\SOCl'acktng squad members 
kept me hooked throogh to 

the end - bur the real star 
is the amazing muluplayer, 
DICE has broughl the magic 
of BatUetield 2 to the living 
room with some ol the most 
balanoed and addictive 
onhne multipl.ayer rve ever 
seen. With the blend of new 
ideas and improvements 
from the J)Jev'iou:s btle, Bad 
Company ?. ,s se110 beOOme a 
Juggemaut 1n 1he mutup1ayer 
spaoe. • Nick Ahrens 
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Battlefield· Bad Company 2 
DICE declares war on Infinity Ward 

Style 1-P1ayer Action (24.•Player Onl(ne) hblbh.er £tectronic Arts De.wetoper OICC Rel,e&ff March 2 ESR.B M 

N othing in-c,<oll'lS competaion like a great 
rivalry. After years as the kingpin of 
m,litary multiplayer, Battlefield creator 

DICE found as title in jeopardy as FPS gamers 
abandoned PQl in favor or consoles and Call or 
Duly became the gold SWldard. At the core of 
Infinity Ward's ,vorlcl-bealing shooter was the 
Battlefield bluepmt. The stucr10 borrowed the 
persistent rankings and unlockable weapons 
concepts from Battlefield 2. refined them to 
unprecedented levels, and matched its robust 
online offering with an expertly crafted single· 
player campaign featuring tl'<illllQ saipted 
5€(luences that put action flicks to stwne. 
Not oontent to settle for seoond place, DICE 
throws down the gauntlet wah Bad ~Y 2. 
delivering its best n>Jltiplayer package since 
Batllefielcl 2 and a remarkably improved sngle-

player campaign that Ol)enly moeks its rival 
whle crilbing from lhem at the same lime. 

k; with all Battlef.eld litleS, a phenOmenal 
nut'player mode serves as the heart or Bad 
Con-c,any 2. The !)alTl8 successfully blends many 
innovations from lhe senes· past with impressive 
new features to create a rotl<Jst experience that 
righttullyct,alenges Modern Warfate for the~­
tiplayef crown. All the Battlefield staples return -
player progression. riw<ings, ~ gl'O<.l)ings. 
unloekable weapons, and huge maps that el1:)w 

players to attack via land, air, and sea. The deep 
progression system conslanlly dangles the carrot 
of achievement in front ol you. offer'ng a wealth 
of unlockable weapons, gadgets. and special· 
izations with nearty every round. AA impressive 
array ol pins MCI insignia document your battle­
fielcl p,owess. and lhe dog tags retu'n as boast· 

worthy incentives to knife unSUSl)8Cling enemies. 
Conquest and Rush still serve as the multi· 

player pillars, but Bad CompMy 2 a1SO intro­
crvces two new chang&-of-pace modes. SQuad 
Rush places a four-player team in lhe role ol 
atlackerS who must best lhe lour defenders by 
clestroying l\vo crates. Squad Deathmatch. on 
lhe other hand, p~s four teams ol four aga'nsl 
each other in a battle for kill counts ancl bnlg· 
g'ng rights. Both modes feature more infanate 
maps and tal<e n>JCh less time to complete than 
the standard Rush mode. Teamwork and coor­
cf'nation are Slt8SSed to new degrees as w~. 
Keeping Close proximity to your squad is essen­
tial for revMng fallen teammates, which can spel 
the difference bel\veen successflty defending 
a crate and losing a while half your squad waas 
torespawn. 

The m.ltiplayer modes are complemented by 
a fantastic array ol maps. MMy pay homage 
lo great maps from Battlefield's past, and the 
cf'MlrSily in locale and temli:> assu-es eve,y 
battle plays out cfifferently. Some ooncentrate 
on \/llhicular combat, ,-mete oontrorr,g lhe air 
with choppers or mou,ting an assaut with tanks 
are the keys to winning the wa,, whie others 
stress infantry tactics in tighter urban locaJes. 
These expertly crafted environments are a far 
c,y from the<'~ and frantic oounterpa,1S 
in Modern Warfare 2. giving players room 10 
orchesttate coordinated assaults. 

A pair of useful new tools bolster the team 
lactics. The spotting mechanic helps improve 
oommunication by alloWing players to mas1< 
enemy positions as they identity ~t on 
the battlefield. rn addition, the overpo,vered arti­
le,y from Bad Con-l)any has been removed in 



favor of a p1ayer-9uicled UAV that e/1,ows you to 
track and mark enemy movements from above 
between missie barrages, 

DICE made many IOgistical Changes to the 
multiplaye.- experience, but failed to address 
some other minor hildrances. You can finally 
klck unwanted players ~om your squad to make 
room lor a buddy. but large gtOUl)S will gripe 
when their party gets spit by the sometrnes 
unaccommodating matchmaking system. The 
sketchy Slatistics \,IXlater Slil takes awtlie to 
post the results from yo.x most recent match 
(a legacy proo1em that's plagued Battlefield 
lor years). and the annoying kill cam is su-e to 
anger players usi:'(j the recon class because 
it rj;es awizy sriping positions. Snipers also 
won't be pleased that DICE once again doesn't 
,#,ow play,!rs to go prone. Thankfully. you can 
d'.1Ch the kill cam in the new H;irdCOre mode. 
which also turns olf many HUD elements and 
incieases the damage to deliY8f a rno<e realistic 
war experience. 

As great as the rr.Jtiplayer is. DICE takes 
~s biggest sttides forward with the ctastically 
imp,ovoo soto campaign. The fotlow·up to the 
Swedish studio's frst attempt at a cralting a 
meaningful single-player experience fros sue• 
cess in mimicking some of the best games 
to date - keen gamers win notice bomlwed 
elements from Call of Duty and U>charted 2 
Sl)rinkled throughout the campaign. The most 
ctestic improvement comes with ijs renewed 
sense of pacing. By ditching large open-world 
environments in favor of a more rnear path. 
DICE is better able to cralt merno,able scripted 
seQ.JenCeS that the first game sorely lacl<ed. 
/>mai,r't;jy. DICE pUIIS !tis off without sacrificing 
the player's sense of freedom - the levels are still 
big enough to offer several tactical options lor 
players to explore. 

The jokers from B Conwny resr.rne tt,e;r rote 
es the """8ble heroes. but DICE trades in the 
humo,ous Three /(jt)gs stocytine of the first game 
in favor of a more somber rrlssion. When the 
U.S. learns the Russians are alter a secret WMD 
lhe ~ devetoped cluing WWII, a routine 
mission t\lmS into a glOlletrotting escapade that 
takes B Company from the jungles of South 
Ml8rica to me peak of the Andes mountans. 
Tho<g, the Slakes are higher, that doesn't stop 
Sarge, Sweetwater, Hagga,d. and Marlowe 
from cracl<ing jokes at each other's expense. 
The comedic dialogue shines throughout the 
game: these eocentric SOiders have rno<e per­
sonalily than al the p,otagonists from Cail of 
Duty. Rainbow Six. Ghost Recon, and Medal of 
Honor combined. 

A number of subtle i~tskeep 
the campaq, mow,g along wi1h the di) of a 
Hollywood blockbuster. DICE ditched the health 
syringe from the first game in favor ol a regen• 
erative health system, the forgiving ched<point 
system doesn't punish players. and you ne,,er 
have to babysit your more•than•capable squad 
ruing the intense firefights. The only thng the 
campa;g, laeks is co-op; sinoe fou- heroes are 
~eady f,ghting side·by·side throughout the 
game, tl>s was a missed opportunity for DICE to 
one-up the competition. 

