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/hIAilTAGITIIG EDITOR

ffiI
ItllllTTEB FEE0 @Jokeonthevuorld

EAU0RITE GEHRES Action, Sports, Aduenture

LlKlllG:The fact that ES's almost here!

ItlOT tlKlltlG:The realization that E3 Blanning is already upon him.

C0lrlUlNGED: That much like the cake, the Dog Whisperer is a lie.

HNBHEH FTT*H
f,SSOC'f,IE EDITOB

t'ffi
TWIfiEH FEED @frvittch

Ff,U0FITE GEI{FES HFG, Action, Simulation

tllfillG A trip back to the Bay Area urith a certain gaming nerdette

Itl0T LllfftilG Going allthat truay to see Tim Lincecum's flowing mane

go down in ftames atAT&T Park. Never cut your halr again, Timrny!

MUSEE MEGAHIOUEAtI gamers should take a trip to this San

Francisco shrine to anclent arcades.

HHHf, SfiHFIfiH
8OffTEilIT EDffOR

ffi
TWTTEF FEED @RkyMtnGmr

FAUORITE GEilRES Aduenture, RPG, Flatforming

LlKlilG The beginning of baseballseason, uuhen i'rope springs

eternal. Unless you're a f,ubs hn...

ItltlT tlKlt{G Hockey and basketball playoffs diuerting attention

away from the start of haseball.

EO]lFllSED BY The lack of buzz surrounding this year's E3. Even

though Sony and lUicrosoft aren't announclng consoles, there's still

plenty of great games, peoptre!

ENY *HRSILLE
f,ss0ctrrEEorrofr
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TWITTER FEED @Hay0arsillo

FAU0RITE GEI'IRE$ Action, Aduenture, RPG

l-ll$ilG Giving a score to every game he plays

I{0T LlKlll|G $acrificing his fledging L.A. social lite to play these games

PiIPPY t0UE Brandon's neuu dog is infatuated rruith Ray. We helieve

this is because he often smells like bacon.
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50
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IffiI I TWITIEB FEEIT @pilmeri

flrffiE FAU0RITE GEilBEli $urviual-Honol; games hated by Phil Fish

[ry,ffiH#ffiT.flminsto 
NinrendosDs maymeanthesamewiil

1{0T LlKllrl G Grand Knights tfisfory no longer coming ouer.

ImR]( S0UIS FC A sneaky uuay to win Game of the Year a second time!
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ffi
TWITTEE FEED @mattyib8$

t[U0RlTE GE]IHES HPG, Astion, Driving

Lllflllc Getting the sought-after uuhite lightsaber crystal in Slt/l'0ff.

ll0T LllflllG How much of his life was sacrif[ced in order to get it.

FEEtlllG Alone, as he bravely defends the mainstream and rnodern

gamer$.There were good games made after 19$5, you lmowl
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ffiGITANGES?

Many have abandoned the idea of
fighting Activision 0n their lw{t tutf,

opting instead to elffbt in the vast
reaches of themes and ideas we've

been too timid fo Gorrquer,

IVIANAGI/UG ED/IO,q

- 

or a relatil'ely' peaceful ciucje,

h I sure seerr to get thrust into

t the middle of my fair strare of

global eonflicts. i'd label [t odd, Lrut as the

staff's resielent rilgital jarhead, i've found

that - more ofter-l th an n of - peace ten ds

to frang precariouslli i1", the balance in most

virtual worlcls. And, as fate would have it,

the on15,'thing that rights the scales ls an

itchlr trigger frnger and a healthy addiction

to sending an endless horde of faceless

goons into oblivion via the business end of

rry boorretick.
I like blor,^,'ing things up as much as

the next amhrassador of ass-kickrng, but

l've gotta wonder if l,rre'll ever start diving

deeper into experiences that are more than
just er co lection of fleshsacks waltinE to be

w'hittied airnuray by five clips of amn'io before

they finally o\{/n Llp to tlieir ill-equipped arli:

ficial rntelligence and drop to the ground.

lVill lve e\,/er care who these guys are-and
u,hy w'e're at odds? lt{ore than that, what

will it take for us to get ar,,,ray'from 5,s1

another attempt at liberatinE the wcrld in

favor of finding a sense of satisfaction fron-r

rescuing a frierid...or simply saving our

olr,n skin?

Vt/hen we decidec to put together an

issue of EG/1,4 wholly dedicated to the

future of war-themed garles, I r,vasn't so

sure there'd be anything inside that would
aetually inspire any of the above rdeals.

Honestly,, I expected a host of empty expe-

riences that flailecl airnlessly in an atterrpt
to catch the Ca// of Dufys of the world-bLrt
lnrhat lt,e ended up lvith was, thankfully,

quite different.

Whether it's the intinrate, authentic

approach found in EA's upconring t\4eCa/ of
tl a n a r : La/adigh fer - feat u recl i n t h i s i ss ue's

cover story,'-or the heal,y moral implica-

tions weaved thror-lghout 2K's Spec Ops.

Iire Line, it's e lear that nnany folks halre

abandoned the idea of fighting Activision

or-r their olnun turf, optlng instead to exist

in the l,ast reaches of thernes and ideas

we've lreen too tirnid to conquer.

But as Ghost Fecon" Fufure So/dier

creatlve director Tornmy Jacob enthuses in

this rnonth's EGlt4 lntenurieltr, these are the

trenches rnan)/ desigriers har.re been dying

to dive into, whieh u,rill undouhtedll, 1*uU

to ar much-needed evolution in the way we

approach the battJefield" Luckily, it seems

that pu[:llshers are frnall5' catcillng on to

the viabtlity of these desrres, r,.rhie h nreans

we'll starl seeing more garnes fike Ubisott's

Far Cry 3 pushing the bor-rndaries of story-

telling and Al in sne eornpellinu package.

h/ore garres that explore the nature of rnan

itself, as opposed to the nevr and exciting

udays we cail leverage physics to lerrel a

buitding:that's a change tflat'll undouhrt-

edly take years to f ully, enrbraee, but one

that seems long overdue to career gamers.

And that doesn't even get into Earnes
thirt didn't make rt into the issue, such as

Citlr ;p1*raetil,e's Sn,per. Ghasf Warrisr 2,

Utri's Fainbow, 5: Pafriots, and Defiant's

recently released [rV":rco, all of r,r,'hich focus

on themes and approaches to the front

Itnes that'll eontrnue to pr-rsl-l developers to

expand their idea of ln,,'hat tve'd lit<e to piay.

Granted, looking through the scope of a

methodical, euasive sniper, logging time as

a hostage ln a terrorist attack, or playing as

an errbedded journalist atternpting to tell

the story behind a u/ar aren't experienees

for everyone, but the fact that the oppor-

tunity even presents itself has us at EGfl4

excited for bold nerv entries into the genre,

ancl r,n',re knoi,tr manlr of you feei the safiie.

Be sure to let us knor,u if y,ou'[e reafly,f6p

the revoiution via letlerg@e+mrtow"cetl or

on ftt,itter [@ EG h4 NOW .- and, once again,

thanks for enlisting in the EGfuf Arnry for

yet another issuel El

@wwtrti.egmn0w,c0rn
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letters@egmnow,net

A DIFFERENGE OF OPINION

ln lssue 253, Anthony John Agnello

wrote a captivating afiicle on choice in

videogames:an ldea that, depending

on your perspectirre, has either plagLred

or cured originality in the industry.

lvl!, favorite pant of the arlicle had

to be the quotes from EioShock's Ken

Levine and Sieep /s Deafh's Jason

Hohrer-two garne developers rnost

deserving of the title "ar1ist"" Yet tl'rese

two respected developers had vast{y

ln gaming, separute
opinions can now exist
srUe by side...

clifferent opinrons on a subject that

every person who play's videogames

understands-ancl both had valid

points to back up their opinions.

BioShock and trab/e are beloved,

and plenty of Earners are captivated

with the choices Levine and Peter

lvlolyneux give them, But you'd also be

hard-pnessed to find gamers who dis-

agree with Rolrrer's perspective tlrat we

don't yet halre meanlngfitl choices in

games-otherwise, his games'vrrouldn't

be as popular as they are.

I loved this arlicle because the

difference in oprnion of Levine and

Rohrer perlectiy represents the type

of entertainment videogaming has

becorne. h'lLrch like literature and film,

it's now a forrrr of entertainment in
luhie [r separate:yet erluatly deep and

philosophical - opinions can exrst side

by side"

EGftfr Hr=sptonse: \f,delI saiej, fliliulrael.

klde'r* rj*fimite,frgr Inl irqr*enx*mt tirat
tftrc qarnimg uvcrrk-{ is frr-n r.r sEg;n-lrfBeelmt

st":.te r:lf f ir.lx, :lmr-:l tttat ihese cf-langes

ffre o$lenimg ulpl em*itrr:gX ffietuu eil]F-r*r-

tt"rt-ltities fur aflf s*ffis ,rf titles, reEarr,l-

fless r*'f -,"ryh*'ftB*ueir trrirt t{"re5r're stickir:Etr tn
t$-le tnaditirum;:l scriplt *r" h,nanr:hrr-rp r":u"[

imt-* urmr;hr;rrt*rii ternit*ry im sesrch *f
Li-re [rJrxr Hrg -glrirr[J

I*ue$*ily". as thc lmrlt-rstry csntimues

t* ml.l+ture, Lhts aure{fiemem sr:er-ns t,#

he fmih:wrurgl sui't, m.tTerimg; L{B B mlutt:;*'r

hr*i=rd*r" Fts{.sg}e[tHue im tenm-es ot l*eg*

r* r:ri r rr {.en*st, g i r*' i n g gr ur [: I [s&rars rI

qr*aten *pp:r".:r-tuumifu [ru *xpirnd tfi-ueir" hn-

r-iuffir-r= amrtr stn[[ [lau* ]lmg*e tha-=t t*l-r-re's

s*r-lteoffiB nur-l tfiiene ,,,ruil-lur rllrr-r'I tvait tm

g:[ay uufiimt the5r're Urutt{rrg tr:geth*r:
Fer" et"rfe'lerrne u{' th;:t, ymu meed Inmtr

mu -furr-fl$"1*r tham tt-re $:;nuad sper;tr-umn

nX' gar-mes FeatLxneel irl r,lqir h&*{ar ffiaumeg

prelvier,ou smer,:i.tt tm tFiis rssue, rru,frric[:

['rigl-rtlghts a tir"lSi frac,[[ern mf the gJ,ErffiffiS

ut'e'&"e sr=*img1 irt Effi"'f,fi th;rt are hrelfl-trent

,:-rn rlefyilltfr$ firlmvelilti*tx"r ir.r mr: l::ffl*:rt ttl
giue us s*r"netfl-linq meu/ t* pl::y.

FIGHTING TTIE GOOI} FIGHT

I just wanted to share a story about how
gaming can brlng people together-no
matter where you go-as well as inspire

gamers to help each other out.

l'm currently deployed to Afghanistan

as a clvilian contractor, and I love to play

fighting games-whether it's King of
Fighters, Sfreet Fighter, or Tekken, I love

it. When I first got out here, I found that
most of my coworkers were bigger fans
of FPS games like /l/odern Warfare, so I

took my gaming to my local USO center.

There, I met another Street Fighter fan-
and, from there, more and more turned
up. Soon, we got a whole group we called

the "Kandahar Assassins" (we even had

T-shirts made), and we met every night.

We played so religiously that it was hard

to find a challenge after a while. Soldiers

would come in asking the statf about the

games we played so they could check
them out and iump on a PS3, hut the
USO didn't have them. The only copy of
Super Sfreef Frghfer trl/ they did have was
broken, and there was no telling when

they'd get a new one. Then my pal got

a great idea: Why not donate games to
the USO? We bought a copy ot Uttimate

Marvelvs. Capcom 3 and Sfreet Fighter X
Tekken for the USO-and, lo and behold,

more and more soldiers started playing.

Soon, we had decent compelition, and

we got a chance to get to know more

and more people. Now, we're considering
other ways we can give back to the USO.