Though the campaign doesn't top the b<Wiant 
set pieces found in Modem Warfare. the ctastic 
imp,ovements bring it near the lev€I of Infinity 
Ward's juggernaut. Placed in tandem with the 
exCEPlional multi~. Bad Company 2 is a 
mernorable Shooter that shOul<l be a favo<ed 
desfuation on Xbox Live and PlayStation 
Network for rruCh of 20 t O. • Matt Bertz 

. " 
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~ 7 
PS3 • 360 
n Concept 

Tap a clas.gc poem for the 
story and a standout series for 

tho gamoplay 

n Graphics 
1tie character models are 

rough. but some drclos of hell 
look impressive 

» SOWld 
The orchestral SOUJldtrack 

serves tho story weu 
•• Plaiyal)Jllty 

The combat Is God of WIJI 
from beginning 10 end. whieh 

isn'1 a bad thing 

n Entertalnment 
88neal.h the repetition and 

unoriginal gameptay. there's 
a solid title 

,. Jteplay Value 
Moderate 

Second Opinion 6, 7 5 
Danie's Inferno LS a dilllOJ!I 
game to score. tn terms of 
gameplay, visce,a1 Games 
<Ma SOli(I )Ob <reaMg oome 
well•WOr'll but MJoyable­
buttoo mashU19. Desp11e 
beutg a mostly en1cn.aut-
1ng expenoooe ror the eight 
houtS 1t lasts, several Ci.rcies 
of Hell - Gree<! in panicu• 
Jar - demonstra1e tem.ble 
pla11onning and lacklustei 
level design. Howe,.·er. 
problems with the gameplay 
don't come dose to matching 
the srupidily of the story, rm 
not against adapting classic 
hterature for mOdern rormats. 
bl,t thlS dehcate process 
must be han.dJed with a 
cenatn teV(!:I of res~ that 
V~ral lacks:. The enemies 
anel IOCalos of Holl are 1n1er .. 
J)t(l{ed m visually u\tcreshng 
ways. but the great poet 
him.self has devolved into 
a knud<le-<l!aggmg Kra1os 
clone with a dark s:in-fiUed 
past in the Crusades. As he 
w0<ks through each circle of 
Hell Dante reli•es Hashbacl<s 
tMt are supposed to make 
him more complex. hut end 
up malong hun Wlbkable. U 
you ean get pas1 &A crappmg 
on the oource matena1 (and 
ns author,. Dame·s tnlerno 
holdS a bnef. but mosuy 
fun, hellish jOUl'ney, 11lls 
£nghsh IMJOI' coukl.n't 
stomach u ... Phil Kollar 
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Dante's Inferno 
Hell needs more good ideas 

1

1 ripping off the gameplay of another title was 
a sin. there'd be a circle in hell reserved exclu­
sively for Dante's Inferno. Its combat. magic 

system, lilistong moves. and variOus other 
gameplay mecharks unapologetically ape God 
of War to the peint where Kratos fans will fool 
right at home in Lucife,'s den. lnfemo mimics 
even the most mundane and inexplicable tasks. 
like requiring the r;4ayer to mash the action 
button to open ooors. cement:ng this tille's 
sta1us as a bonaflde God of Wat copycat. 

The <esUl Of tJis imi1alion hoW<M!f, is that by 
and large the game is Im to play: the combat 
is tight and satisfying. and the finistong moves 
a,e brutally gaphic, Despite being a poet in the 
souroe material. Dante is ttansf0tmed into a 
badass warria. almost rivaling that of his Greek 
coun1erpart. Minot aclc1'4ions to U-.e fo<mula. such 
as branching skill trees for leamng new moves. 
hidden relicS that can be equipped to boost vari· 
ous stats. and the abity 10 conclemnlabSO!ve 
souls g\,e Dante's lnfe,no some in<Jvicfuality, 
even~ tt's"""" fuly !81lf~ecl. 

Wilie the gameplay is largely unoriginal. 
lnletno's story is unique to say the least. Tappng 
a 14th•=turyl)08m as inspiration for a hack 
and slash action title is enough to make even 
the most f0tgiving gamer cringe, but Vosoe,al 
Games uses lnfe,no·s premise to good effect. 
The !)8ffi8 is scanclalous and (Ml( the top, but 
as controversial as the topless lust demons and 
unbaptized spider babies rrq,t be, they are also 
enterta'ring and mora or less iustiflecl - this is 
Sl4'l)OSecl to be hell. alter all. Literature buffs wil 
likely be offended by the many lbeoties taken 
w,th the sou-ce material, but if you can get C7,ef 

o-.e story compromises made for the sa1<e of 

style I ·Player Action Plll>U.hff &locrronic Ans Dtffloper Visceral Gamos l\el ... e February 9 CSltB M 

gamepjay. lnfemo'S creativity may pleasantly 
su-p,ise you. 

The classic work serves as mote than a start· 
ing point for the game, You- ability to judge 
characte<1; that Dante meets fl the orig'nal 
l)08m (which are used lo inclepenclently level 
up your Holy and Url'loly powers). and W9Ts 
monologues acid some authenticity in tight of the 
sweeping story Changes, The peem also inspires 
the game·s vision of hel. and fort\Xlately the 
ClellefOperS pulled no puncheS in bringng thei' 
int811)(8(ation to life. Allllough the level ol detal 
for the character models is oftentimes uncle<• 
whelmilg. the early enllironmenls are unique. 
twisted. and memorable. The game lacks the 
brilliant level oosign of the Goel of War series. but 
there aie tines when Dante'S lnfetno faithfully 
recreates descriptions from the peem. resulting 
in some remal1<alJle sights. 

lnfetno'S utimate sin is that the 98ffi8 can·t 
sustain its early pace, Of its nine adeS of hetl, 
the first t!Vee - Limbo, 
Lust. and Glrttony - con, 
tain the game's best ideas 
and most 111pressive cre­
ative vision. Lale< circles 
offer memorable sighlS as 
well, but for every river of 
boiing blood o, ride on the 
back of Phlegyas there are 
a dozen cllllwn-out battles 
against grows of recyciecl 
enemies. Alter the variety 
introdueed i'\ the beginning, 
a was cfsappo11ting (and 
nonsensical) to see the 
same enemies popping._., 

again and again in 1a1er drdeS. req,,j-ing lit11e fl 
the way of fresh tactics to beat 

Tris problem ironicaly C<kninates fl the cwcle 
of Fraud, which is composed of 10 c:Jfferent 
chalenges in identical arenas. Each challenge 
intrOOJCes a c:Jfferent element. but most can 
be beat wah either your heavy attack 0t p,o­
jeetile combos. Desptte the plethora ol moves 
to trrlock, these two tecMiQues wil gel you 
through the vast majotity of the battles you'll 
face. making the game feel 11<e mora of a grind 
than it has to be. 

Dante's Inferno features some interesting 
aspects (ll<e tts combat), but early ..-.ovation 
loses out to repetition, The game·s biggest 
strength - Vosceral'S recreation of hell - wanes 
du'ing the seconcl half. Some entertaining 
unlockable content ac:lcls 10 the replayablity, 
but for mos1 gamers, Inferno cloesn1 have 
enough new ideas to warrant a return trp 
tlYough heU. • Jell Marchialava 



Aliens vs. Predator 
Two monsters fight their way to the bargain bin 

Style l•Player Action 11&-Player Online) Pul>JW>er Sega o .. orope, RebcUion 5 7 5 ~ 
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A lien came out in 1979 and alnoot 
single-handedly defined sci•fi 
hOrror. Predator release<I in 1987 

and re-envisioned m::>nster movies. cre­
ating a new terror for lwelve•year-olds to 
obS8SS over. This yea, Rebellion releases 
Aliens vs. Predato, fOf hOme console$. 

and like an antithesis to Reese's Peanut 
Bulle< Cups, ii proves Iha! two greal 113· 
\/Ors CIOn't llways tasle great together. 

Set after the 8\le<lts of AJ.;;tls 3. a group 
of scientists on planet 00·386 begns 
llfeeding xenomo,pt,s for wa,. A wtJt 
party of PredalO<S learns about lhese 
experiments and decides the best thing 
they can CIO fOf the t.nive<se is 10 travel 
to BG-386 and put a stop 10 this bad 
idea by wiping out the colony. Players 
play through three dffle<enl campaigns. 
each one lelling a dflerenl side of the 
same story. 

Each ~ign contains tt own s,:,ecial 
sel of prOblemS. The human marine sec­
tion is set w like a survival hOrrO< FPS. 
There a,e a few good sca,es within these 
corridOrs. but after gelling IOcked ilside 
a room and having 10 fighl off a ho<de of 
Xenomorphs lo, the 100th trne. the rep. 
etttion &owns the experience. It CIOesn·t 
help that your flashlight is as useful at 
lighting up da-1< corne<s as a laser P()l)te< 
1\/0IJd be fo, reactng a newspaper in 
the dark. 

The Predato, sequences put you 
bennd the heat-visioned stae of a young 
hunter trying to prove t.nsel1 to his dan. 
t had fun using the Predato,·s ioonk: 

arsenal. but the heavy foous on stealth. 
lmiled melee combat, and linear ie'IEI 
desigrl made me want to hang up my 
lulle<'s dreads. 

The Alien campaign plays like a combi• 
nalion ol the other h\/0. Like the Predato, 
campaign. it haS a stealth focus. and like 
the marine campagn. it suel<s. As an 
alien llfed lo, war. you f,ght your wir-t out 
of caplivi1y. eviscerating marines trained 
to ig00<e strange sounds and fo,get 
about missing alies. Xenomo,phs are 
supposed to be the deadliest creature in 
the un'ive<se. but oonsidenng how many 
limes you have to slash at these wimpy 
scientists b8fOfe they fall CN<Jr. you·d 
think you were tickling your enemies to 
death. WO<st of all, the Xenomorph's abil• 
ity to walk on walls makes navigating the 
world a dsorienling affair; your biggest 
battle in this campa;g, wm be fighting off 
molion sickness. 