The friendly folks over at Hit Box actually
offered to donate one of their awesome
arcade controllers to our USO center here

in Kandahar! lt's going to feel great know-
ing that the Kandahar Assasslns helped

make that happen.

www.egffi{row.c0m o



FIEHT}EFI TI,TEETS

lr

IHE BIG SUESNON

We asked our followers on Twitter to tell
us ffieir favorrte milibry-tfiemd game,

and W Here'swhatffie EGM faiffitul
had to sy on ffie subject

Metal Gear Solid-it's based on stealth

and strategy, s0 ylu have to think about

how to go undetected
Captain Snk

Medal of Honlr, simply because n0 matter
how many ttmes I played, it never got

boring, webster

Cannon Fodder, hands down. As for why,

main theme says it all: "War! Never been so

much fun!" Morden

General Chaos 0n the Genesis, The multi-
player was crazy unique for the time,
chocobomoshpit

Battlefield 3 Why? Because it's different
and fresh. Plus, the multiplayer poftion's
fun and enjoyable. Tyter

Herzog Zwei on the Genesis by Technosoft

Was a pioneering RTS and incorplrated a
cool futuristic transforming military theme
Anthony *GIGA POWEB"

lron Tank, As a kid, it let me drive a sweet
tank with lots of weaplns and steamroll
everything, Was there even a story?
Pineapple

Sensible Soccer Meets Bulldog Bligh| on

the Amiga, lt was like regular slccer, only
the ball would randomly explode. Amazing!
Alex Sergeant

/
3c!I

I
I

II

I

o ELECTRONIC GAMING MONTHLY 255,0



Er sruAtt /utfl/t,

8840 lrt/r/sfill"e B/urd. I/runC F/uur

Eeuerly HrJtrs, Sfl SSP1 /

BI'E-Jl{,4/t:

/effers@egrnnouv,neil

When \e,re'rB nmt fueeting l^lith nu r

friends nuer at @EGIVlhJ0\lU, wE'rB []re-

tending to get insirle 1n[tes frnm s0me

nf nur fauunte rler,lelnpers. HE['E's a

felr,, r,r,ie think lrre urtrierstmnrl:

ffoffrrng /+bks off a
pri?ducf/r,/e Friday fieffer ffren

acc/deflffi/Xy firffrtg " Reffi ove

fum t4/n#rspace" /fisfefld of
"6ef lahsf r{euislbn."

df clrhro, salt/ fftaf hlood-
punfllofl fron ffi erapy #frn

reduce bad cfrn/esferoL

rTeffiinds rne of mrft#e fi/ood

ln Po/r'cgflaufs"

' : 
-.*: Brenda Garno

,#fl
b

Ifie feffTl 'hrograrflrner" ls

offen ussd fiy good coders

fo descfifie ffa/s soders

ffiaf areffi't uery good.

ffi sfiris kt/ynn
;i

l/acafinn rl?flkes rT]E

productive. Worked ou[
fnnk /nfih fo ponf- before

fireaftt'asf,

Hnmr Lx/orJ/d a f,ree-fo-p/ay

sftoofe r do rf ffre ongs

Fvfio fiad to pay for the

fiEXf mafcfr rd/sr# ffie fop 3
players /fi fftB /asf mafc/r?

Dam Ieasdale

ffiden ffo1lma

GIffir BlesEinskr

W
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Game cancellations and sfi.tdio cllsures seem here to stay

E t's now an alarmingly common
scenario. After rumors of cutbacks,
a major studio working hard on a

promising triple-A title becomes the next high-
profile developer to suddenly bite the dust.

It's no secret that even industry giants like

Sony and Activision have been struggling to
keep developers from going under for some

time now. With a still-flagging economy and

a shifting paradigm between big-budget



"Yott could hear a pin drop,,,
No one lmew fiayoffs] were coming,"

H EHHHEE
OF FLHHS

l,lot every game makes itto launch-at least

not'urrith its origrnal intent intact. Here are

a fe,,'l recent titles notable for shanges (or

cancellation r during development,

CALL 0F DUTY: MODERI{ WARFARE 3
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releases and smaller titles, corporate losses and

studio closures remain a painful-but ceftainly not

unheard of -effect of the financlally uncerlain times
we live in.

As if that's not bad enough, consider this: After
closures, many of these teams' projects never even

make it to store shelves-a shock that Christian

Carriere, ex-level designer for THQ Studio Austra-
lia's cancelled co-op title, wasn't prepared for.

"You could hear a pin drop-and the silent disbe-
lief and confusion of everyone there," he says. "No

one knew it was coming, and some people made

huge sacrifices because they were confident that
we'd be there to release a triple-A title."

After Studio Australia's closure was announced
in August 201 1, leaked first-person gameplay of
lron Man and the Hulk fighting enemies in polished

environments found its way to YouTube. One look at

how far along in the development Ihe Avengers was,

and suddenly, the team's confusion makes sense.
"We were not given a reason beyond 'THQ

corporate is restructuring,' which felt to us like,
'Because we can,"' Carriere says. "A few of us were

initially worried that THQ might take the property

and hand it to another team, but it doesn't look as if
that will be the case."

Propaganda Games' Pirates of the Canbbean

RPG, Armada of the Damned, suffered a similar fate

when Disney closed the Vancouver-based developer

following the release of TRON: Evolution in January

of last year. The news of Armada's cancellation and

Propaganda's closure wasn't pleasant, says former
Armada lead designer Devon Blanchet.

"This industry doesn't suffer fools or people

who do things half-assed," he says. "You go all in

on a project mentally, emotionally, and sometimes
physically At the time, it was incredibly hard to
overcome, but you do-and then you get stronger."

Having moved on-Blanchet's now lead game

designer at Vancouver indie studio Smoking Gun

lnteractive-he doesn't talk much about the corpo-
rate details of Armada's fate but acknowledges the

balancing act publishers must often make in decid-
ing when to pull the plug on ceftain projects.

"l think studios have to stay flexible in the games

that they can make and the projects they can ac-
commodate and execute on, all things being equal,"
he says.

Bizarre Creations' 007 title, Blood Stone, actually
made it to store shelves before Activision closed the

studio's doors for good, even with team members

already working on concepts for what they hoped

would be their next big racing game.

"Activision's line was: 'There's no more money

in racing games,"' says Bizarre ex-lead designer
Matt Cavanagh. "Obviously, we can see that's not

the case."

It was a sad end to the studio's 23-year history,

particularly since Bizarre was just getting its feet
wet with narrative-based action games.

"Blood Stone needed more time to reach its
potential," Cavanagh says. "At the same time, the

team had really cut their teeth making it; I knew they
were ready to make afar better next game."

Like Blanchet and Carriere-now a level designer
at Digital Extremes-Cavanagh's landed on his feet.

His company, Totem Games, recently launched

their first iOS title, SpaceOff. With no end to the

instability of major studios in sight, perhaps small

development like this is the safest solution.
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GAME SCHOOLS GUIDE
Where's the best place for aspiring developers to get schooled?

ETEUE HHSI{E

chievement unlocked-you've decided to pursue a career in videogames.

But unlike the stereotype of a lone coder in solitary confinement, there isn't
really a typical game-student profile. ls your interest in aesthetics, theory, or

gameplay systems? What's a prospective game designer to do-and, more importantly,
where can you go to learn? Not to worry-EGM's here with a list of gaming universities

to help you score the gamer points needed for educational success.

DigiPen lnstitute of Technology
Redmond, Washington

You are: Swinging for the fences. DigiPen

has seven different college-level degrees

and two graduate programs that run the

game-developrnent gamut-and it doesn't
hurt that grads often go on to jobs with

some of the highest-profile companies in

the industry.

Games alumni have worked on: A laundry list.

Kim Swift's Portal started off as a student
project here; some other triple-A games

alums have worked on include Skyrim,

Dead Space 2, Red Dead Redemption,

EVE Online, Gears of War, Dance Central,

and the Saints Row series.

l{otable guest speakers and Iaculty: Warren

Spector was DigiPen's 2A11 commence-

ment speaker, GLaDOS' Ellen Mclain
has spoken about her work, and Disney's

David Goetz has reviewed student porl-

folios. Speakers from regional staples
like Valve, Bungie, and Monolith Produc-
tions also make appearances to talk with
graduate students.
Age and size: The school's Redmond cam-

pus has grown to just over 1,000 students

since its 1994 founding, with an additional

400 and 30 at DigiPen's Singapore and

Bilbao, Spain campuses, respectively.

lntornships: I ntegrated

Gampus gaming culture l-AN parties for

Counter-Strike and SfarCraft, with lots
of clubs for academic and personal
gaming interests.
Tuition: $25,600 per year

School: University of lltah
Salt Lake City, Utah

You are: Looking tor a top-tier gaming edu-

cation without a private-school pricetag-
Utah's ranked No. 1 in public-university

game-design programs. You're also not

afraid to see how the other half works:

Artists work among programmers and vice

versa, with interdisciplinary game projects

starling freshman year.

Games alumni haue worked on: The student-
made XBLIG title Mlinionsl has been

featured in Official Xbox ltrlagazine and

Famitsu Weekly; PE lnteractive, a Move

title designed for kids fighting cancer.

ilotable guests speakers and facultyl With

computer-science history dating back to
the '60s, Utah sees alums like Nolan Bush-

nell and Adobe founder John Warnock

visit campus.

Age and size: Undergrad: 2007 , at around

200 students; Graduate: 2010, 55 stu-

dents,

lnternships: Required for Master's program

Gampus gaming culture: The university

hosts game competitions and has an

Xbox lab, where students can try out the

work of their peers; several projects are

available for $1 each, which goes back to
its creators"

Iirition: $5,500-7,500 per year

School: University of Southern Galifornia
Los Angeles, California

You are: Unafraid to challenge conventions;
you like to talk with people to gain insight

into alternative ideas, then put everything

together to come up with an innovative

finished product.

thatgamecompany founders Jenova

Chen and Kellee Santiago went on to
make Journey (among other games). Ihe
Misadventures of P.B. Winterboffom and

the Sfar',Craft-centric Day[9] TV are also the

work of USC grads.

l,lotahle guest speakers and faculty: Heavy

hitters like Hideo Kojima, Will Wright,

John Romero, Amy Hennig, and Richard

Lemarchand have spoken here, while a
motion-capture class with Robert Zem-
eckis is complemented by faculty made

up of industry vets from EA, Activision,
and others.

Age and size: 2002:110 students"

lnternships: lntegrated

Gampus gaming culture: Game salons for

- Which gaming school

is best for you? lt really

depends what you're

looking for.

www.egmnow.com @



critiquing the form occur regularly"

Tuition; $21,081 per year

Gnomon School of Uisual Effects

Hollywood, California

You are: An aft-schooi type with a strong

work ethic. Studies focus heavily on cre-

ation of form -character models, vehicles,
environmental design and the like_-with a
side of technical classes to put your arlistry

in context.

Games alumni have worked on; With a

97-percent placement rate, Gnomon grads

are cherry-picked by industDr leaders like

Naughty Dog, EA, and Blizzard, among

countless others.

Notable guest speakers and fucutty: Recently,,,

Gnomon hosted developers frorn lnfinitl,'

Ward and Sledgeharnnner Games to dis-

cuss visual effects and ar1 processes; the

Gnomon stage hourses regular presenta-

tions like these from all over the industrl,.

Age and size: 1998, around 80 enrolled

students

lnternships: Optronal, but )ioLr \A,on't need

thern

Campus gaming culture: Your friends, r,a,ho

are all working as hard as you are.

Tuition: $3,500-8,000 per term

Massachusetts lnstitute of Technology

Cam bri d ge, Massach usetts

You are: Enthusiastic about research, the-

ory, and coding. The carnpus' Singapore-

MIT GAI'4BlT lab acts as an experirnental

space for students to hone their skil s irr

specialtyi areas related to game design

and der,,elopment n'hile simultaneousll,'

explonng varlous cnltical and creatlr,,e

questions that'll help you get a leg up ln

your career. Forty interns from Singapore

also show up during the summer to help
r,vork on garne prolects.

Games alumni have worked on: MIT grads

have a long history of creating games-
Zot'k, Fallout, Thief , and Rock Band;

GAMBIT grad Eitan Glinerl made Slarn Bolt

Scrappers.

l,lotable guest speakers and faculty: Per-

suasive Games' lan Bogost and Quantic

Dream's David Cage have spoken here

about innovating deslgn and alternative

uses for games" Looking at the medium

outside the box, journalist Heather Chaplin
recently discussed game literacy and emer-

gent thinking. Heady stuff.

Age and size: 1982 (GAIUBIT lab, 2006);

about 100 students"

lnternships: Yes

Gampus gaming cutture: GAMBIT hosts
',veekly looks at niche and mainstream

releases lvith rants frorn staff and guest

speakers, as well as a regular talks r,vith

interacti,,le fiction authors.

Tuition: $40.732

Full Sail University
Winter Park, Florida

You are: lnterested in the process from start

tO ltiniSh. YOU r,t,ant tO knO\n,' e',,en.thinq there

is to knoln, about ho,w games are nnade,

fnorr-l the basics to thre frnal prodLlct that hrits

store shell,es-Fuiil Sari's adrnirably thor-

ough prograrn r,n,il run \r'ou through lt all

Games alumni have worked on: Full Sai

grads ha',e '',,orked on 8ed Deao,EeCe,nrp-

tion, Uncharted 3, MoCern Warfare 3,

L"A. rVorre. and ilhe upcorning BioShock

/rrfi,lite-to name a fer,,.

Notable guest speakers and tacufi:
Microsoft, Blizzard. and \,/lcanous \/islons

are some of the cornpan es that har,,e given

talks here. IGDA board mernbers \Vendl

Despain and Susan Gold are a so on the

faculty'at Full Sait.

Age and size: Ful Sail's nirst fu l-fledged

garne-design prograrn starled in 200-1. ,+, rth

ne\.,, Concentratlons added since. Around

1,900 students are currentil5 enrolled.

lnternships: Th e career-d e', el o p rn ent

deparlment helps atrums frnd jobs after

graduation.

Campus gaming cu[ture: Hosted the Red

Bu LAN can-rp fon top Sta,rCraf't ll and

l-lalo : Reach pla5,ers.

Tuition: 5439-633 per creCit hour

(zlJnAt(1 Nlvr\Y.vrvr\m
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JE]IIOUA GHEil
GRADUATED: 2006, USC

P0RTF0IIO: Journey, Flower, flOw
IIJTERESTII{G SGHOOL PR0JEfiS: Training levels of lraq troops,
educational game on Russian postmodernism, IGF projects

GAttllPUS EXPEBIEIIGE: "At one point during my time at USC, I

had five part-time fobs in one semester while puttang every

remaining hour toward alpha tests. I spent a lot of time
worrying lwouldn't be able to afford tuition, since lcouldn't
apply for student loans as an international student. lt was a
crazy time-but also a fun time."

J0SH HERi,IAil
GRADUATED: 2009. Gnomon School

P0RTF0U0: Character artist on Unc harted 3

IilIEBESnilG SCHOOL PROJEGIS: Working on the short film
P/us Minus

GAilPUS EIPERIEI{CE: "Being around the campus so much rvas

good" because I got to meet a lot of people. lt allows you to
grow faster and gain those connections for later: l've never

had to show a demo reel because of all the people I kneur."

=c*' \-J--'

EITA}I GLI]IERT
GRADUATED: 2008, MIT

PORTF0L|O: S/am Eolt Scrappers. Go Home Dinosaurs!

ilIERESnilG S0ll00t PR(UECIS: Working on projects for blind

and visually impaired gamers

CAilPUS EIPERIEI{CE: "The best part of being a student at

MIT is the culture of 'What's your stupid idea? OK. let's
make it happen.' When I thought I might want to start my

own company, instead of laughing me out of the room,
people gave me the support I needed and asked tough
questions that helped me get the framework set for starting
Fire Hose Games."
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HARVARD BONIN

SENIOR PRODIJCER,

STARHAIVK

BV PHUL SEHEL

famous university. TIue or False:

llarvard University is located in

Ha rYa rd, M a s-sach us€fts.

That is an incredible lie, I didn't go there,

but I have sat on their steps.

ConecL lt's in Cambridge, Massachusefts.

lntractive. Whot most often credited

with inyerting light bulbs, which are

used in light boxes, eyen though there

it before him?

I believe that would be Thomas Edison.

Conect.

You worked on the zfffJl game Warhawk

but not the 1995 Warlrawk, What year

did Firebird Software release the

unrelatsd vertical side-scrolling shooter

WarfiawKl

0h, wow. Do I have a lifeline? No? Then I'm

going to say 19,..86.

Correct.

EEEEE

EEEEE

Your latest gamc is Starfiarrlr. What sci-

as Sun-Hawks?

This is going to be a total guess, but l'm

going to say... Sfa rgatil
Sorry,itb Babylon 5.

trtr8trtr

HEHHH

EEEtrH
=trtrFlE 4/5

Besides your game, Starhawk is also

the name ol a writer of spiritual books.

True or Fals$ Staftfrrfltb birfi name uras

Sln Ghidcn.

That is false. We ue very aware of our

friend Starhawk,

furffL Her original name was Miiam Srmos.

r Plryurs willsoon

geta fiarmb relluc

oneof fiePSt'sgreat

o,Erloolcd BPGB.
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EA heard complaints

for the same-sex rela-

tionships in Mass Effect

J, but received far more

support for the move"

I or our roundtable discussion in lssue

E 252. the Eclvl crew talked about the lack

I of maturity in videogames. As a part of
that topic, we pondered the inclusion of elements

such as homosexual relationships in games-and
whether average gamers are yet accepting of said

elements when they may not be able to directly
relate to them.

That question was put to the test with the release

of Mass Effect 3, which introduced -for the first
time in the series-same-sex relationship options.

(Well, outside of Liara, who technically didn't count
because she was some weird blue alien chick.)

The result? Mlany hailed the move to bring

diversity to the series-but postlaunch, EA revealed

that they had received "several thousand letters and

e-mails" that criticized the publisher for allowing

LGBT content to be a parl of both tVlass Effect 3 as

well as Star Wars: The Old Repub/ic. (ln the case

of SHrl-OF, same-sex relationships have been

announced but aren't officially parl of the game yet.)

For their pad, EA says that the inclusion of same-

sex relationshlp options such as those BioWare put

into Arlass Effecf 3 didn't come due to any sorl of
pressure or "agenda" by LGBT groups, and that the

publisher had no plans to censor or edit any of its
games to remove such content. While we commend
EA for that stance, we've also been happy to see

supporl for diversity and inclusivity in gaming also

come f rom the gaming community itself - an opinion

that has been far stronger and louder than those

voices agarnst such ideas. *ERIC L" PATTERS?N

GAMING MAY BE HAZIIRDOUS TO YOUR HEALTH

$i

f

.#*'
*re
't

$

young medium. As such, many of those in
a position to create laws meant to censor

or control them are often likely people

know little about videogames

fF f Virginia representative Frank

I Wolf and California representative

* Joe Baca have their way, you'll

be seeing that label attached to any game

you purchased-no matter its maturity
level or ESRB rating. The two house

members have proposed the "Violence in

Video Games Labeling Act" (H.R. 42041,

which would require such a label on

games both sold physically in stores, as

well as presented in some way for those

distributed dig itally.

"Just as we warn smokers of the
health consequences of tobacco, we
should warn parents-and children-
about the growing scientific evidence

demonstrating a relationship between

violent videogames and violent behavior,"

said Wolf. "As a parent and grandparent,

I think it's important people know

everything the/ can about the extremely

violent nature of some of these games."

ln the grand scheme of entertainment

and technology, videogames are still a

The reports used to back initiatives

such as H.R. 4204 have also been

into question. For example, the research

Dr. Craig Anderson has been used by the
state of California to show the dangerous

effects of videogame violence, but the

U"S. Supreme Court had this to say about
the findings of Dr. Anderson-and the
handful of other research California relied

on in its previous attempt to ban the sale

of violent videogames to minors:

"These studies have been rejected by
every court to consider them, and with
good reason: They do not prove that
violent videogames cause minors to act
aggressively."

The Violence in Video Games Labeling

Act isn't the first piece of legislation

aimed at demonizing videogames, and

it certainly won't be the last. No matter
if you're a casual player or a hardcore
gamer, we must all be ready and willing to
stand up and speak out in supporl of the
hobby we love. -Efrlc L. PATTERS9N
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ATTEMFrING TO BREAKTHE
EPTS O D I G GAI|/I I N G C{'FSE

Penny Arcade Adventures: 0n the Rain-Slick ftecipice
of Darkness is getting a second shot at life
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ir
new era forTeam Plqphtim, inEoducing

Sony's phns fur online dominalion on the

PSz, bualt on the strengfi of fie console's

first mmpet'liue malihry shooter, Xn0f/i:
US, fayy$aafi, nrtifi marlcd fie beginning of an era fur tre heauy-hit-

fing Zpper fianchlse.Ihe se$El €uenmra[y s@Gd up rnfiB mline ]rours

phyd than fie whde of Xbor tiue's line-up comblned.Ihe lssue abo
ouUined fie pending imasion of sweral liiles stemming fiom fie laEsl
enlry in Georgp Lucas' S0arlthrsfilms; a world+xclusirrc look at M
lfuiilEt W M,amd a wlmpping $pxge previau of lrionami's

out by a Game 0f fie illonfi award for Capcorn's ffirtLfiEyilGame&Oe
debut, Uere was deily 0f fanfiise fan-snkn for all srfio ertered.

EtI
YEARSAGO
JUIdE :992

June l9g2's issue had me of the Iriggest

rocter-teases in Efiilhistory: a rwiew
lor ift CilnNt id$a Sunsoft-E blisftod gnrne

tftat ras canceld behre it hil our shore&

(Ihough it ms rdeased in Scandinauh ald
Japilr.) The plailorner boasH asbnlshing leuels, goqgeous, pastel-lled(-

ed art direc'lion,lnficate animations, amd smrfiing difficulty (remember

Utat?|. And, becarrse wr coild nerer phy it ltere, lfr. Ginuntlrredted
legcndary shmts. lbu umuldnt be able b bll Uat fiom the revieus it got

lrere thouglF-{rushed aside as a ldG' gome by three urt of fuir ruryiw-

er$ One writer prescisn$ notsd tftat "mom time cnrld haue ma& fias

one a winner." lloilb all sternffi Good enough?

(}(| :'{- ttaa t--
2rr

=trYEANSAGO
JUNE /9S2

A June 15, 1!182 story in the Portsmouth,

lg80s equiualent of ,labwunderldnd Ul

Poison. "tideo GameTeacher ls 9," reads

the headline of a story the paper piclted

up trom fie Associated Press out of Pullman, Washington, and the tiny
wribup safs that "iiegnn Brians is teaching a summer-school class.

She's a master at such electronic entertainments as Par.iltan, Ciranf

Warlorhand ,Ufgrrf [)river." Her Pac-Manscore was 12,686 (her dad's

best was 000) so that means one thing and one thing only:The only way

Billy Mitchell-of King of Kongfame-could be any more unlikahle is if
he'd challenged the smallgirl to a kill-screen-off at Pac-Man...and then

kicked the milk crate out from under her.

@ EtECIfr0/V/[ GIM/ffG M0rurHtr 255,fr
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So, as befitting the war-games issue of
EGM, today we'rr going to talk a little hit
ahout violence in videogarnes. So, I guess

the first guestion is: Do you guy$ think

violence in videogames is an integral part

of what games are all ahout? Or is it time to
branch out? What do you guys think?

fft

f
BFIHHtrtrH
dUSTTtrE

HHtrHEH
FITtrH

FIfTY
GHHSILLE

EFIIE L .

FHTTEFISOH
mY frffilillJ;0, AffiMIAIE HllIIfr: No, I think

uue need violence in videogames, because

itE the only thing that allows me to vent after

we have to do a top 20 list! lt keeps me from

killing all of you guys for leaving nny favorites

off the list! [taughs]
Seriously, though, there's always going

to be uual and there's altruays going to be

fighting. lt's just the way it is, and I think vld-

eogame violence is a healthy expression of
that for people to get out a lot of their anger

and fulstnation after they've had a bad day

at work or a bad day at school-and you

can't haue one bad egg ruin it for everyone.

reh IHTS TSSIIE TEITflITUG OIU ffi

ROUN
EfrlC L PAIIFffiN, ttH}trfs E[llf{tfr: Ray and I

rruent to Namco Global Gamers Day recently.

They had this game therc called M no Kunf,

an HPG collaboration with tevel-5 and

Studio Ghibll-which is, of course, the big-

time animation studio in Japan that did My

Nergfibor lotoro and Spinfed Away, among

others. lt'e interesting, because that studio
is so against violence, and all their movies

are anti-uiolence or anti-war, and they try
very hard to not have violence as any kind

of a positlve in any of their movies.

Yet this game that they coilaborated

with Level-5 on was a typical JHPG, where

it just has all of these random hattles and

combat going on, and it just felt so unin-

spired; I wish that we could get to a point

where games wouldn't have to always rely

on combat.

At Game Eeuelopers Confer'ence in

March, Yasuhirc Wada, the creator of
Haruesf flrnoon, spoke. He said that originally,

he urasn't sure how to make a good game

without battles, because he realized how

important hattles are for giving gamers other

things to do in RPGs besides just talking to
people or seeing the storyline. lt was a real

struggle for him to figurc out what tio do in a

farming game truithout battles, and he added

in the raising of crops, because that wasn't

in the garne originally. I wish more games

said, "Look, we can do other intelesting

things utrithout having you kill sonnething." lt

goes back to asking how many people has

Nathan Drake kllled in hls aduentures?

BfrAtlINtMThat said, as much as I love

Haruest Moon, I sort of technically blame

him for FarmUitrle, so there's something to
think about there.

Th0 debate over

violence in videogames

is about as old as the

medium itsetf.

[,/t/ [i 1/Ull, egff]n 0 [4/, C0ill @



( rt

#Unmffi filfltf, frSffiilfE E Im UEll, urE ]B

starting to see the msbile platfonn becsm-
ing more prorninent, and so many of thqse
gamee arcn't uhlent I can't thlnk of a game

that'B IEEIU uioEntffiatb popular on fie
mohile plf,tiom,..

a bunch sf gulrs in cerEin Eetrtions. lt'E lilfe

uarc afrer waue afrer uralre sf enemies, and

it gerfts ddieulrus.

and the puz,le all the way up to HaH- And
thatwas uherc I had the mos{ fun rruith that
game; I amided 90 percent sf cornbatn ild
the gnme was much morc er{q6able uuhen

I did ilxat. I think ffiat I'd rather play an auue-

some game furfiue hours fur E0 bucl+sthan

a so-so game for'10 houns fur 60 bnclrs.
ffi[ffiInfimtyEae?

ffifrffiThntuuas astuaNly one of the lnr
Bofints of l,.IncfiauGd8 for me, Frerconally.

nrcy uuould gst bogged douun in theee

sFrootflng sequemcee, and uuhen you talk
about that, one of Andrelr's favsdte gpTtes

finm lmt yearcomesto m[nd, LA fiftme-
'Ihat garne had cornbildements, but it
uuasnt about fios mmhafr ffi" Thce
fiings {rere melefi ertunenmE of fie
astnl silory iEdf, and mdb sornEffilrg Ud
ure dont GDShTB enurgh. So den, itb Ab
B, sparnenrnies, sfiootaf fiEan€mies,
moue ou Thercb gfr to be mue b fie ac-
trJal smryfian rrHre'rc#iB ndrtnow.