Some game,s might appreciate how an 
three races can go head-to-head in crille 

deathmatch. but nothing else abool multi• 
player feels freSh. and many of lhe Single­
player problems - such as the ~ustrating 
alien controls - cany o,.,er. 

Curiously. Rebelion's 1999 PC releaSa. 
Aiens vs. PredatO<. was wel received. but 
this update capt« es none of that game's 
cnque spatk. Instead we have a title 
tryr,g to Inie off the fumes ol lwO dormant 
fraochises. • Ben Reeves 

FOi m,x, saetMS otAflMS \1$. PriNitUJI In actlOO ~ 
CIAg,meifl{t,me<Q111Vmag 

PSJ • 360 
n Concept 
Throo (IJJjerem campaigns 
and sevet'al tull~featured 
multiplayer mode$ pr()Vlde 
plenty of content for those 
who can put up with lhe rest 
of the game 

n Graphics 
Uthe lighting was better and 
the environment a little more 
detailed. AvP's annoopoo,e 
COUlCI have been moody. A!r. it 
stands. it's jl.13t plain 

n SolUld 
Listening 10 Ul& aliens aawl 
throogh vents and jump out 
at you would be scary ~ 
your motion scnoor wasn't 
constantly bleating in your 
ear tho wholo lime 
n Playablllty 
Poor melee com.bat results in 
a few frustrating eoc:oun1ers, 
but the game's poor Al keeps 
things relotively easy. Good 
thing these marines never 
figured out how to k>ok up 

n Entertabtment 
The original Aliens movies 
changed film forever. but this 
gamo Is moro ctorivative than 
a suaig_hi-io-video Steven 
Segal movie 

n ReplayVal\a.e 
I.Ow 
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m e.2s 
PS3 

» Concept 
lf you need me to explain the 
conropt of Final ran1asy XIII. 

I.bis game ts:n't for you 

» Graphics 
Easily stands among 

the llest-lOOklng games 
ever made 

at Sou:.a.d 
'Ille soun<ttrack Isn't as 

memorable as previous games 
in the series, but the vok:e 

aaors are v-ery good 

• Playal>lllly 
The intuitive controls prove 

that executing complex 
straui:gws e1.oosn·1 naed 10 ~ 

compl.icatcct 

)t Entertunment 
Awkwaid dialogue and 

Character intcrtlClions put a 
~r on the tun. but other 

of the game pick up 
the slaat 

» R­
l,1oderately High 

The ·-orittr Per,pttlive 
1, may i, ~ excellent RPG, 
bw ~ .P.wl~y XJffs ngtu 
to bea, the f'lnal raniasy 
name !"'uld be called into 
quesoon. Many ot the scrtes' 
conventions are ei.ther .highly 
mooilied or simply thrOIND 
out the wmdow; there are 
no sidt."QUt':6ts- co widenake 
unuJ about 30 nours into 
the adventwe.. no town.5 to 
expiorc (all of yOut shOpping 
is done .fJoro save points), 
and no revisiting old areas 
via ai!'Ship. It's game over U 
yow party leader Is knocl<ed 
out lrQQardless of how much 
health your other al.bes baveJ, 
and the summons' ability to 
tum into dl1vable racccars 
and motorcycles is bizarre. 
None of thooo thiogs are 
necessarily bad. but they a,e 
cenainty dritSOC deviation$ 
from Fi.Oal rantasy's cs.1al),, 
lishecl tradni.ons. 

88 reviews 

Final Fantasy XIII 
Square Enix delivers a great game, not a savior 

St),5- 1 .... P1ayer Role•Playing POiisher Square Enl.xDenlol>(lt Square 6n1Jt a.1 .... Mar Cl) 9 J;SaB 1' 

F
inal Fantasy XIII has ascen(led to a nearly 
religk>us significance in the eyes of many 
gamers. A p,ece or heavy artile<y in the 

constant oonSOl'e war, it was initially ci1ed by 
many as the game to s,,gie-handeclly Justify a 
PS3 purchase. Wllen it we<rt mulliplatto,m at 
E3 2008, the announcement was considered 
the biggest C0<4) of the ShOw, lite<a!ly b<ing-
ing some arde<rt far,s to tears. With all of the 
emo11ons ano expectations rt camecl oo!o,e rt 
was even a playable game, Fu,al Fantasy XIII 
became more than just the next entry in this 
storied franchise. It became a svmbol - a prom• 
ise fo, the future of gaming. 

Once you begin playing, the fog or n,ylhology 
sa.irrotJOCling the @e Qt.ick!y lifts, and you real­
ize Iha! f...,I Fatl1aSy XIII IS just a rOle-playi'lg 
game. It cloesl'l't have any mystical powers or 
curative prope1118S. It has sys,ems, ~•st Ike any 
mortal RPG - battle sys1e,ns, leveling systems. 
and •~,gra<je systems are all he<e. and they 
are exceptklnal. FF xI111s not the Game wnooo 
Coming Was F0<et0id, but ~ aspect of the 
gameplay ,s precision-tuned to (lef,,er the most 
tecl'nca'ly inpressive title ,n finat Fantasy histo,y. 

Since this series has long reliecl on a series 
al sirnpe commands - Ik e attack, mag,:. and 

item - to govern enemy erlCOl;11ters, I am sur· 
pns8cl to report that con-oat Is the geatest tti­
umph 01 FF XIII. Square Enix has overhauled the 
oonc:ept of battle, focusing more on 9<icw,g the 
taclical ffow of the fight rather than eaeh charac­
ter's specifLC actionS on a tun-by-tun basis. The 
result Is a !kinetic, fast•pacecI system that stands 
out as rny favorite ,n the series, 

The rnechanic revolveS arwld the concept of 
paradigms, , vtic;h are arrangements of charac­
te<s with specif,o JOI)$ and abihties. You wil only 
have cirect corrtrol over the party leader. while 
the othe< two members behave accorcing to 
their assigned rotes. A Charaote, in Iha sent'1el 
role wiU soak up damage and altract enemy 
auent,on, ,allowing the othe< two 10 perform 
duties like ClelluflT,g °' cas!t'Q otter,s;ve Sl)ells, 
However. 1he tides tu-n olten. and you'll need to 
switch your pa,adigns mlcl-bartle 10 adapt You 
may have 10 bC>nbard a well-armored rollOtic 
jugge,naut with e'.ectrical SlJelis unt! its defenses 
are down, and then ci-Iickly swap 10 a paradigm 
focused on phySLCal attacl<S to dO some real 
damage. After you get bl;rned by the s,yne 
robot's super-attack. you may want to spend a 
few seconds i> an all-n~ paracJ,gn to recel\lef 
your HP before gong hack on the offensive. 

The icisa seems simple at frsl. but the game 
gradually bulds the complaxrty untH you feel tl<e 
a strategic powerhouse. creating and exploiting 
weaknesses by switching your paraogns e;e,y 
few seconds. It's fc..n, easy to use, and a rat,esr,. 
.,g departure from the RPG norm. Alter just a 
C0<.1J;/e hours, r abarooned my stubborn ten• 
denCy 10 manuaiiy enter commands lo, my party 
leader; ~ stows dOwn the lret,etic pace. and lhe 
a,.no•bartle command is more than adeQuate. 
Pt>.IS, ~ frees your attention to marvel at the 
breathtaking graphics ard \/isuaf effects. 

The battles aren't the only reason YOl• should 
play FF l@, The p,ocess of lev..-.g Cl) you 

What about 360? 
oue to 1une-,eta1ed faetors. Squrue Enix C()Ul-d 
not provtde an Xbox 360 verslon of Final ranta­
fl'f XID for review in tJtiS' isS\ie:. When we obtain 
our oopy, we will evaluate it siepru-atoty and 
repon on any su.bstanlial differences between 
the two ven:iOns. Ur'tlil lhat lime. remember 
that thiS review penams exciustVely to the 
PlayStation 3 iteratiQn ot the game. 



characters, called the Cry.;tarilm, ,s a geat 
hybrid of the Sllhe<e gid from Final Fantasy X 
aixl the pb system from Anal Fantasy V. You 
choose how each character progresses in his 
"' her available roes. th<ll,g, the !\di C,ystarlum 
doest>'t really ope,1 w l'lti relatively late - mainly 
becawe the plat octales your party COO'l)Ositicn 
for the majoli,y of the game. The abi'ily 10 t1ve~< 
Md oustomize yoor party doesn't really beCome 
possible unti chapter 1 1 (of 13), 111nch is also 
the orly sec1ion of the game 111here I fOl'ld a f<!W 
hours of gi'lding •~ to progress. 