IffilEThafs a denrdoper ruiEt a hktory
of making thoee types of gamm, though.
And, again, that appeals rflore to the
hardcoe gannets.

ffiffilalu$alfs oome backto thetact
that one of nyfiauodte sqgrnents in trcad
Sae 2 uuas a Bequeme-sligtrt spoilers
h€re-furli|e 17 minut*, whereyou dldnt
ffi an enerny. The gnme was rmlly fucused

on mrnbd in a very ]r€r,!, u,ay, wth lots

of sl@*.tinslrilceqildfiEn
thereE fiis ane rnffiiilt wftele you dont
fiStanyore And fietertsfionthd liusd in

fiaf motnent, fitsftarfid llued in thil nro-
ment-atery shgle tlTE you lrcatd a rpise
orsaw a hrmp orsomdring exploded, lou
werc looldng arcmd lile, nUH me hdl?"
lffiOnB garne fiat really sbod qrt
frr rne last year in fie oppocite uury uras

ffiffiAruWEffi;?

IffiArgryEms hnotvfrohnt

ffilffitbukiffpigsl

ffiW A4gqy Bfrtd$ ls morc aldn to th
dasric vftrlene of thnfeyKong orHac-
iilan, ttough. ltts dmple irnqes. I thinkthat

Ml lmtru Eic and l irst plq Ed Sflhnf

fffi; Ilurrpow illd, b me, milb fie sort of
deE{$F I wflrt b * rrue d. \Es, thil grure
hffi Ussueq butfiattsUE$ftof des$gn

tt's nice ffiatwe\rc gotffie $l nonviobfi gam6,
bfi I want ffie fiO mnviolent gam6 as well,

eonsole gamesalealurEB gotrqb lean

more viohnt because H d firty and all
mat Efrrtr b ut'hil sdh, hrt re fie rcst of tte
coneole gnme industry looks to sE rTrrhffi

try can dob cornbd fie rnoh'le mnlte,q

I think @r'll havgto slim douun. I think thd
cortsole darclopment mfiht astlally go mat
ctrr€ction just because trat'B rflhat the conF
petlim bdoing, ild ltb lessexpenslue.

s'lrc B you dont htreb m*e greryU{ng

#out geiilq W rye*rt a hncfi d enernies.

So mucfr dlt b*flfisploraim ild I

thlnk thdts a nry noLnd fie violene-

fie new Ae ffid gmn, wlEre it ras
a Japilese Oeugoper dsty q,iq b EftE
inspmon fiom H d Ddyand trrn trb
uery.tapane frht-mnbd dm hb &il of
Du/iy h fie *. Brery n*r{m w:as waue ffi
wan etrrw:auedenerieeftr 15 miubs
lmgnrtlan neffiny. AfrEr a certah poirt
nrysedulgencywG gpne-

Iha[ rc sE d ilro fifugs wi[t [brm-
Wr, ntue i1t Elt nG ttse wesrt anen*ls
iust furfie sake d ilgnie* Or, talc ilfe#l
Gailback in fieday. ThGresercsegnenB
witlhcut @rtd-rcornbd seerned to

I ls low-coet, AtWy

AnrlP+Ytede*o,-
memamfutimfur

rubllshes cunenUy

hr{ng money?

ffi tftHl ifs nir:e nolr thd vue\e gpt ffre

$1 nonufiolent garnes, but I urart fie $80
nomhlentgnrnes reudl. lumntthe big
gametotdtetH cfiance. And ue're not
necessadly sm4tU to get dd cf a[ uiolerre,
butto go backb tficftarfpd, Naughty Dog

lteepe sryng hm good their sfior.yrtdling

ls and hoi, adualrced they arc in crffiing a
story ueftBlJs offier gstnes, hrt they snil fall

back om hrufing our main charaster shoot

waues d erprnitrs, rnakfrg it mole Soufi
theeodorAim il h*rg prlt h aspmiftc
location. !t dgrteust hilreb be srvfrwl-
hilTor. Bd( ln tE dey wiEt Tc,zt. Fbitfu,
it wasnt rmlly about oortrfi lt uuas abouft

erylordion. I fiir* fiil m hdusfift b+
otrne blo#d srortgtr fidfie lilr*iltCaf
d Wcan't hd( th so Urey lwe b frId
arptrcruury in. lmreapupce, d lffit-and

I frd nteh a lotdcaseq
Oeuetopens harre gpne airry
ftorn tut

ffitftfrftpu lclow, itBtflry, beca.e
myrWwgius you two oflims lt drres
pu the optitrn fur drmcuty br motffins and
difficultyfur pr"edes, f,rrd ltm€d the diffi-

cultyfor npneters allfieurry doum to fuy
ftflf UtHl, hrt wi[r.t rf
WJelraJarnboie-

i ll&&.$"'-
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BY FHUL sEHEL, PETER sUCIU, HHD REEECGH sl^IFHHEF

VIARIIACHINE
War is hell. But with the right equipment, you can unleash hell on your opponents.
While any computer will let you send e-mail or update your Facebook status, Digital
Storm's new Marauder gaming PCs ($1 ,299; digitalstormonline.com/marauder.asp) are

designed for those looking to head into digital battle. They feature Corsair Vengeance
C70 casing, which looks as tough as Kevlar body armor, and inside the top-of-the-
line version, there's an lntel Core i5-2500K processo( an AMD 7870 GPU with 2GB of
VRAM, and a 1TB hard drive. The Terminator would be envious.

THELE"4lRDIOIIIGS
The folks at BioWare are masters at crafting cinernatic experiences, so rt was inevitable

that some of their galnes would become movies. Dngon Age: Dawn of the Seeker is a CGI

anime film from director Fumihiko Sori (Vexfile). Centered around Cassandra Pentaghast and
set between Dragon Age lland its unannounced but inevitable

sequel, the film's available on DVD ($2+.Sa; funimation.com)

and Blu-ray ($3a.S8), with both versions including interviews,
behind-the-scenes footage, and a visit to BioWare's offices.

5?CI{",/R.4CTEn PrctruP
DC's "New 52" semi-reboot may be nearly a year old,
but for people who like to read comics in book form,
it's just about to begin.
Collecting the first is-

sues in hardcover form,
Batman: Volume 1: The

Court Of Owls ($2+.SS1

has the Caped Crusader
trying to figure out if
Dick Grayson is a mur-

derer; Justice League:
Volume 1: Origin ($24.99)

has Bats bringing his

superfriends together to
fight a dark evil; while
Green Lantern: Volume

7: Sinestro ($22.99) has

Hal Jordan reluctantly
helping his old enemy.

While the PlayStation Vita has a cool look,

the same can't be said for its carrying
cases. Well, most of them. The PS Vita

Case from WaterField ($49; sfbags.com) is

a handsome nylon-and-leather case with a

scratch-free interior line( slots for multiple
games, and a zippered back pocket. They

also make the PS Vita Suede Jacket ($t Z-

$15). a soft Ultrasuede sleeve that doubles
as a screen cleaner, and the PS Vita Gear

Pouch Pro ($45), a zippered nylon case

that can hold your Vita and its charger.
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For more fun stuff, check outTHE WEEK lN GEEK on EGMN0W.com,

and more geekdom available in EGMi, free on the iPad
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II M0trstrfrzffi0
H ll,ffi T;fli;:i Hffif , liffi"ffiLr JIi
Loue thlnking about one of his favorite mouie monsters.

"f'ue watched every fudzillamouie euer,'he says, "and

one of my fauorite characters is King Ghidorah, this

three-headed dragon-like thing that shoots lightning.

$o, uuhen we were thinking aboutthis Hydra skill, I im-

mediately wanted it to do rruhat King Ghidorah did in the

Gdzillamouies.'

II ELUEI$HOT

Hl Ili#T[ fi l[tr#[:: ffiT,'Jckens
one of the weapons in 0ra0lo III ls a crossbouu that

cruelly shoots chickens instead of arrouus" 
n0ne of the

deslgners uranted bows to shoot something othen than
just arrows," Loue recalls. "When we tried trogs, uue

reallzed that you couldn't see them. But if you shoot a

chicken, it leaues a trail of feathers. $0, nouu we haue a

crossbow that shoots chickens."

TIfr(U'S SECNETJUISU:
cBwrAL rcF ttfrtfrfrORs

While you'd expect Diablo lllto be influenced

by other fantasy games-Strryrim, 0ragm Age,and so

on-Love admits that a very different kind of game in-

spired one of Diabtrllls spells. "There's a Wizard skill that

shoots out rays 0f ftrost," he explains, "and when wB were

looking for a ruay to change that up, we saw this /llarufo

game where one of the characters surrounds herself rruith

a dome of ice. UUe thought it looked 6001, s0 we re-created

it in our game."

-.1' l'

-*{.r i

E STAfrf#/,FT,TOO
While game deuelopers sometimes make

0hscure refersnces in their games, Diablo

lllhas a rather obuious one...if you play one of Blizzard's

ofier games. "We didn't intend to make a nod to Starfinft

,r,' Loue admiE, "but when we cirrne up with tris Witch

Doctorskillwhere he summons bats that he fien sets on

is funny, since Hrebats are armored troops tn Sffiratt
Ihough it's also funny because, Lmre notes, "tlis all hap-

pened before Stutrafi llcame out, and, at fie time, they

weren't sure Firebab uere going to be in he game."

E wfi:
HffiNrcBUMNffi
Continuing the punishing use of poultry,

E IUAIUBE BOT
Uuhile some of tris stuff is iust iilly, he way

W00d Wraihs die, Lwe explains, is just

E wHHtrlfltEsfiy Diffi lltalso has a spell that tums your enemies inh
chickens, as well as a rune yadant for the Witch Dochrl

fire, fie sap of a pine fee wil! ouerheat and, because it's

fapped in fie wood, explode. lt has a very specific lmlr

b i[ wth uuood flying euerywhere. So, lryantfil to captrre

that feeling for the UUood Wraim's death."

When Blizzad first sirouued ofl the Wizam's

Disintegrate skill, some fans thought it lmksd Hex skill that furns you into a chicken. An exploding

too luturistic for a fantasy game. ttlhich was funny to Lme,

since it was arfiJally inspired by Bale Fire, a spell in RoDert

Jordan's M dTimehntssy nouels. "Wb bCIk most of

ourdirection from how it's described in the b00[rs," Lorc

notee. "And trey're fanhstic books.Ihey really share a lot

truth fie Drafib uniuerse."

chicken. "l [rought'What if you accidentally hexed

yourself and turned into a chicken?'" Lwe says. "Would

that be fun? ilo. But urtat if fie chicken explodes? Ihat
ruould be fun."

t ,t.,-

;T ffiOG,/F;rrnILHlffiffirffi
Gaflcd PhOE dTmds fiat +aurs numtfilts bads fiat hop

U,rard yrr cncmim..and ilEn eryhde. *Tnis wm irqired,'
toue eolains, "ry firk ]@a ar effic8 alhtu,lpgeuu up

in Tm and bH rs that in UE sprhg, ttere wHB ah,uays be

hB of Mb arumd, and ilfu wdltal trudr fie grass,

yurU end W @tirU m tlrcm.tUlrilfi, OrB saitl, rrc jwt

honifling, especially it yun unlled aruund batffiot '
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IMBIO ll: EIEGIRIGW
wBlB fiese pygmy characterc who are calNcd forfi by

Ormrc wtfi a sacred knlle called Gklbinn. UUEll, maybe

'tsatrBd' isn't re apt a desfiiptim as "hated" or "annry-

ing.'So, of mrrse,.Blizard's briruiru 'em back tu t iaffi
ffl. But don't fltnle assures us trat, tris time, they're

0n your side (uuell, if you play as aWitch Doctor and use

the fttishArmy skill). "And when we broughtthe pygmies

back,' Loue adde, "it prompted ush bring backffie

Gidbinn as wgll."

III B'GOI:JETilBUilENH ffiH,,ffi,ffi#J,[flffiffHlff,
Some ue ho silly...until hey get rervorlcd a little.'0ne

time, when wB were hlking about uvftat skills he Demm

ilunter should have, someone jokingly said,'She turns inh
a jet,"' Loue recalls. "But later, ulhen we started thinking

about h0w jeF drop bombs, it led us to create the Hain

of Uengeance skill, rtthich makes these flying dernons do

kamikaze raids."
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How Red Storrn's Tommy Jacob went from textuing in the

trenches to evangelizing innovation as an everyday affair
ta.
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I ! e mal' not har,'e alw,a\ns understood lt,hat rt was, but it's clear that Tomm5, Jacob

Fl 
is a man on a mission. "The one statement that l',re probabll, p11*r*d the most

I I on thrs prolect has been, 'Fill thre void. sa),s the Ubisoft Red Storm veteran.
"!Ve w'antl to fill a ,,'oid. We '!r/ant to provide the players lvho are fans of this Eenre w,rth

something different-something new. lt started off more subtie than that, but lthink it's
ended up becoming the driving force for the personality and the character of the game."
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EGM: You took a roundabout path into
the industry. You weren't necessarily in-
terested in making games at all early on.

What pushed you to take the plunge?

Tommy Jacob: Back when I first started in

the industry, it was kind of unintentional. I

was a musician for a while, and there was

a strong desire in my family to get me out

of what I was doing to supplement the

non-income of the musician. So, painting

houses on the side put me in a situation

where my family felt like I was in desperate

potential for bodily harm. [r4y mom and

my stepdad encouraged me to get a job

at a desk somewhere, and luckily, I found

something where it was asking me to use a

little bit of the graphic-design background

that I had.