The any key area where FF XIII betrays lans -
and this Is heartbf'eaking f0< fne to actmh - is the 
story. The r>arrative makes a number of s,reU 
rrissteps. btrt they all tie back to one larger ,ssue: 
the <:h,ractets. The game is largely cJwen by the 
personali1ies a the six main party rnernbers -
their goals. mindsels, ano perscnal reY8lations. 
Unfortuna1efy, these revelations feel extremely 
rushed ai'ld anl!ic,aJ, lorced by the necessity 
of moving the plot forward. These moments 
tange from insipid to obvious. like "I was fighting 
becauSe I was too scared to face niy fate.·°' "I 
cjdn't lefl anyone this piece of Cn!ical onloima· 
lion because I lhou(tl1 they 1VO<lch'l like me." 
PeriOUIC updates on the characters' vacillating 
altrtuoes are poor substn,rtes 10< a clear long­
tenn goal and e C()ll'l)efling ent&gO<'iSt. Even 

the Final Fantasy senes' B-squad bosses. like 
Ze<OOltJS and Necton, rna..~e mo(e sense than 
yW utimate adversary in FF XIII. 

A good story is of paramomt rTl)Ol1ance in a 
rOle-paylng gaine, bul the fact tha1 FF Xlll's other 
eIemen1s ~le IOr rts disappointing nar­
rative is a los<ament to the OIIEfall cµ,lrty ct the 
experience. F0< years, gainers have ha.Cl visions 
of this tllle as an i'>dustry-transf0<ming ,ep,phany, 
btrt no game could possbly live up to such 

astronomical expectattons. That's no reason to 
IOse fahh; th0<.,gh reaJl,y doesn't ma!Ch the myth, 
Fr.al Fantasy XIII 1$ a iJ',enomenal RPG destined 
to be remembered as a tecmcal mi'estone for 
the ser,es. • Joa Juba 

Nol SlJliJ ir Fm Fat~ XlN Is /o, ,00? w«1 out b!CakiJ<Nmol 
hqw fin,?! Fttnl,:QSy J(J!J /)()(fOWS8fKJ tJda/)IS CQllre(J/S fromroi,,-
1a1-orn.e games ir1 Ille~ 8IJJ8meird01mer.comlm:t!) 
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PS3 

n Concept 
Save the princess in a 

straightforward rol~playing 
fantasy, and throw in a 

wealth ol Mt.10--Slyle ques'IS 
to play with friends 

n Graphics 
Amactive cutseenes and a 1ew 
impressive environments. but 
the overall visual presentation 

feels generic 

» Sound 
While the extensive voice 

work~ \\'ell imp~mented. 
Ille music is too ordinary to be 

imerosti.119 
» Ployal>Wty 

The oomplcx skill and 
oomba1 S)--stem Is troubling to 

navigate. and th.e sensation 
doesn't improve over time 

n Entertainment 
Highly CUSl:Omu..able and 

large in scope. but Lacki.n_g 
imagination and ex.citing 

gamcplay 

90 reviews 

n Replay Value 
Moderately Low 

White Knight Chronicles 
MMO gameplay meets single-player styling to middling success 

t"ftiritri& .,,. 
Styt• I-Player Role-Playing 14 ... Player Online) ~Usher Sony Compo1er E:nter1auu:nem Amerlca Den.loper Le\'el .. S Release Pebruary 2 ESlB T 

W hite Knight Chronicles is a game caught 
between genres. It frames many Clas· 
sic Japanese RPG tropes - the unex­

pectedly P<)Wet'ful boy hero. the kidnapped 
pru,cess. the shadowy and insidiOus magical 
0<garization - in an equally familiar single-player 
gamel)lay structure. At the same Ume. the 
game otters a deep mult;pta)'ilr e0<nponent. 
Clelivering MMO·style combat and quests fO< 
players to tackle w~h up to three frieocls. The 
gamel)lay that emerges isn't ve,y co,npelling. 
but there is a large wortd. a deep skill system. 
and a who4e lot of combat to, anyone with the 
patience to mal<e i1 through. 

The most tnJSUaJ aspect of the single-player 
game is your avatar. The character custo,nizer 

has mo,e flexit,i;'\y than any JRPG I can think of. 
and Ws easy to get excited abOU11he potential 
of taking yr,,.¥ new creation on the upco,ning 
acl\lent.ure. Don't be fooled. This 9V/ Of gal 
you·ve µit created is about to embal1< as the 
biggest tagalong in the histo,y of RPGs. The 
avatar is present euing sto,y ev,ints, and tan· 
gentially a member or the party, but his°' her 
odf purpose is to serve as your multiplayer face 
if you choose to hook 14) with friends. 

The actual main character is a boy named 
Leonard. You learn early on that hes got a spe­
cial ability to bond W!\h and ~anslorm into a l>Jk· 
ing whtte knight with a giant sword. Wrecking 
badci:es as an armored trtan makes fo, the most 
enthrallrQ moments in the game. l.klfertlllatety. 
this rnecharic also shatters any sense of good 
balance 1hat the game might have had. Nomlal 
fights are too easy !hanks to the presence of 
the White Knight. and boss f,ghts are neatly 
impossible without him°' one of his equally 
huge budeies. 

The game plays out across enormous play 
fields wtth n.imerous branching paths. Missions 
often involve a tot of backtracking and tong peri­
ods of waoderlng, sloww,g the pace of the sto,y. 
The third-person combat tries to look and feet 
a lot B<e an MMO. with tts hotbar of skils and 
rechari;,ng attacl<s. bul tt makes tor a cluttered 
HUD. 'M1le you odf control one Character at a 
Ume. fellow party members can be tasked wtth 
baSic tac\icaJ commands. 

The upgrade and skill system is dese,ving of 
prnise. ~ only because tt offers a high degree of 
custo,nization to every Characler in the party. 

You choose who wl be yr,,.¥ mage. your spear• 
man. 0< yr,,.¥ swordswoman. and then buld their 
abiltties 8CCOfdingly. Sadly. imptemenUng and 
setting these abities is a pain - e,,ery time you 
add a new skJI 0< combo. you rrust reshuffle 
yr,,.¥ hotbar selections. 

As a tone player. you'll take these highly CUS· 
tomized heroes through an achingly generic 
st~ peppered with some rice cinematics 
and a few very coot environments. such as the 
g:ant IIOlcanic caldera that contains a city on 
the back of a hul~ monster. These moments 
of 0<iginality are at odds with the shallow nter­
personal interaclions and one·<limensional ptot 
reveals that characlerize the rest of the game. 

The stMdout feature tor White Knight 
Ch<Oflictes is tts multipla)'ilr component. At af"I 
point in the game. you can take a break from the 
p<incess-saving ac1vent .. e 10 1ack1e a few guicf 
side missions with up to tlvee friends. F,naty 
b<inging your ava1ar to the fo,e. you'll move 
tl'IOugh the same tocales as the 5"\gle•player 
game. but with special tasks and monsters 
lo fg:lt along the way. There's a ton of these 
missions to exptO<e. adding many hOUrs 10 an 
already lengthy game. 

White Knight CIYonicles was a disappoint• 
men1 to, me. especially coming from a "'8li1Y 
developer like Level-5. Some of the studio's 
trademark custo,nization tws to gille the game 
some legs. as does tts hefty multplaye, com• 
ponent. However. fo, interesting CO<nbat. deep 
characlers. and an engaging fantasy, I'd look 
elsewhere. • Matt Miller 





~ 8. 75 Tropico 3 
360 

Console port preserves city sim's 
brill iance n Concept 

Build a functioning eoonomy 
on a mk1-20th century 
caribbean is!Md while 
keeping Ille respect ol 

you, people and <lec8n1 
relations wilh bolh lhe U.S. 

and U.S.S.R. 

,. Graphics 
The cluttered UI isn't idea) 

and some of the fancier 
fullsaccn effects from lho PC 

vcrsiOI\ are missing 

» Sound 
The radio broadcasts are 

clever and informative the first 
few times. The next saveraJ 

hundred. not so much 

u Play&bWty 
Is gamepad contrOI as ptec:ise 
or resPonsive as a mou.se and 
keyboard? Of course nol. trs 

enlirely playable, !hough 

,, &ntertalnment 
The solid gameplay, variety ot 

scripted scenarios, and sun­
dappled charm ol 'l'ropioo's 

Jungle Islands combine l0< a 
solid expelienoe 

n B•play Valu• 
High 

360 
» Co.ncept 

Cyanide Studio transports 
Games Workshop's originaJ 

game 10 lhc 360. adding 
onUne play and acklitionaJ 
tand optional) rules in Blitz 

mo<le 
» Graphi.ca 

Blood Bowl is not a feast for 
the eyes tit does have ores. 
alter aJJJ, but being able 10 

zoom in and oot of the action 
a1 ru1y point is handy 

Slylt I-Player Simulation PubllahH Kalypso Media 
Dttelop1r Haemlmom Games 
Rel- February ? ESRB T 

M 
y affection for Tropico 3's flavor of campy 
economic simulattOn is no secret: the 
PC version has held me entranced for 

months ~ead my review online or in issue 199). 
I'm happy to report that the delayed Xbox 360 
port is nearly as good. and gives console play­
ers a chance to dig into a genre that tracf1ionaly 
hasn't had much of a p,esence beyond the 
PC universe. 

As El Presidente ol a smal co..t>try il 
the Garibbean. players have to juggle 
several factors as 1hey try to develop their 
inpc,verished island ilto a viable econ­
omy lhrOtigh cornrnssioning build11QS, 
setting tax rates. issuing ecficts. and Ille 
fl<e. The S8\lefal factions of your people 
(capitaists. reigious foll<. nationatsts, etc.) 
must be mollified lest 1hey vote against 
you or even rebel. The U.S. and U.S.S.R. 
are al too interested in poking their super­
POl\lered noses into your business. so 
you haV8 to take their wants into account. 
OI oourse, the national treasuy is an 
ever-present concern as well. Keeping all 

Blood Bowl 
A hail mary with spikes 

of these bals in tt,e air lends constant challenge 
and tension to Ille gameptay. and effectively has 
me glued to my island for hou's at a time. 

The campaig'I otters dozens (d not hundreds) 
of hours ol playtime in scrip(ed scenarios that 
twist the basic forrrua il entertaining ways. 
One ~• give you dOzens of unskilled refugee 
imnigrants. wh'le another has you choosing 

whether to let a superpower buy Ille rights to 
bu'ld an a,my base on your island. Each mission 
has Sl)8Cific goa1s, umenames. and challenges. 
Cleveloping ways to cope with the fl8quent cur­
veballs thrown at you is half the fin. 

San<t>ox mode il Tropico 3 is less C()(l'l)el• 
Jing. Once Ille money is Rowing in from a stable. 
aClVancecl economy, yoor problems are simple 

to buy your way out of. It's amusing 
enough to build a functioring city. 
but Ille challenge and rewards juSI 
a,en't there. 

A ~ interface makes this 
Xbox 3eO port a reasonable -
though not ideal - way to play 
Tropico 3. A few l,l'lC()(M100 

actions. like setting worf<er wages 
and hiring foreign speciaists, are 
noticeably harder on a gamepad. 
Other than that. there's very !ttle 
be~veen you and the amusement 
of haw,g yoor own private banana 
repubrlC. " Adam Biessener 

M Sound 
1be whhnsk:a.l announcers 

are a perfect fit for t110 
game's 1one, whieh mixes 

bloody oonquest and sports 
ineveranoe 

Slytt I or 2-Player Sl1a1egy 12•Playor Online) Publiaher Sou1hf><lak ln1eractivo O..tloper Cyanide SIUcliO lloteut January 26 ESRB T 

,. PlayabWty 
Allhough lhe HUD provides 

plenty o4 important info. some 
of the game's more subtle 

aspectS oould have been 
oonveyed onscreen lnstoa<I of 

leaving yov in the dark 

» Ent•rtalnmen1 
Th.is isn't Mutant League 

fb()tball; ll\i$: is a ha.r<IOOIO 
sua1egy game. Think and act 

acoordingly 

n Replay Value 
High 

92 reviews 

F or a guy who has a good understanding of 
the myriad rules and tactics in football, it 
came as a shCICk that I was a total novice 

when it came to 8lood Bowl. 11 ltrnS out the 
t1vo sports have almost nothing in common. I 
wiR say this, though: If you've ever seen a foot­
ball coach smile on the sicfelines after a routine 
play because everytt-ing went exactly the way it 
was drawn up, then you'll have an appreciation 
for the strategic intracacies and moving parts 
that have to oome together to perform basic 
moves in Blood Bowl. 

The game uses Warhammer•esque fantasy 
races (each with clfferent characteristics} in 
11-on• t 1 contests where Ille objective is to 
soore Ille most touehdowns. The action fea­
tures ref bribes, the injury or Cleath ol players, 

dice re-rols. fan interlerence. mercenaies. and 
more as regular occu-ances. This :ieo ve<sion 
acids online play and a new Blitz mode to Ille 
classic game that alows you to play in realtime 
and leatures equ'pment upgrades. contracts. 
training, and other enhancements. These r,ew 
elements add ep.ite a few cool nuances to Ille 
traditional gameptay, 

Almost every move you make in the game is 
determined by clce rols checl<ed against your 
player's attrbutes and the appr()pfiata modifiers. 
While this is nothing new. Blood Bowl adds a 
heartbreaking 1wist: In mos1 cases a fa'led dice 
roll means your turn is automatically ""81'. When 
I say ·most cases: rm tal<ing about some fun• 
Clamental moves in the game like piclclng up the 
footbal or blockng. Conse<µ,ntly, 8V(l<)'lhng 

you Clo in the game reQUires a~ degree of risk 
assessment, and your tum is always a eatefully 
oonstNcted sequence of events with little margin 
for error. Good players know how to play the 
odds in thei' favor, but il the end the game still 
oomes Clown to the l\.ll'lbing dice. 

If you're alreacly a Blood Bowt vet, the Blitz 
mode makes this version worth yoor time. But 
even thougl I find satisfaction in Pt,lling off ever, 
the simplest of the game's mane\Jl'EfS, setting 
up all of its cJorninos is just too exacting for my 
taste. • Matthew Kato 

Fc,ar,t/JlfalritleoMBloOd8<1wf.eoockOCI 
q;,m•••«me,ccmlmag 



Divinity II: Ego Draconis 
Lame combat limits the appeal of a beautiful world 

Style 1-Playot Action/RPG Publisher COV Soltwaro Entertainment 
Dev-eloper LariM Studios R•l• n• January 5 ES:RB M 

C ombat and character develepment 
separate rol&•playing games from 
the adll<lnture genre. Div'oity II: Ego 

Oraconis wO<Acf have been better off as 
an advent<Ke game. Its worto and back• 
groood fiction are top-noteh. expertly 
fleshed out by dozens of in.game books 
and e><1ensive voiced oologve. The 
third-person aciion, on the other hand. 
is designed and implemented so poorly 
that~ encounter is a Chore. 

The care POUred into the setting is 81/i· 
dent in the art as well as the rich, detailed 
fiction. The extensive ,'JQl1d is crammed 
full of little touehes. from skeletons j,rtting 
out of ancient cave-ins to btOOdstains in 
a torture chamber 1hat hOn'ibty detal the 
o,der in which the d8llices were used. 
Every house, ,,.,ery mini-~. and 
every abandoned shme in the wildef­
ness has its own sto,y. The game does a 
fantastic jol) of not hol<fog your hand and 
letting you explore on your own terms. 
This strikes a great balance bet,ve€<l 
the large but often soulless expanses of 
Oblivion's CV,,Odil and Cl-agon Age's small 
but meticulOUs areas. 

The price you have to pay to take in 
these ,YOn<tous Sights can be steep. 
The hack n· slash combat is frltle more 
than hammering on your primary attack 

while interjecting SPeClal moves when 
they're off cooldown. You'll spend the 
majOrity of you, combat time IOCked into 
anin>ations. Balancalg is conl)letely off: 
every boss fight I came across required 
several reiOOdS tO pass. One boss COUid 
consistently two-shot my character with 
a bow - and 1hat's with al my stat l)Oints 
spent on ranged defense and hit Points! 
Combat isn't tactically interesting, either. 
You'D most likely use bel\ve€<l two and 
five abifrties to, the entire game. 

Tumr'Q into a dragon has been touted 
as a big SEiing l)Oint. b<rt it res<ilts in 
gimmicky one-off~ rather than 
a revolution in the gameptay. likewise. 
customizing your own Battle Towe< to 
serve as a home base ends uP being little 
more than a c::onvenent colection of ven­
dots. Bu'>ldlng your own undead creature 
from the body parts of fallen foes is neat, 
but nowhere near enough to salvage the 
combat from mediocrity. 