I was just doing that just to earn

money-it wasn't really something that I

was actively pursuing. t had this musician

thing in the background, and even though I

wasn't intended to make a career out of it,
I hadn't set out to do graphic afts.

Being what you probably consider a

casual gamer at the time, I was cedainly

inspired by how games gave you access

to become this hero character that was

in the game, or was something that you

related to from something else-like if it

was a lv'larvel game. You knew this hero,

you knew this character, and now, because

of the game, it was different than a film.

You weren't just watching it; you were

controlling the actions-and, to some de-

gree, controlling the path of the character

and what decisions they made. That was

fascinating to me.

EGM: From painting houses to painting

textures?
Jacob: Yeah, absolutely. That's what I

ended up doing for my first gig in the

industry-texture artist. lt was a very

interesting correlation, because lended up

going back and giving my mom and my

stepdad the credit for getting me there,

but yeah, I went from painting houses to

painting textures. And not on a ladder

anymore-now at a desk. lt wasn't as dan*

gerous, but essentially the same thing.

EGM: You kind of had an interesting
ride there in the beginning as well with

The audience
,s a lot smarter
than some
developers give
them creditfor

@
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prolect got juggled around.
Jacob: I was at Sinister Games at the

time, and we were in the middle of one

prototype idea. We were putting together

a pitch for another existing property, and

then Loose Cannon came along, and we

instantly started to break it down, figure
out what work needed to be done.

I worked on lots of the architecture,

did a little bit of character work-but it

certainly wasn't my strength-so lended

up mainly working on vehicles. We couldn't
use any of the Ford products or anything

like that, so we had to make up 52 cars
that all were distinct in one visual way or

another.

It was fun. lt was exciting and fascinat-

ing, and it allowed me to-for the first

time in my career, and in my life-l got to

sit down with a bunch of creative people

and just problem-solve. That was where I

think I got that first taste of what got me to
where I am now-the first time I actually

got to do that and got paid to do it. But, it

obviously didn't pay off on Loose Cannon.

We all know how that one ended, with the

game being canceled. lt was sad.

EGM: Definitety a tough time, but you

must have been stoked to finally break

into the industry, right?
Jacob: lt was so exciting, because there

was so much power at the youth level. All

of these young guys working together with

millions of dollars in the backing, making

decisions that you didn't even realize how

critical they were.

We were designing this entire experi-
ence, and we were just a bunch of guys

who liked games. lt seems like there

should be a stricter criteria for that, but

there wasn't, you know? lt was really cool

to just all of a sudden be involved. and

people wanting to know your opinion,

because it's valuable. And that was very
inspiring for me to see that.

EGM: lt's definitety an eye-opening
experience when you finalty get in and

start doing it. What was it that drcve you

to want to do games, versus the other
things you could do with artistic skills?
Jacob: I had a conversation with my mom

once. I remember being a kid and walking

into a room, and I wasn't that young, but

I still had this mindset that anything was

possible. I remembe( after watching a

Voltron cartoon, going into my mom's

room and saying, "So, I finally decided

what I want to do. I want to be a pilot of

one of the Voltron lions. That's what I want

to do." And she said, "Well, that's great.

Um, maybe what you could do is be an

engineer, and engineers get to work with

robotics," and I said, "No, no, no-Voltron
pilot specifically. I don't care which lion

necessarily-l'm open-but I want to pilot

a Voltron lion."

There was this look on her face-and
I think that was a moment of maturation

for me- because it was a look on her face

like, that's never gonna happen. But, still,

really wanting to connect to those char-

acters from the first time I ever saw Star

Blazers or Ultraman or Speed Racer when

I was a kid. and watching the develop-
ment of the 'BOs hero cartoons. I always
had that connection. And then, playing

videogames, to me, was the closest thing

to being that guy.

I remember, at one point, I got a Sega

Genesis and was playing an X-Men game;

the first time I was Wolvenne and I was

controlling him, and I was jumping around,
I remember thinking, 'Man, the potential

for this is huge. lt's just a matter of time

before this-which is very pixelated now

and low-res-is going to be like looking at

live characters.'

And I think that's when I made the

decision that l'm not f"'ing around with
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any of this other stuff anymore-my focus
is games. I'm going to be a parl of the

industry one way or another, even if that
means l've got to abandon everything else

that I do. And I did. l'm embarrassed to
say this now, but I put my bass in a case,

I slid it under the bed, and I don't think I

even opened that case for two years. lt

was just total commitment. Of course,

anybody that's paid any attention to the

development of the technology since then,

it inspires itself now.

EGM: But it does take imagination to ac-
tually go and utilize that, though.
Jacob: I think to do something unique,

it does. I think to do something different.

Actually, more than imagination, it takes

courage. Because I think that, as broad as

games are in terms of the experiences that

can be found, there are these really strong

trends that, oftentimes, people are afraid

to buck.

But there's just so much potential with

the strength of what the hardware and the

software is going to do. lt's really only lim-

ited by what we're willing to go afte( what

we're brave enough to go after.

That's why I love the indie-game

movement. lt's becoming so much more

mainstream now. lt's having that same

impact on games as an att, as all art forms

have. There's always these innovators

that change things. lt happens in music, it

happens in film, and in games, the rise of
the whole indie movement is so good for
the industry. lt's so needed, because things

like Jaurney cause us to question how

much *'game" needs to be in a game.

EGM: We're actually seeing a lot more
of that from games that are in produc-
tion right now-getting away from that
typical hero fantasy and really trying to
humanize these stories. To me, that's
one of the most courageous things I'm
seeing right now. What's your take on
that?
Jacob: I think that the game audience is

a lot smarter than I think some develop-

ers give them credit for. And I think that in

acknowledging that, there's an elevated

expectation of content. You can't make

a shooter the way you made a shooter

five, six, seven, eight years ago. There's a

higher level of expectation from the gamer

that's been involved and seen that growth.

There's a level of sophistication in the

gamers that have been around tor a while,
just in terms of what they've seen-it's
also there for just because of their own

maturity, their own age, their own growth,

that they expect more out of it. They want

more story; they want to feel more for the

character. I think that's why we're seeing a

lot of these things.

EGM: Not everyone has, though. What
we're seeing now is essentially all the
younger generation knows.

Jacob: I mentioned Journey earlier, and

it's been interesting to see the people that
I know that have played that-and who

it's appealed to, and where the falloff's

occurred"

My son and his friends, they're 10 and

11 years old, and I handed them the con-
troller and they're like, "What does it do?" I

said, "Just move the character, just go, just

do this, just experience this thing." And

their attention span was so short. "When

do you shoot?" "You don't shoot. Just

move the character through the world."
"What's over that hill?" "l don't know; go

look." "Am I going to shoot it?" "No, iusf
go aver the hill!"

It's interesting to see where that divide

happens, where there's an appreciation

for the depth that you can get in story and

character, and there's still the expecta-
tion or desire to just press A or X and get

through the menus and just staft running

and doing stuff.

To me, it creates a bit of a divide,

because when you invest in that content,

when you decide that you're going to put

resources into story development and this

more emotional tie, it's something that
you want the player to experience. So, it's

going to be interesting to see if -with that
same age change that I've noticed, where
younger and younger kids are playing more

mature games-if maybe they staft to
invest earlier in that as well.

You know, maybe it won't take them

into their 20s until they're interested in the

development of a character and in human-

izing this collection of polygons. Maybe

they'll invest sooner.

EGM: lt's a special problem, thoughn

when you think about it, because the
publishers have been obsessed with
these games and the gamers who play

them for so long. We're just now getting
to the point where people can even take
these kinds of chances, so it's kind of a
generational problem.Why is it so hard
for us to buck the trend?
Jacob: That's a good question. lt could

have something to do with the fact that it's
a big part of their social interaction. Kids

see their friends in the classroom, and then

they see their friends online. I think as that

trend continues, and younger and younger

kids are using the medium as a way to
socialize, the expectations will change as

well.

Netflix does that now. You can sit at

home, log in with a friend, and watch a
movie. They're at their house, and you're at
your house, and you're watching a movie,

and I guess it's like watching the same TV

show, so you can come in the next day

and talk about it. lt's a connection and

disconnection at the same time. I'm going

to do this thing with you via technology,

rather than proximity.

EGM: lt's kind of ridiculous.
Jacob: Yeah, but I guess in a way, it's

fascinating. My son has to be horne when

it's dark outside. But maybe he wants to

still play with his friends, so he can do that
through this.

EGM: Whatever happened to iust having
your friend come over and hanging out
on the couch?
Jacob: Yeah, I don't know. l've got a

9-year-old niece who texts me now. I don't
talk to her anymore. She texted me at

Easter- I was in the house with her, and

she texfs me! So, to me, that connection of
how you socialize and interact with people,

and how games provide that connection, I

think is where there's a lot of opportunity.

EGM: And everything's so readily avail-
able now, like you said. You start to
wonder what it's going to take for us
to get back to genuine interaction. lt's
almost like we forgot how to be decent
people to one another online these
days. You worry about l0-year-old kids
getting in and mixing it up with people,

because you never know who they're
going to run into.
Jacob: Even though they tend to be some

of the most aggressive people in the envi-

ronments, too. They learn to curse online.

lLaughsl

lf [the Ghosb are] firing bulleb,
part of their goal has already failed.
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EGM: lt's a bit of a social experiment,
too. lt's almost a Lord of the Flies type
of thing.
Jacob: And it's interesting, too, because
just the nature of the pacing of a lot of
the games that people use as kind of the
hub or the catalyst to get them together,
the decision-making needs to happen so
quickly.

So, to your point about how we interact

with people, we're at this age where infor-

mation is so readily available, communica-
tions are short, and a lot of the pacing of
games doesn't help that.

You get in there, and you've got to
learn this kind of shorthand dialogue that

becomes kind of even socially accepted.

When l'm speaking to you, we're not online

anymore; we're in a conversation, and I

can use the same abbreviations because

it's just understood. lt becomes part of the

common culture.

EGM: When you talk about designing
games for that space, does it ever be-
come difficult choosing the things you

want to do versus the things you know
gamers will rcadily understand?
Jacob: lt does, but I think those are the

exciting challenges-when somebody

says, "All right, we know people like to run

around and shoot each other. That's fun.

Now, how will we take that and make it

secondary? How do we take the concept
of the mission, teamwork, your life, and

make that the priority over the shooting

mechanic?"

You mentioned earlier the idea of
bringing more of the authentic experience

into the game, and that was where those

relationships that Red Storm and Ubisoft

have with a lot of the special-forces guys

really help us, because if you look at the

fiction of the Ghosts as the most elite

special-forces guys, their mission is not to
engage in combat. lf they're firing bullets,
pad of their goal has already failed. They

want to go in, do their mission, and get

out without having to fire a round. But that
goes directly against the mechanics of, like
you said, what gamers expect in a shooter.

So, how do you involve shooting as a

reoccuning mechanic but still make the

motivation of shooting something greater?

That was one of the most exciting chal-

lenges we had on this garne. We wanted
people to care about their team. We

wanted "team" to mean something. How

do we incentivize that teamwork? Corning

up with those systems, that's what making

games is all about.

EGM: But, then again, making a shoot-
ing gallery is easy. Why not just go with
the flow?

Jacob: We're Red Storm. We can make

shooting games all day long; we've done

that for 13 years now. But to try to turn the

tide and fill a void, that was the goal. May-

be in the beginning, when we said we're
going to make shooting secondary, was
thinking too far. I don't know that we got

there. But we found that, through playing

with how we reward just XB people love

XP. They'll do some craz'/ s** to get more

XP. That was a big motivator for people.

We do these weekly "fresh eyes" tests,

where we bring the public in to play the
game, and we looked to see what would
motivate you. Our target was always the
lone wolf. Not to punish the lone-wolf guy,

but to incentivize him in a way that made

him want to be around his team. I don't
know if you've played the beta or seen any
of the footage, but we have this concept
that's called "data mugging." Every player

in game is a potential secondary objective,

because we have a mechanic where I can
pull out a nonlethal piece of equipment-a
stun gun, for example-and, while you're

down, incapacitated, I can hack into your

system and download your intel, and then I

can share it with my team.

So, we have this system in there that
essentially drives players together much
like the Hunter did in Left 4 Dead.lf you're

off on your own, you're at risk of getting

killed. But we added to it by saying, not
only are you at risk of getting killed, but





I

I I
I

I

\
J

TIHE 5HtrT5

EGM: What's your favorite war movie
of all time?
Jacob: The one that had the biggest im-
pact on me was probably Saurng Private

Ryan, just because of the intensity of the
scenes-particularly the scene of the
guys in the stairwell where he slowly puts
the knife into the other guy's chest. and

he's like, "Shhh."

the one that I've researched the most
in terms of its presentation, storytelling,
and all that.

Another guilty pleasure one would
be Eed Dawn. Love that movie. but it

doesn't really hold up in terrns of authen-
ticity. But it's just so awesome.

EGM: You mentioned you're a huge fan
of '80s cartoons. What's your guiltiest
pleasure?

Jacob: Wow. that's tough. I'd probably

have to say Voltron. but it's a close tie
with M.A.S.K. and G./. Joe.BulVoltron
would probably yrin out. That u'as the

orre rvhere I rvas so invested in the story
because it rvas ongolng. Characters got
injured and even killed. Prior to that. l'd
probably say Sfar 8/azers. but that rvas

technrcally from the'70s.
EGM: What have you been reading
lately?