Oivi'lity II isn't without fts charms. but 
weak game deSign sulies the thrill of (jg· 
gng into the many secrets of fts outstand· 
ng wo,1d. • Adam Bie.ssener 

$"8tlll/lJll"""'Welthe)(t,a(36(/"""°"/J/ld"" 
which /i.11f0fm Is t/1e better Clldce .11 gan'leln!Ofmet. ..,,.,.~ 

7 WA 
PC 

n Concept 
E:xplOre a nchly dl)lailed 
rantasy world in your quest to 
beoome a dragon and stop an 
ancient evil 

n Graphics 
&nvironments are fabulous. 
bot a mere half-dozen faoes 
for each gender ru\d won.ky 
animatt0ns make tJ1e people 
less of a draw than the setting 

H SoW\4 
The content-appropritne score 
does us JOb, and most of I.he 
extens.ive voioe work is solki 

u PlayabWty 
The control itself isn't bad. but 
horrtfic balancing will make 
you curse 
,, &ntertabtment 
The sense of discovery 
imparted by journeying 
througll Divinity ll's world 
Is grand. but the ...ion Is 
passable at Jmt 

,. Replay Value 
Moclorately Low 



~ 8.5 
Wii 

n Concept 
Beef up all !he cool stuff 

from l'<> More Heroes and 
roplaoo tho boring junk with 

8-blt hOmages 

,. Gr•ph!CI 
Still rough. but much more 
detailed environments and 

cha,acters than the lirst game 
» Sou.nd 

Aepetitive enemy sicroams 
won't <liStract from an 

incredible, jazzy sounduack 

n Playability 
Ttavi$ 'louChdown has a 

wider arsenal of moves and 
swords to help take out a 

greater variety of enemies 

n Entertainment 
U you like goofy anime 

parodies and buckets of blood 
in yout braw'ler. prepare to 

be amused 
H Replay Value 
ModecatotyLov.t 

No More Heroes 2: Desperate Struggle 
Suda51 finally strikes a balance 

Sty!• I-Player Action 1\,1,IWle: UbiSOl1 Defflope, Grasshopper Manu/actuie llelea••January 26 tSIIB M 

S vda51 and his development studio, 
Grasshopper Manufacture, have always 
struggled to balance higi ambitions with 

accessibiity. case in point, the 0<iginal No Mo<e 
Heroes - a brawler that parodied anime and 
video games, but included frustratingly bo<ing 
side missions that were requ;,ed to gain money 
to unlock progression. 

In i1!8Ml\VS about the game, Suda51 in'l)lied 
that he was reluctant to <lo a sequel - usually a 
bad sign - but pemaps f0<cing his team to focus 
on refin~ a single idea was the best thing that 
cculd have happened. fn No MO<e Heroes 2: 
Desperate Struggle, they have crafted everything 
fans COUid want out of a seq.,el. All the bad 
Sluff fr0<n the O<iginal is gone or fixed in SO<ne 
way, and all of the good elements a,e magnified 
and irfll(OVed. 

The bland open ,YO<ld is d~ched in favor of 

allowing players to jomp between locations by 
selecting them on a map.~ up rID<-
ing battles - the game's main missions - no 
~ reqoires cash. so side jobs are now 
optional soce money is O<tf usec1 f0< pu-chasi'o!J 
upgrades or new clothing. That said, the side 
jobs are WOr1h playing this time around even 
without the necessity. While you're stl tasked 
with mundMe chO<es like colecling CO<Xlrols, 
filling in as a cook at a local restaurant. 0< punb• 
ing in the city's S8'Ml<S. this manual labor is 
presented in the f0<m of Chan'ning 8-bit vignettes 
~te with a tiny. pixelated version of p,o­
tagonist Travis Touchdown and NES·style mJSic 
that would make Capcom jealous. 

Despite the removal of time wasting in the 
open world. No More Heroes 2 is just as long 
as its predecesso< -tt not ~ - lhanl<s to 
the significantly increased size and number of 

missions. Instead of 1vorking through 10 ranking 
spots, Travis must now slowly wind his way up 
a list of 50 assassins to prove that he's the best 
klle< in town. Wrthout giving too much away, 
!here aren ·1 anywhere near 50 boss battles, 
but the ga,ne stiff feels crammed ful of levels 
and enemies that are m(l(8 detailed and visually 
interesting than last time arot.nd. As a bonus. 
two returning characters are alSO playal:>te lor a 
handful of levels, each bfing;ng u,ique special 
abil~ies to the mix. 

Travis also 1,l)S the otaku fever dream quotient 
with a runber of ,_ weapons and moves, 
most ir,µessively a ct,al·beam kalana nick• 
named ·Rose Nasty.· Strangely. beyond the 
opering cutscene. Travis is treated much less 
like a jol<e in No More Heroes 2. The game is 
slil a parody, and the writing is much funnier 
and more lucid than the p,evious game, but the 
hum()( gets sidetracked too often by not'·ish 
recurring flashback seq,,ences and mono­
logues that come dangerOUSly dose to t~ 
themselves seriously. 

The game - gels loo heavy though: 
lhe simpe-but-fun beat-em-up ccntlal and 
ridicuous boss scenarios rise above any moor 
remaining issues with No More Heroes 2. A few 
of the later boss battles and levels thal atterrc,t 
10 mix ~sup contain SO<ne of the frustrations 
that draggied the first game oown. but f0< the 
most part this is yet MOther thrd-party Wii exclu­
si\ie of which Nntendo faithful can be proud. 
Finally. Suda51 deli"8rs a game that almost 
anyone can appreciate. • Phil Kollar 

Visit~1ef.C(Yrll0te:JdWlfXl$t·teleaseln!eMel'lwtrll 
Gtasslro«iet-lJ(eC/'OSUr1851 



Ace Attorney Investigations: Miles Edgeworth 7.5 ~ 
While the mechanics improve, Ace's storytelling loses some punch OS 

M iles Edgeworth has softened up aver the 
years. movng from stone cold Phoenix 
Wright (oval to he(pfu ally. WhUe I liked 

Edgeworth's jerky side, It mal<es sense that 
Capcom translormed him into a relatable pro• 
tagonist to cany his first solo adventure. 

The more drastic change in this spin-off or 
the Ace Attorney franchise is a new zoomed 
out thrd-person pe,specwe. Character S!)<iles 
are animated wel and actualy show people 
interacting instead of simply describing what 
happen$. Having cfrect control over Edgeworth'S 
movements in a cm,e scene feels more natt>'al 
than tapping all """'a room with the~ 
Investigations are contained to smaller areas this 
time around, which thankfully fixes the issue or 
forcing~ to hike all"""' town to find that 
one person 0< piece ol evidence needed to move 

Style I •Player Adventut8 hbllshe.r CaJ>(Xlm Developer Capeom Release February 16 ESB.B T 

the game fO<Ward. 
The new IOgic system findS Edgeworth cOlect· 

ing clues outside of traditional physical evidence. 
F0< example, you'll take note ol a contradiction 
such as: -wtrt isn·t theta My brOken glass on 
the ground ij this object suppose<'), crashed 
through the wildow?" Once a handfu of clues 
are gathered, you can piece two together at a 
time. While It adds another pe,speclive to inves· 
tigaliions. 1 found the game's logic a li111e too easy 
"""'al. It ends up being ffiOf8 ol a prooess or 
elimination thM true deduction. 

While mechanics are cer1an1y impo,1an1, many 
fans ol the series judge an Ace Att0<ney by Its 
cast and pilot. Without spoiling~- I can 
say 1hat the sily tone remains iltact, and mt>'der 
mysteries are~ as ricicuous and tough 10 

solve as """'· Myriad cameos and referenoes 

pay fanse,vice in SPOdes, however unlikely the 
setl.{). The new obligat0<y teenage gi~ sidekick, 
Kay Faraday, provides adequate spunklness and 
causes Edgeworth IO mal<e his errbarrassed 
lace quite often. New rival Shi-Long Lang loves 
talking about wolves, hates prosecutors, and 
cares a little too much about his faithf\A team ol 
99 nvestigatO<S. That said, I didn't find Lang to 
be as compelling as previous foes Ike Godo! 
Of Franziska. 

The overal ~t didn't pul me i1 as much as 
previous installments. either. Nothng is really 
at stake lor Edgeworth personally in the f<>at 
n.n. IJstJaly, there's a snowballing sense ol 
urgency to solve the last case, but the end or 
tnvestigatloos just drags on. I enjoyed my time 
with Edgeworth, but it's the weakest entry ., 
the series • Bryan Vore 

» Concept 
Pull tJ10 camera out 
on the traditional ~ 
A.nomey fonnula 

» Graphla: 
Sprite versions of Charactars 
look great and add some 
nice dimension 

» Sou.nd 
Now tracl<$. hke Lang's 
theme. blend weU with the 
classic tunes 
» Ptayahlllty 
Third-pelWO maneu>Jerability 
improves crime 
scene navigating 

» Entertainment 
fans of the series will enjoy 
the small evolutions 

» Replay Value 
Moderately Low 

Puzzle Chronicles 

OS• PSP 
" Concept 

Take a falling gem game. 
move it on its s5de. and 

have characters batllo on a 
shatlng battlefront 

» Graphics 
Gems aro nondeSlcrip1 

blobs and lhe ansoe:nes 
feanue some of the worst 

art in memory - recent 
or ocherwise 

» Sound 
The swrtng sx:ore is 

appropriate for the battles. 
though it loops too frequently 

» Playability 
1be controls are simple and 

respond well, but the gem 
dropping feels sluggish 

» EntertahuMnt 
Setting up combos is 

rowatding. but the gamo•s 
sin91e,.pta;·er mode doesn·1 

offer much longevity 

• B.eplaJValu.e 
Modeta1e 

Puzzle Quest devs unleash another RPG/puzzle hybrid 
Style I-Player Pui2le (2wP1ayer Online) hbU.her Koo.arrti Developer lnfinite Interactive Release February 18 &SU E to+ 

C ,eating a hyb(od from the si~e and 
addicting gameplay or puzzle games and 
the character customization fr0<n RPGs 

sounds bizarre on tts surface, but ii proved to 
be a su-prisingly great match, After the suc• 
cess or 2007 's PuzzJe Quest: Cllailenge or the 
Warlo<ds, 8ll8f\'008 was happy to aib from 
tts formula - including Its own developer. 
lnfintte Interactive. 

Puzzle OYonicles does the best iob so rar or 

combiring both gaming gerves into a new ere· 
ation. A 101 or head-to-head puzzle games rety 
on a mechanic where players deluge thejr OPPO­
nents· screen with trash gems i1 an attempt to 
ove<whelm. Puzzle Chronicles takes a different. 
ffiOf8 interesting take. with battles that have a 
tug-of,war flavor. 
~ comboS and stringing together clusters 

or simila,1y colored gems fl I.I) an attack mete<. 
which pushes a cente< banier toward your OPPO-

nent. uvge blocl<s tneaSh Items that you colecl 
on Y0U' travels, which ofte< defensive bonuses 
0< deadly attacks. Oiffe<ent enemies ha\18 unique 
abillties. such as stealing gems Of becoming 
tempo,a,ty invulne.able to attacl<s. 

Olaracte< progression is interestilg at first. tJut 
the game qo.ackly beoomes trivially easy. After 
sinking points into various talent trees and find• 
ing decent gear, matches can ro,.l1ilely enct afte< 
a few second$. I don't know row many times 
I patiently set I.I) a ridicdous oombo orly to be 
surprised with a vict0<y screen belore I could 
urieash my full fury. The fnal boss is a pushover 
even at the highest difficulty settng. It's ri.i to 
feel like an unstoppable !0<00. but aside flOm 
a multilliaY'l' mode the game doesn't ?'(Wide 
mMy reasons to continue playing after the creel­
Its rol, • Jett Cork 

Pw.oe Chronicles wdl also be releasod as a 
downloadal)le game on PlayS,anon ff<ltwork 
and Xbox Uve Arcade. U the gamo is sub­
stantially different on those platforms we will 
revi:sat it m anoeher onlioe review. Othorwisc. 
acocpt this as our final review for the game. 

reviews 95 



DS 

,. Concept 
Fight and capture demons 

in an oki-school fiISt-person 
dungeon aawl with a unique 

sci-fl plot 

n Oraphlci 
Beauti1ul demon designs make 
up for muddy ctungoon Visuals 

» Sound 
The exoeUent soundttack i.s 

packed in with the game 
11 PlayabOlty 

Hardcore rum-based 
battles arc still more 

approachable than previous 
franchise entries 

H £nterfalnment 
rinding and fusing now 

demOM is as addictive as 
hitting the next plot twist 

,. Replay Value 
Moderately High 

Shin Megami Tensei: Strange Journey 
Atlus takes the hardcore RPG to a new dimension 

D 
o we control technology or doe$ it control 
us? In the wO<ld of Shin Megami T ensei: 
Strange Journey, that question is mo,e 

important than you realize. The game has 
numerous troubling means of highlighting the 
tension between technology and nature. 

The protagonist explores an ocld Antarctic 
anomaly known as the Schw812\Y<llt via lhe use 
of the Demonica, a special military-Issued su'~ 
that alows him to survive alien atmospheres and 
conlan and sunmon demons. Ouests are doled 
out fro,n a oold, unfeeling computer on boatd 
your crashed ship 1\tlose primary conoem is 
compleli-.g the mission ro matter the cost. 

each environment Jakes up a lot of tme. Lud<ily. 
this isn't just a str~ttOIWard dungeon crawl. 
Even at 40 ho<ws in. the game continues n tio­
clucing new concepts with each floO< of each 
sector. from booby-trapped tiles that make you 
Isl asleep to corrve-ter belt mazes that b~efly 
take away control aver the arection in 11/tich 
you·re moving. 

On the other hand, players aso ha1/8 plenty of 
control. Once you've talked a demon into joning 
your cause. you ha1/8 ftJ1 reign aver its abiltties. 
The demon co-op system. wtich rewards you 
with bonus attacks to inflict even mo,e damage 
on enemies. also makes Strange Journey's 
brand of hardcO<e RPG combat signfican11y 
mo,e approachable than previous Shin Megami 
Tensei entries. As long as you approach the 
battles strateg~. you·11 be able to dispatch 
enem',es faster tha1> they can kill you off and in a 
much easie< Wa-t than the l)O(m for this series. 

Since your prrna,y mission is to explore the 
Schwarz-.Y<llt. walkilg Ml<Jnd and investigating 

lk>covering all the Schwarz-.velt's secrets wm 
keep you glued to 'Po¥ OS fo, hours of intense 
RPG action. It will be worth al those ho<ws to 
experience Strange Journey's masterflA blend of 
an intricate, unique sto,yline with the adcictlve 
demon•hunting gan,eplay for which the Shin 
Megami Tens<li series is known. As fo, whether 
or rot humans control technology°' vice versa, 

rn leave it to you to dscover the game's well­
developed insq,ts. />I I can say is that if Atlus is 
in chalge of the software. then technology has 
already won. • Phil Kollar 

Lunar: Silver Star Harmony 
A new art style spices up traditional RPG gameplay 

style I-Player Rolr>-Plal'inl) Publ{aber X.SE&O Games Doveloper GungHo/GameArts Rel•- February 23 ESllB T 8 ~ 
With the number of limes that t992's 

Lunar: The Silver Star has been 
~- and remade. you·d thrl< 

George Lucas was at the helm. The story of 
Alex and his man-crush on Dragoomaster Dyne 
has been told on ro fewer than live consoles 
over the last 18 years. and it's received a foll 
grnphical overhaul with Sill'8< Star Harmony. 

Lunars original Sega co outing featured a 
visual style that c<l<Ad ha1/8 been replicated on an 
SNES, so the new cr\1;p and colorful visuals are 
a welcome change. Everything from the menus 
to the environments is dean and visually appeal-

96 reviews 

ing this time around, and bat1Jes tea!U'e so,ne 
flashy effects that keep the action from gettirg 
tco morotonous. 

\Mlle it may look pretty on the high-res 
PSP screen. the game's ultra-traditional JRPG 
gan,epJay shows its age. Moliilg the story 
along is a strictly t:near p,ocess, reqo'ring you 
to perto,m SPecific {and oftentimes arnbigu· 
ous) objectives n an effort to get the plot rolling. 
Conversely. the game's tactical organization is 
stJI a great platto,m fo, a combat system, alJow· 
ing you to issue a custo,nized o«Jer to your 
entire party with the press of a button. Lunar 

Legend's Arts Gauge system returns, giv.ng 
'Po¥ characters access to huge screen-clearing 
attackS and spells that heal lhe enti-e party. Like 
many classic JRPGs, you'll be doing plenty of XP 
grinding. but the o,nission of random encounters 
is a blessing. 