Jacob: The book l'rn readrng nor,r' is

actually research for projects" so I prcb-

abllr san't talk too nruch about it. lt's a
factbook; it's not a stor1,. I rvas readrng

The Dresden Files for a \.,,hile -that's not

That was just so well shot. so well

choreographed. so powerful -and
so hard to watch for me. Afterward. I

couldn't see it in the theater: I heard

about it, so I paused it, had to take a

break, and then came back and rvatched

the rest of the movie. That's probably

have nearly an understanding r,vhat the
expenence rs that y,ou're gettirrg ready to
go through.
EGM: You get convicted of a heinous
crime. What's your last meal?
Jacob: l.rn going to gc to Vinnre's. rvhich

rs thrs przza lcint rn South Jerser rut-rere

I orer..' up. and l'nr goino to get a strom-
bolr. Afterrr,dr"C. I'm gonna go horne and
hal,e some of h'1om's ke\, irrne ple. Or".

they,"l1 brinE it to nry cet[. I gLress.

EGM: You're trapped on a deserted
island. What are three things you bring
with you?tlJr

a favorite. but it's more

current. Thiat's the thing
l"ve reai most recentll,.

It's gurttl -pleasure

stuff-that's l.;hat I tli.ie
to do in rny dol,.'ntir-re.

EGM: What's the most
innovative gave you've
played in the last
year?

Jacob: Definiteiy

Journey. l'm strlN on

the fence-l haven't
decided if it's a game or
not. There are mechan-
ics. and there are re-

urards for doing thlnrgs,

but uuhen sonneone tells
you it's a ganne. you
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Jacob: I'nn gorng to brrng Appefrte for
Destrucfron fnorn Guns 'N Roses to lrsten

to-anC l'm gonna brrng rny bass and

sunscreen. [l-aurghs]
EGM: What kind of car do you drive?
Jacob: I hrave a lv'lazda 6.
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f there's one thing the industry has down pat at this point, it's using endless amounts

I of ammo to effortlessly obliterate anyone who has the audacity to threaten national

security. The hobby that Pong built is now several decades and hundreds of games into

its shameless love affair with warfare, and as such, it takes a certain amount of military mojo to
separate oneself from the pack. lt's only natural, then, that we had to ask who'd win in a fight-
and whether they pioneered a genre. redefined the online experience. or spawned a cultural phe-
nomenon that consumed the social lives of millions, the titles that follow have all earned medals of
commendation for bringing something distinct to the battlefield. And for that, we salute them.

WOBLO OF IATTKS cofrBAf JEAT,TIE O'ANC

PUBLISHER ATARl PUB LI SH EB S 0 r l Y C 0 l';'i P t j TE B E il I I E R TA ll l fJ'l Elf T

DEVELOPER LEVTL 5DEVELOPEB WARGAMI NG"I,IET DEVELOPER ATARI

RETEASE DATE 4.1 2.20,I 1 RELEASE DATE lgIi BELEASE DATE 8 ?1 2OO/

-':. i It's rare for a free-to-play game to
garner as much interest as World of
Tanks has since it launched just over

a year ago. But with 20 million reg-

istered players worldwide and half a

million players on at once during peak

times. it's just more proof that WWll

tank gameplay is addictive no matter

the format-or price.

Its blocky tanks and biplanes might

not look impressive today. but

Combat was an important milestone

rn gaming history-rt proved the

then-nascent industry u.,as more than

derrvative Pong clones. Plus" srnce

Atari included it rvrth every 2600 from

1977 to 1982. just about e\.rery garner

of the time got their hands on it.

While rts take on the Hundred Years' War betrr.'een England

and France might have caused historians to look ar'./a!' In

horror-chances are Joan of Arc dldn't transforrn rnto a
Sai/or Moon-style anime herorne and fight alongside anthro-
pomorphic iions and llzards- Level-S's Jeanne d"Arc is strll

one of the most imagrnatrve strategy trtles on the PSP.
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PUBLISHER HOEX
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While arcade blasters have managed

to edge out the occasional simulation-
centered shooter, ARMA //-Bohemia
lnteractive's spiritual successor to
their work on the Operation Flashpoint

series-remains as one of the genre's

last bastions of hardcore military

strategy, offering an intense, uncom-
promising alternative experience.

We love our grandparents. but we're grown a bit fatigued
from playing their lvar in every other FPS. And that's why
Valkyria Chronicles !,{,as so refreshing. This shooter*strate-
gy-RPG took familiar WWll thernes-r.vith clear allegorres

to France. Nazi Germany, and Jelvs-but crafted them
together vr,rith glossy. cel-shaded anime packaging.

Given the unfortunate realities of the

American educational system. most

of the EGM staff learned !'r/ay more

about ancient China and rts l'r,ars for

unrficatron from Romance of the Three

Ktngdoms /// than we ever did from

school. While the series starled on the

NES. it was the 16-bit-powered third

chapter w,here the franchise really

grevi/ into something special.
t,

Y...

{.7

,ry@Stn;_

--- -- - ---':)

37

ffiffi

t



.i 
I

' : 
.,.- ..t ,

' 'tii .1F-

--'#F
,_-,-;}1

"iftr. ;.*, ;+
t>4

./' ,i:'u







'l
-\

"i
I

J
gle30ttt

d

1oliltt
frocnmt

OgDtil

lr

ri,lJr

$\tt\rr's

t0$1tstr
rr \$i[E

I,

ON

I
I

onu dl



ilt



-





A t I - I e \i/anted to f lrd that b,alance beti'teen the purell' tactl-
F+lcal strr-rulation li[<e that ]touncl in the old Hainbrow Sx or

S[,yArgarnes ancl something like kicking irr a door and takrrig dor^,'r-r

bad guys," Say,5 execltr,, e produc;er GreE Goodrtcl'r. Tl.ris attempt
at [ialance manifests itsetf ln the gafiie's rnechanir: for breaching

doonrua5's. "We'\ne corre up rvitlr a pret\,good sy,sten"l that alJolt's

for a plal,er to asses a door flgune out ho,,,, tl-':e,, ,n,,ant llc enter llhat

lilcr;:nd tne :Drtseq!r=.egs rtlf h.,",, 5ol enterthat door, ald ,,,hene

l\ol-l're llonna be l tlLe stack.,Are,,ot-r Itrrrl;t bE lrE rtrr-E.llr.er?,Are

tou eorlna he the lilc 'l glr I Se,-::nd. tlLr-rt folrlh n tne rioon?

Agarn, ,,,e'[e e'"'€r1'e ner-nate expelence, ald ","e do set rt r]B I a

\\ra!/ that \rie want the player to experience a cedain engagenrerrll,

so it's not a 10O-percent-free cholce of ho,,,, \,oll're going to sirrulate
breaching a door. \^/e're sorreln,nhere in ttre middle of that""

A sirrilar approach is berng taken l',,itil lse of ttre snlp:er n f ile.

"\,Ve're sorl of ln the same point ,,,,lth snrplng," says Goodrich. "At

some po1nt, it just beconnes a training sinrulator, and especiallS
,,','hen !/oLr'rE tirlkrng a[tout lt'intl, e]e,t,atlon" nl-lzz e ,",elocit],,, and

bu et drop, j!! dcr t .',art ,:r-tr r.lif,mer to ha'"* tc stcp ard rlet

llt a r;tep;rd ard dc rrath before thq,, prJ ti'le tnirt-r;er t'5 ti .rf, n,l

the baLance bel,,,Ben plrr-e s rll at or l.fl--i i;a ltra n n_q aro s c|.,,,

explos "e FFS qarrep a\,.
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This is rtot a globMting game,
lhis is notTeam Ameim.

staggering amount fidelity in everything

from lighting to environment design, it can

seem almost ovenruhelming at times. "The
minute you're not limited by the technol-
ogy," he says, "the more you get shackled

by the amount of options you have-there
are just so many."

ln order to make sure they had their
ducks in a row, the team first sat down
and looked at its own franchise history
as well as that of the Battlefie/d series.
"We want to do things that defy expecta-
tions," says Salazar. *How do we come
up with a space that's a little bit differ-
ent? How do we layer context on top of
that, and how do we push the engine?
It's already a crazy engine that does a lot
of things, and we have the same desire
that our brothers at DICE do to make it
do more and more. Luckily, they've done

a lot of the heavy lifting, but nobody tikes

to rest on that. No one's content with,
'That's fust good enough."'

lf there's a clear nanative theme to
Warfighter, at least at this stage of the
public-relations game, it's one familiar to
the genre: the ongoing globa! tenor threat.

While the original 2006 script took place

in one location, the feedback EA received

from the 2010 Honor-'"and people s de-
sires to get out of the dirt circuit," accord-
ing to Goodrich-convinced them to open

things up and give it some breadth.
*We took some of the inspirations and

scenarios that were going down in the

original manuscript, and we applied that
to different locations," he says. 'This is
not a globetrotting game. This is not Team

America- hopping-and-popping, landing

in a place, shooting the bad guys, and then

coming home." He says the game's narra-

tive glue is, in many ways, the underlying
threat network-specifically the supply and
distribution of PETN that our troops are
constantly trying to keep off our shores.

*Most people first heard of this stuff in

the shoes of 'Shoe Bomber' Richard Reid,

and then it showed up in a train station,
and then it showed up in some under-

wear, and Times Square," says Goodrich.
who points out that most recently, PETN

has been found in UPS packages of
printer/toner cartridges coming over from

the Arabian Peninsula. *So, it's a real

threat, and the guys are out there trying to
keep this s*** off our shores and out of our
shopping malls. lt's the threat that's the
connective tissue of our game."

!n many ways, the game's more
personal approach to story and tone has

I



l-langer Close art drrectnr Chris 5a!azar sa\/s the leapr frorr
HUnreal Engirre {useetr rn 2010's Ar/eoai of Honor'} tc fl'4edai

of Honor.' lt'l/art'rghfer's Frostbrte 2 has n:eant ir-lc;upp61=ating ner,rur

appr*ael"les and best practices. "Unreal lnras farniliar tn a lot of

people,,nr'hc'd,,nurg6[1ed r,,,llt[r [t for a nurlber of Vears," he sa1,g.

"lt's Easier to get to a Eil,en polnt rn,,hen l,/DLl'Ie r^','ork]ng rr'u'ltil

sornetl-ring like that. fl-lor,ueuen,you're lirnited try r,"rhat it can rln

','isually. Tl'rere's a certain Iel'el of fidetity'yeL]'lI neuen hre abfie

to reach-yCILl're held back." He sa\/s thirt fcr the 1,,'l,rs,,fig,hter

tearir, rt's been afllp of the e*im: '*\iUe're learning the tool, and

it's c;rpat-.rle of so ntL-lch. lt's just a matter of, 'Can Vo! r-amrB t-rp

\,,,ell er-iolg1h, c;rn \/ct-r rarxp Llp fast enough, and 1s ycur teatn

strnnr,t enourgh tg urear the e nol,'rrr nf resporisibi[1ty'?"'

Sailazar ccntinLres: "['ll Eo to an effects aftist and sa\,,'n

traue this lriea, and I r,,,,ant tn alter the r,',,a\r Iems fiares Inok"

[Jan ynr-t r]cr it?'They elon't biat an e5'e; thE!,rt-tn off, anci tfle

rext rla!/, there it is. The tectrnology suppnrts all uf tl-rnt. I

dcln't ha,,,e to g;o to ;rnr enElneer to ,,'irlte sonre eurJe fnr r-ne;

ttre strLieture to suppntt that klnd nf thnught exrsts, sn thErE's

rrot a lot stanellng rn D[-.rr ',ruay'."



's a sense of "getting it right"
and making sure yott're not

Tfiere

stepping on toes,,,

t t I _ I e're going deep on weapons systems," says executive
lfilproducer Greg Goodrrch. "First and foremost. this is

a first-person shooter. and the weapon's the one thrng that's on

your scraen 100 percent of the time." As such, developer Danger

Close has formed ties r.,rrith over two dozen product parlners. gear

manufacturers, weapons-systems manufacturers, optics, lights,

tactrcal nylon gear, and the like. ,'ln the Tier '1 units, these are the

guys who are developing this stuff, inventing this stuff, working

with these manufacturers to come up with better, faster, stronger

systems," says Goodrich, who equates it to pro athletes. "Kobe

Bryant doesn't go inrto Foot Locker to buy his shoes; his shoes

are made for him. lt's the same thing rn the Tier 1 communitres.
Their gear's custom-tailored for them."

He says that the goal is to gile the player a sense that their

weapons systern is truly their own. This wiltr be apparent when us-

ing one weapons system for multiple types of engagements: An

M4 with a magnified optic can be used at range, but it can also

be used at extremely close engagement distances. Weapons will

have various alt-fires, attachments, and components, giving them

more flexibility and more efficiency in the field.



L lhile lvledal of Honor: War-fighter's multiplayer modes haven't

Flyet been fully revealed, the team's bringing something of

a "global perspective" to the multiplayer proceedings. Taking a

page from the F/FA franchise playbook, the game will give play-

ers a selection oI 12 Tier 1 international units from 10 different

nations to pick from and do battle against. Some of the revealed

forces include British SAS, Australian SASR, German KSK, and

Polish GROM. This will also bring with it a "Blue-on-Blue" playlist,

which pits allies against allies in competitive multiplayer matches.

ln addition lo FIFA, executive producer Greg Goodrich cites

classic boxing games as a primary inspiration as well, as they

tet players pit fighters from different generations and weight
classes against one another to determine the age-old ques-

tion: Who's the best fighter of all time? "Similarly, we're giving

FPS gamers the chance to fly that flag and feel some national

pride and get online and battle against the best to determine
the best unit in the world," says Goodrich. "Who's the best op-
erator rn the world? ls it Army, Navy, SAS, SASR, or GFIOM?"