Wl'ie Jongtime Lunar fans may IOV8 the new 
aesthetic, its dated gameplay c<l<Ad t,rn off 
fans of more recent Rf'Gs. Siver Star Harmony 
follows an old bluep<int of lhe ger,e. but main­
tains a 1evel of charm and tvnor that stil works 
in 2010. • Dan Ryckert 

PSP 
» Concept 
Give Lunat fans ano«her 
remake of the Sega: O> dassic 

• Grapblc::s 
Th8 OOIOrful 1lew visual sryte 
is the star of the remake 

» Soond 
Voice aetors ham it up, 
but the music Stays 
appropriate throughout 

» Playability 
If you played a JRPG in tlle 
earty-tc>-mid '90s. you'll feel 
right at home 
» Entertainment 
Longtime fans will appreciate 
the new visual'S. but ne¥1er 
fans may be put off by the 
dated gameplay 

» Jteptay Value 
Mode<ately Low 
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7. 75 I Matt Hazard: 
Blood Bath and Beyond 
Platform PS3 • 360 Release January 6 CSRB M 

Playing solo feels unbalanced, 
unfair. and downright not 

fun. Have a buddy suit up as 
Dexter. however, and you hove 
a fine-tuned level of rewording 

challenge.- Tim Turi 
////U/////////////////////////////////1'//U/////////,W//////////////// 

71 Star Ocean: The Last 
Hope - International 
Platform PS3 Releue February 9 ESRB T 

Even PS3 gamers who would be 
playing it tor the first time should be 
waiy about o pUichase - especially 
with the release of Final Fantasy XII! 

nearly upon us. - Joe Juba 
/ ///////////////U///////////////////////////////////////////////1'//////////// 
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Platfona. 360 Release January S ESRB M 

Divinity /l's many technical flaws are 
exacerbated in the transition to the con­
sole. Frequent tramerate stutters are the 

least of the 360 build's problems .... 
Divinity II is o noticeably inferior experi­
ence on the Xbox 360. -Adam Biessener 

Plattorm Wti ReJoaH February 9 ESR8 T 

This arcade collection includes 12 Data 
East lilies, and unfortunately only half 
are mildly entertaining. Unless you're 
o hardcore ton of BUigerTime, Peter 
Peppefs Ice Cream Foctoiy or Bod 
Dudes, you're better off saving yoUI 

quarters. -Annette Gonzalez 
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DEJA VU (1985, Multi) 
Releasng for eve,ything from the Apple II to 
the NES, this point-and·click adventure from 
Mndscape thrusts ~s into a t941 Chicago 
ri:Jped straight from the pages of classic noi­
novels and films. When p,ivate eye Theodore 
• Ace" Harding wakes up in a bathroom stal with 
a savage headache and a bad case of amnesia, 
garne,s are tasked wi1h comt,;ng crime scenes 
f0< dues and collecting anything nol na,led down 
while the aulhorilies breathe down Ace's neck f0< 
a frame jOb. Deja Vu spioes up the usuafly utlitar• 
ian environment descriptions found in many eal1y 
adventure games by inco<pofating the OVEilvril· 
1en lone of d8ssic detective stO<ies. 

UNDER A KILLING MOON (1994, Multi) 

SHADOWRUN (1993, SHES) 
Many noir-influenced games start with a 
character suffering fr0<n amnesia. but few 
of the<n have the main character regain 
consciousness to in a morgue. Such is the 
plight of Jake Armitage, a lone shadowrun• 
ner mercenary in the year 2050 attempt• 
ing to ITT'avel the mystery surroundog 
his attemc:,ted assassination. Shadowun's 
moody rrusic and dark streets set the 
SO<nber tone f0< this RPG·s prying conversa­
tions and sell-reflective narrative. 

SNATCHER (1994, Sega CD) 
i Hideo KO,ma·s knack to( creating cinematic 
i video games is undispvtable. but before Metal 
: Gear Solid·s theatrical rutscenes, the legend· 
i ary designer delivered Snatcher. Set in the 
i year 2047, the game has a genre mashing 
• premise - imagine Philip Marlowe replacing 

Harrison Fo,d's Rick Deckard in Blade Runner 
and hunting down Terminato,-esque androicls 

! called Snatchers. As a Junker. protagonist 
, Giflian is a special detective who investigates 
; crime scenes. takes on convoluted cases. 
; seduces the lovely ladies of the future. and, of 
i course. suffers from amnesia. Throw in Gillian's 
' tradem8Ji< b<own trench coat and a moody 

soundtrack and it becO<nes clear that Snatcher 
was the stuff of which dreams are made. 

GRIM FANDANGO (1998, PCl 
Tim Schafer's final LucaSArts ad\fenture game eschewS the 
coloi1ess grays of noir while maintaining the genre'S mO<al 
arrbiguity. Manuel "Manny" Calavera is a travel agent of the 
UnderwO<fd tasked with ~ I'll packageS to the wealthy 
deceased in an effort to pay off a debt. Gr>n Fandango's 
art style combines the Art Deco designs of the 1000s with 
Mexican holiday El Dia De Los Muertos. resulting in a color· 
ful cas1 of chain-srooking skeletons wearing fedO<as. If that 
isn't enough, the game'S entire second act is an unflinching 
hOmage lO Casablanca. a film classiic w~h noir tendencies. 

Tex Mull)hy·s third aCMlf\ture game follows the down-on-his luck. dumsy private 
investigat0< as he unwittingly gets tangled in a case revoMng around a myslerious 
cuH. Set in a mutant-infested. radiOactive 2042 New San Francisco, Under a Kilir'Q 
Mool'l features multiple film noir 81Chet)1)8S af¥:l a comedic !lair. 

MAX PAYNE & MAX PAYNE 2 
(2001 & 2003, Multi) 
LA Noire is not Rockstar·s first foray into 
publishing pUip ficlion•influenced video 
games. That honor goes to bullel·dOdging 
detective Max Payne. Max has had a 
hard lot in ife. His farnly was murdered 
by junkies. he was framed for murder. and 
his assassin-turned-love interest died in 
his arms (depen(fng on 1\/hat ending you 
got}. The effects of these grave events 
are perfectly conveyed by the cold and 
cyn!cal protagonist's melodramatic internal 
~-RicHy iklstrated graphic novel 
frames delillllr the game's dark narrative with 
all the trappings of the detective comics the 
game emulates so well. Part Jotn Woo film, 
part Frark MIiers Sin City, the Max Payne 
se'1es has ti-us far been film noir's defining 
presence in video games. 

" ... the 

Max Payne 

series 

has thus 

far been 

film noir's 

defining 

presence 

in video 

games." 
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KRATOS 

The life of Kratos is filled with tragedy and triumph, and he has the scars and spoils to 
prove it. As players take control of the Ghost of Sparta in God of War Ill, they will notioe 
that he bears the marks of his past, including the legendary artifacts and wounds that he 
has oollected along the way. 

••• 
a.Ash 
Afun slaughtenng his own famlly. 
the ashes ol his deceased loved 
ones wore permanently fused to 
Kratos· skin - a constant ,emlll(ler ol 
his temble mistake. 11leu pallid hue 
1s the somce ol Kratos· other moru­
kcr. tho Ghost ol Spana 

b. Golden neece 
Remeved 10 the Bog ol the 
forgotten dUJ1ng the events ol Goel 
of wa, II. UIIS legendary pte<e ol 
arrnor ,s neaily ,mpeneuable. grant­
mg Kratos the ab11Jty to rellect pro­
JCCUk:s and parry attacks 

c. Athena's Blades 
In the ongmal Goel ol Wai. Kraros 
!OSI hlS Slooes ol Cnaos dunng Ule 
rrnai battle with rues n,e goddess 
Athena g1anted rum these p,acucaJly 
1denuca1 weapons when Kratos took 
his thionc on Olyinpus as the new 
god ol wa, 

d. Chains 
'11lld( chains pennanenuy attached 
to tus to,earms allow Kratos to 
swmg his blades at dmam enemies. 
ma:Ong tum a threat at any range 
·rt1e Chains a!so g,am him adde<I 
mObthty. s,noo Ile uses them to 
swmg ac,oss gaps 

e. Scar 
'11us long. jagged scat was aeated 
when 1.eus 1mpa]ed Kratos 
with the Blooe or Olympus at the 
beglnmng of Cod ol wa, II 'Ille 
wound ,cnunos Kratos of the ueaclt­
ciy of :t.eus - who also happens to 
be lus latllc1 

I. San<lala 
These epic pieces of footwear 
procect Ktatos· mighty arches from 
the penis ol small. sltaip rocks and 
blam.bles 
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Sprint brings you the best 
lineup of phones plus the 3G 
network PC World named 
most reliable. Take your pick from a pint-size multitasker, 
an apps-ready Android -powered device and the new BlackBerry 
Curve, a smarter smartphone. They're all here. Welcome to the 
Now Network. Bringing you the first and only wireless 4G network 
from a national carrier. 1-800-SPRINT-1 sprint.comlbestphones 

Samsung 
Moment' 

with Google' 
Only from Sprint 

Access to 
thousands 

o/Andro,d' 
applteat1ons. 

The mm, mun,tasker 
that keeps on updating, 

syncing. surfing 
and sending. 

I .r~ f 1TT 'i I Sprint tested as the most reliable 3G network in comparison to AT&T 
_ !!.!! !.t!l.! !.! _ and Verizon in a 13-city 3G performance test conducted by PC World 

• ~v ;,,iw:in,,..Bullftllsar ~ ott BH 1$tl~iOfl CIIIM 
.,, 1•1)11''1tQ11V. 101c 4-4 !Ttm '0-W.Q~ all 

-~~0..,,..-.,w l'l•O!\C'A,01lnoo.Pflolra.. IWS.,0. 

Sprint . 
The Now Network· 

Next-general/on 
BlackBerry technology, 
enhanced trackpad and 
2.0 megapixet camera/ 
camcorder. 

Colors: - Royal Purple 
- Black 
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