While he won't go into detai[, Goodrich says there will be fairly
substantial differences between the various forces, "Playing

[different forces] will Iook and feel a little different," he says.

"Otherwise, it's just a skin, right?"



Can Medal of Honor succeed wherc Battlefield failed?
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According to project consultant Reggie

Bennett, a former United States Air Force

suruival instructor, battlefield tactics
aren't always as simple as obliterating

everything that moves. "There are a

lot of shades of gray out there," he

says" "[Soldiers] have to decide every

second of the day whether they''re fac-
ing the enemy or just somebody who's

walking down the street. So, every

instance out there is a moral

dilemma for these guys""

It's this sense of internal

conflict that drives a sur-

prising amount of the

gameplay, as play-

ers often have to
make some tough

calls amidst the

action. Taking

up the role

of Capt.

t Spec Ops isn't all

about mindless blast-

ing; you've got to pick

and choose your battles

like a real soldier,

? THE BIG IUESTION:

wr*it

ffi

iPi-..--

.fh
*r.

,\,

I
I;e"*,*

t
f

t

\
n.J

hile many gamers could argue
that their favorite niche genres

face a near-constant struggle to

adrenaline-pumping pistol play provided

by the up-close-and-personal action of the
first-person perspective, there's a lot to be

said for diving into the fray from the view of
the protagonist, allowing gamers to really

get into the role of the hero. Applying the

technique to classic genres has allowed
gamemakers to present the action in an

entirely new way in most respects.

VUith all that said, it's curious to see 2K

Games return to a decade-old franchise

via a third-person perspective, and you

have to wonder if the Call of Duty crowd

will see it as a refreshing change of pace

or more of an aging relic from gaming days
gone by. The military-themed shooter is

almost as tough a nut to crack as the MMO

market these days, and while there have

been some notable exceptions in the last

few years (Gears of War, Uncharted, and

Vanquish come to mind), the rule of the day

definitely leans toward presenting things

from the main character's viewpoint to
provide a greater sense of immersion.

For their money, the Spec Ops team
feels that the change in cameras gives

them an opporlunity to help their story

hit home, giving gamers the ability to see

the effects of the game's events on their

squad in real time, adding a much-needed

human element to the plotlines; this type of
thinking's certainly paid off for Naughty Dog

and Platinum Games in recent years, but it
remains to be seen if Yager has the chops
to deliver on a similar sense of character.

Granted, a first-person camera doesn't

necessarily make any of the above any eas-

ier, but it definitely makes ceftain shortcom-

ings a bit easier to hide, meaning that 2K
has to work even harder to make a dent in

the military market. The story and environ-

ments give them a distinct position among

the flood of similar titles that'll hit this year,

so it'll ultimately come down to execution. lf

they dial it, they'll be sitting pretty as one of
the few third-person games worth playing.

lf not, well, let's just say a sandstorm is the

least of their meteorological worries.

get their fair shake, our guess is there's at

least one topic you won't hear the fanboys

fuming over anytime soon: a pressing need

for more first-person shooters.

ln that sense, a lot's changed in the

last '10 to 15 years. The once-mighty
platformer, the tried-and-true JRPG, and

the nearly extinct adventure are all but

an afterthought for most publishers, but

the idea of putting gamers into the first-
person perspective and arming them to
the teeth is almost a genre in and of itself
these days, thanks largely to the unstop-
pable empires built by folks like Activi-
sion, Electronic Arts, and others via their
unabashed love for all things annihilated,

leaving little room for the idea that we'd
ever go back to a more character-driven
approach to presentation.

And it's difficult to blame them.

Whether you're talking presentation or the ?
www,egmn0w.c0m @



Marlin Walker while leading his team on a
questionable rescue mission into the sand-

ravaged streets of Dubai, you'll often have

to choose to between saving hostages,

using brute force, or taking a rnore tactical

approach to conflict resolution.

fhe thing is, a series of natural disasters

and military indiscretions have made the

distinction between friend and foe tough to

determine, a dilemma lead designer Cory

Davis sees as the key to The Line's assault

on the status quo of the genre.

"We really wanted to porlray that

darker, more emotional side of the soldier's
journey," he says. "We started doing a lot

of research at the starl of the project, and

we found all these really hearl-wrenching

stories from soldiers that were on similar

battlefields-the way they felt when they'

came home frorn different conflicts, as weil

as the different things that they had to do

and the decisions they had to make on the

battlefield that they"ll have to live with for

the rest of their lives. And a lot of times,

those decisions hav'e unknow'n conse-

quences. Obviously. these themes are very

important to us, and we really wanted this

to be more about exploring the soul of man

in the harshest conditions imaginable."

To that end, Davis and the team relied

heavily on Bennett's experience, noting

that he lent a cruciai sense of credibility to

the games' most pivotal choice points.

"[He was] the game's barometer to see

if these stories were meaningful to him and

seemed authentic enough," Davis says.

'*The last thing we ever wanted to do was
just shock people for the sake of it""

Bennett appreciates the props, but he's

*'---ffi.

also quick to point out that it isn't all tears

and turmoil. "lt's still all about having fun."

he says. "You don't want to make it so

realistic that you're no longer har,,ing fun.

It's a garne. But playing it, you can just get

so engrossed."

One aspect that makes this sense of fic-
tion parlicularly' clear is the setting, as the

events play out in a digital porlrayal of the

real-world megalopolis of Dubai ravaged

by a series of brutal sandstorms that har,,e

buried half the city and laid waste to the

rest. Waiker and his team have to rnake

their !va!/ through the landscape with the

ever-present threat of "sandslides'" that

could bury thern alive or send them plum-

meting to their doorn.
"lt really changes the d5npsmrcs of the

gamepia!'and the combat," Davis Say'S.

"Sand comes into play rn a Iot of difierent

ways, and rt's really sorl of a character

[in the game] reflecting back on our

fIlD:- t>'
main squad characters and haunts them

throughout this journey'. We wanted to
be able to throw a twist on a lot of these

old cover-shooter combat games that
you'\/e played in the past, and the sand

can really add this fly,n3mic element that
can [create combat] you wouldn't expect.
For example, you're walking on top of
skyscrapers a lot of times. but it looks

like you're \ralking on a sand dune, so

there's this element of unsure ground

everyw'here you"re lvalking; you may fall

into a hotel lobby,that's been entombed
by the sand, and it's lust like the day the

sandstorrns hit."

It's this feeling of walking on shaky

ground - both physicall), and rnoralll, -
that 2K hopes urill define the final product,

and whrle rt's not as loud or as slick as

some of the genre's top titles, it's definitely

out to draw a distinct. ahem, line in the

sand this summer. E
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8ill'!ilEDN
tHE Utr
Dubar's ru[ng body

apparently yiasn"t too

fond of 2K's decision

to present the Middle

Eastem metropolis rn

the r..rake of a natural

drsaster. leadrng to

a tenrtory-r'lrcle ban

of the game prnr lo

release

INTf HM
WTMfl'AO
The muttrplay,er slde of

Spec Ops rs burtt on a

class-based. obleclive-

drrven system that ll

offer upgrades for

good performance and

requtre teamwork to

succeed

HNWIIH
FffI'U,s
Head-to-head play also

allows 1'ou to unegver

aspects of the game's

backstory thani,s

to drrect tre-backs

to the sngle-player

campargn

DF,,[LYIilNES
The envlronment's

srable amount of sand

doubles as a r'/eapon

agarnst unsuspect-

ing enemies wtro've

backed themselves

into a damaged area"

A NilIEL IT'FA

Ybu rnay not notrce tt

amrdst the firefrghts

and envrronmental

upheaval. but Ifie

Lhes plot is actu-

ally intended to be a

modern-day retelling

of Joseph Conrad's

Heart of Darkness.

l
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id I ever tell you the definition of insanity?

Doing the same thing over and over and

expecting different results." These are the
words your killer Vaas says befone you die.

t1

BY trOUELHSS C. PEHHY
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Or presumably die. ln the opening

moments in Far Cry S-with your hands

tied and your foot roped to a giant cinder

block-the tattooed, mohawked gang

Ieader Vaas kicks you off a cliff and into

a deep freshwater pool. Traveling quickly

downward, you have mere seconds to live.

At the bottom, fear is everywhere: Dozens

of drowned victims, their feet tied to similar

cinder blocks, hang upward, like ghostly

balloons. A button prompt helps you tear

loose the ropes, and you swim up for air.

As you gasp for breath, it's time to form an

escape plan.

That's where it all begins, returning to
the tropical jungles that helped make the

first Far Cry so intriguing. But in this third

iteration, Ubisoft's taking players on a

different kind of trip, opening up the world,

adding more RPG elements, and introduc-

ing a cast of wild-yet-realistic characters
in the personages of lead Jason Brody,

chaotic ringleader Vaas, and the strange

Dr. Earnhardt, among others. lt's Brody

meeting with Dr" Earnhardt, an off-kilter

biologist with a penchant for collecting

hard-to-find mushrooms, that reveals the

developer's impressive Uncharted-quality

storytelling elements"

r The jungle itself

isn't the only hostile

in Far Cry S-don't
underestimate the

human elementl

"Telling a story with a first-person
camera is a massive challenge, especially

from a cinematic point," explains animation

director Robert Purdy. "Tiaditional storytell-

ing tools are not there for us. That being

said, we get the chance to actually be in

the mind of our character. For instance, in

the mushroom mission when Jason's hal-
Iucinating, hopefully, the player is saying,

'What the f*** is going on?' We want Jason
to confirm those same feelings. We don't
want him to be a flatline guy, like an '80s

action hero, where he deals with everything

the same way."

Far Cry 3 mixes traditional mission-by-

mission structure with open-world discov-
ery and a plethora of weapons, actions,

and mushroom-induced realms to explore.

www.egmn0w.cam @
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ABOOMING BATTLE CRY
MfiTTD Hfr
Enemies don't appearon the minimap, s0 one way t0 be a good teammate

is to tag them" Just like BatfleCry and Revive, this action earns points. By

tagging Bnemies right away, lfou're indicating to teammates the enemyt

locations;this subtle action's helpfulto noobs and expeds alike.

I,dE#I'ATOGOTftflSEO
While using the minimap t0 drop Psyche Gas, it's impossible to pinpoint

enemie$ oftentimes, a cani$"ter will explode near your own teammates.

Ihe gas crnfuses eueryone nearby by clouding their appearance in a

silhouette. Shoot the wrong guy, and you'll lose poinb (on eam fiem il you

guess right). Either way, at's all a purple haze.

f,EIX'fifl trI'IE W fffflN
Narly everyone who played prcvious fur fiy gantes adored fie innovative

Map Editor, which retums here. Massive's keeping quaet about he minute

dehils, but count on more and better tools, social feafures to share and

IIEffiIT,MIWM
Along uvih a steam 0f new maps and specialized DLC, Massive's ruorking

0n a posfebase metagame encuragang players to share specidly modi-

fied weapons fiat can only be eamed through social (texling, e-mailing,

and so 0n) means;tris could be a rifle wih an e)ffa-sfengfi scope or a

strotgun wtth larger-han-average shells.

ffifr-lffisrtrs
Celebrating its 1sfi anniuersary fiis year, Massive eamed heir hme W
creatng the real-time sfabgy PtC series Grourd Confd fuYlendi Uni-

velsal (2000-Anq. They urent on to make iE W in Cor,r[Cf HfS se]ies

afterwanl (a107-2009). ironhs after he tfrwndi-Activision merger in 2il18,

Actiyisim sold fie n0w-75-peniln-sf0ng Srusdish devehpert0 Utrlsoft

Will Massive convince playe$ ffiatfriends mattefi
-I tanding in a brightly lit confer-

L- ence room in the former state-
d run telephone building in Malm6,

Sweden, lead designer Magnus "Sound-
boy" Jansen turn his focus to the issues

behind multiplayer games. "There's

something missang in multiplayer today,"
he says. "You just spam out bullets,
figuring who not to shoot. With Far Cry's
multiplayer game, friends really matter.

Teamplay matters, and even when idiots
join in, the game is fun."

Jansen's spot-on. All too often, well-

meaning gamers are lumped in with mls-

guided strangers. But can Massive, known

for its team-oriented play in real-time

strategy games Gror,nd Contrd arldWorld
in Corfflict, translate its "Friends Matter"

mantra into reality and pry players away

tum &llof htty and Battlef,eld?

What Massive already has going for it
is multifold. The game's due in September,

and Far Cry 3's multiplayer modes are up,

running, and competitiue. The team-battle
mode pits players in a fight to maintain

confd of key stations untiltime runs out.

The second, a mode called Fire Storm,

focuses even mffe intensely on teamplay,

asi pfayeni struggle tio control the luslr

landscape, $rccding or dytng in a fiery

field of flame and explmions.
Jansen's mantra kicks in right away.

While players individualize their lmdout to
customize their attacks, selecting shotguns,

sniper rifles, or submachine guns, every

soldier on the field has the ability to
revive their teammates. This is counterin-
tuitive to the standard class system, but
it frees up gamers to make choices and
earn points in the process-reinfoncing
sticking together. Blasting dudes' faces
off does, in faot, earn points, but so does
keeping your friend's ass intact.

The idea of transforming teammates into

friends spreads organically into other arcas

of combat. After a certain amount of points

arB accrued -through shooting enemies,

controlling nodes, and calling ln "psych"
gas bombs to confuse enemies using a

top-down pertipective- players can ignite

another "Friends Mattef feature, BattleGry.

By pressing down on both analog sticks
simultaneously, it's on. This buffer adds
a strategic advantage to the fight With

two or three friends nearby, a BattleCry-

boosted attack slightty increases all nearby
player speed, quickens healtfr regmeration,

and boosts uninjured player health, making

your squad torrgher to kill off in a t€te-i-
tBte over a control point.

BattleCry's even rnore crucial in Fire

Storm, where players rush to light two
distant banels on file, then battle to mntrol
a central radio station to call in a firc bomb-

This immediately generates teamplay ("You

go to BanelA, and I'll get Banel B!").

ln the overty crowded FPS market,

Massive's goal is ambitious-even daunt-
ing. But the road less traveled is ripe with
rewards, and it's much harder for monster

franchises to make significant changes

without ignited rebellion in its fanbase. lf

Massive can convince hungry online play-

ers how fun it is to play with friends, then

gamers might just find a new duty to fulfill.

@ FIFSTH0I//[ fiAM/ffG M0rurHLy 255"0
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rock 'n' roll spirit. To do that, we wanted

to get you off the front lines and stop be-

ing a grunt, doing the same old Norman-

dy-to-Berlin run. I mean, it's obvious ,,vhy

people were doing that" Because, before

Normandy, the Allies were pretty much

getting their asses kicked, and no one

wants to play a pad in the losing side."
ln Enemy Front. )rou'll play as an

American OSS operative dropped behind

enemy lines during the evacuation of

Dunkrrk. While the Allied forces flee,

y'ou're thre on[i' one rr:nnlng riEht nto the

hear-t of Nazi-occupred Europe \\th le on

a sinnple hear'),-rail-ar1illery, 5s5otage mis-

sron. !ou corne across p ans that could
cripple the AIlred forces pernlanentli iVith

a ragtag band cornprrsed of yourself , a

snark,, Britlsh corT-tmando, and a sex)'

fennale French Besrstance frghten. i,ou'l
l"'ork )'ourrrr,3!/ngf to Ber n, but deep

rnto Poland. help the \a/arsa,.a, resistance,

assault Hitler's infanr-lous Eagie's Nest
facilrty. and then head to Non,,,a5'for an

eplc fortress assaLllt r,,,o11h,, of any actron

[.no,, re-not sor-ne sapp!' dranna.
"\A/l'll e researchlng and ,,,,'atching a

these old ,,,.ar r-no\/ es, l,'ulhere Eagles Dare

frorn the late '60s is the one that reall,r

stooo out as an nsp ration," Black sa!/s.
"lt realll stooC the test of t rnre. You'r,e got

Richard Burlon and Clint Eastu,'ood-and
th s is East,,',,ood before he v.,as a star" be-

llore Dr;,.fi,, l-{arry,. So. he ,,,as pilat,lng a bit of

a second flddle to Rlchard Burlon. lt's re-

al 1 a Richard Burlon mo\ e !,,'here Burlon's

dn','1tr-lg the storl'. And Clint rs;ust there as

an assklcker, pure and srmpte. And that's
',',r,tt3t \\'e're doing r^lrth Enerny, Front, You're

ke C int. Yot-r're the asskicker." El

Can aVlAllll Fre breakawayfrom
the Saving ftivate Ryan molff

F-I he \Vorld lVar ll sefting's been n.ror,,ed a,,fj31'from that scene, placrr-rg us

lI :J:i.:;l'n'I::LT::. [i["JJ.Til,"iJ:;:.:.T:,il; ff:l
Franchtses like Ca// of Duty and Batt/efie/c that dran-latlc, character-dnn en story and
blasted their iv&1i 6n1o the ga,nring scene lost sighrt of the actlon that defrnes the
by're-creating cntical aspects of our genre. Br.lt no,,,," Enernl Front ool,rs to
grandfathers' ,,var. But rnan\/ of those take uis back in trrne and grue us a \'/or'ld

games tried to tel the pensonal storl of a \Var ll ston, that r,r,'on't require an5, trssues

single foot soldier-or hirn and a handful to,,,,tpe a,A,a\ the tears.

of his friends-as theXr t^,'orked theirvr,'ay' "This Eame'u,,as deslgned Ln the splrit
through one of the darker periods of the of those classic'men on a mtsston \,iir'
2Oth century. This r,,"as good for drarna, mo,v'tes fnom the '50s, '60s. and '70s,"

but there are only so many \n,/ays to skin sa!'s creatt,ue dtrector Stuarl Black. "l^/e

a Cat: in recent )rears, rnan\/ games have l,,,anted to get bacl,E to a bit more of the

IN THE
TRENGHES

,rwErH0/,y/Of"
d,INT
Ercmy Frwrfs Hope,

Honor, and Glory options

will allow players b
tuly customize fteir

experience. Hope gives

you regenerative healtt

L\<e hllot W,Honor
requires you to use

healh packs a la Eesls-

bnce,and Glory fums

off the HUD attog€fier.

giving players hree

clrflerent expenences in

one game.

ilwotoflffi
ln uder to tplp dif-

ferentnE rbelf from

yrur starulard WWI FPS.

Enenry kmt lmks h
highlight and feature

a wiety sf weapons

tmt yur may not have

seen before in games

of fis nafure--but that

are sfillfue to he tme

peri#like pur main

cfiaracters prefened

Bnb$ Lanchesler SlYtG.

t tFwAttsffi
HTF,ffi'il

As is a staple in

Stuart Black games.

the environnpnts

completely malleable to

bullet fire.Ihis means

hat hme pedry llazis

wtrc preter h stay rn

ower for way tm long

may not have cover any

longer if you feel like

shootng it up or blow-

ing up a conveniently

placed ammo crate or

expilosirre baflBl.

otffitrffi"
g,TNffi,IN'
Enemy Fronfs intro-

ducing fie interesting

dynamic of guicker

reload times if you

change magazines

when the dip isn't

empty.Ihis can mean

ffie difference betureen

life and death in the

middle of a firefight if

ffie clip runs out-and
itthen takes twice as

long to reload.
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HISTT)RY
LESSONT

I1LT NJKEIi
ll t)\ \'N
I#ffwill render-and

m(rue in realtimras
manyas 2,000on-

screen NPCs atonce.ln

fie Baille of Bunker Hill

leud, entim phmorrs of

Redcoabfircon Connor

dmy duen time as

he rmrcsfimr$tle
tencfies

,._ (t-\[i\.-r.,

thisoft iionUeall been

ffildng on 0*s game

simeAssassfub M
fllamfied, fing tte
proiect a frdl devehp

rrrcot cyOe-+nemtens

of oUrcrbams carne

mboanl asffiw-
M{f,&lr#dfrxts
wrdppdbl@Srre
AtriBfind ndtbfie
Ocmberrde@ dah.

:.1'] , 
,

You'll gotb play as

modem{ay protagr

nist [lesrnonl mfie
than in any preuious

Assassinb Aw,
gnrle' and since mudt

of Conmfs smry takes

dace in l8&-cenUry

NewYorlr-and lhs-
mfid spent much ol

hls adult life fierc-
ifs saft b assume the

lcy h sauing fie rruodd

lies in ilewYulr City.

ij
A key story element

in the game will be

how Connor-who's

half-European and

half-Mohawk-will
have to sMke a bal-

ance between pleas-

ing both the ltlatiYe

American ffibes and

the Golonial folk that

journey in order to

advance his skills and

the game plot.

to-anrl llst p;:st-tire Arr.ellcal Ee, c l
t on, Ur i[<e the [t,1idr]le East on r,l,esterrl

Eunape ','- tt'r tracea[tle hlstories stretchln g

thousands of \ears tti'le Unlted States hils

ontS beer-l arournd fol a eoulptle of t-runcirerl

IEllrs, a b nk nf an e,e R ,'.e lfl:l ils-
tOn',. lut',/lth il tlt,'lf e "mIr;'-lefn" .l 
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Can Assass,nb Creed work in the
new Colonial Ameica settingP
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After two solid entries, I'm expecting noffiing short

of a new high-water markfrom ffie folks at lrrational.

l[W [" l*li{.ffi iL;1,1ii.9:=".

i , 
'"'.f4,flriri'*1,66$g-;e' 

;, ri ;

360 PSs PG

.. PUBLISHER KALYPSO MEDIA

.r DEVELOPER N0UMENA STUDI0S

=:. RELEASE DATE T8D.2012

2012's quietly shaping up as one of the best years RPG fans have seen on the current

round of consoles, and Kaylpso's action-fueled epic looks to pick up where Kingdoms of
Amalur: Reckoning and Dragan's Dogma left 0ff, while giving fans of the Dark Eye universe

something to shout about.

,i,

f
r$'ii 'r

#.

nl., l r,,,iJ..,,,. _,1 .'t',' ,' i I : : I

PSV

r;:r PUBLISHER S0NY C0MPUTER ENT.

.i DEVELOPER QUEASY GAMES

". RELEASE DATE TBD.20] 2

The PS Vita's stumbled a bit out of the

gate, but 0ueasy Games' upcoming

music-driven plafformer just might be

the type of app that pushes Sony's latest

entry into the portable market through

to the masses, thanks to an addictive,

pulse-pounding playstyle and a focus on

user-generated content.

ijii ill, , *rr,iu,,, i:i,f ,{lJliiiill";.$fii,f,$f 
"1i.

360 PSs FC

t. PUBLISHER 2K GAMES

m DEVELOPER IRRATIONAL GAMES

.,,, RELEASE DATE 10.16.12

The original BioShocktook the gaming

world by storm, but after two solid entries,

l'm expecting nothing short of a new high-

water mark from the folks at lrrational,

as this tale of a daring rescue amidst a

political uprising on the floating city of

Columbia has all the makings of another

industry-defining experience"

id #r rrri rl r'1P diH-* N?l 1 l .? '+
0 * *q I rl ii r:!:;:_
:.i ?JE l!s:i:' :, :rr ,:i

360

cni PUBLISHER MICROSOFI STUDIOS

.r:. DEVEL0PER 343 INDUSTRIES

i,,, RELEASE DATE 1 1.6.2012

The first chapter in what's being described as the "ReclaimerTrilogy," Halo 4 marks the

return of John-1 17. Revolving more around exploration and discovery 0n a long-abandoned

Forerunner planet, this adventure will see Master Chief come face-to-face with his destiny

as he confronts a new evil that threatens the galaxy.

gr fl dl$ffi 
'fldrill1l"g'$,'"ru,{ 

W{;
-.;',n.:,* , ,i.#. i

r olt$

e PUBLISHER SOUARE ENIX

.:* DEVEL0PER INDIESZERO

e RELEASE DATE 07.03.2012

I know what you're saying-a rhythm game based on Final Fantasfi What type of craziness is

this? The aweslme type of craziness, that's what. Theatrhfihm is an experlly produced musi-

cal adventure that honors the history of Final Fantasyand will give any fan of the franchise a

serious dose of nostalgia, I can't wait to beat Final Fantasy end bosses with the power of songl

t-,,r,rli,,*,* ##i uij ;'#fr uI 1ffi,flffi',;

XBI.A

+-: PUBLISHER SKA STUDIOS

g; DEVELOPER SKA STI.JDIOS

,.= RELEASE DATE T8A.2012

Similar in gameplay and visual style to

Castl e C rashe rs, th is si de-sc roll i n g 4- player

c0-0p beat-em-up stars the four members

of a fictronal punk band who must save the

frontman's girlfriend. And along with the

titular leading man Charlie Murder, the band

also includes such names as the Hexecu-

tioner, Lester Death, and Tommy Homicide.

,i;,,i f;#!liii,f-+"" j,. 'r:5.'

360 P$3 PC

q PUBLISHER SOUARE ENIX

t=: DEVELOPEB UI{ITED FR0NT GAMES

" RELEASE DATE 8 14.2012

0riginally True Crime: Hong Kong, this

open-world action title focuses 0n an

undercover agent trying to infiltrate the

Triacls. Blending elements of /ssassin's

Creed s free-running with Batman: Arkham

Asylum's fighting mechanics, Dogs

promises a bit of a different take on the

open-world genre.

'; l',;;,1,f'; :r""fl"' 't ,lJ"I
360 PS3

tn PUBLISHEH SEGA

...- DEVELOPER PLATII{UM GAMES

r,:l RELEASE DATE 07.03.2012

lf there's one thing you can always count

on from Platinum Games, it's a pro;ect

that'll have a lot of thought and care put

into it. For Anarchy Reigns,l know two

things for ceftain; lt'll serve up a heaping

helping of online multiplayer brawls, and

my interest shot up even more now that

Bayonetta's joined the cast.

l1r: 1",-, .

' 
t t ,tjr,,' , t ''r'tt*,

P$F

; PUBLISHER ATLUS

m DEVELOPER CAREER SOFI-

... RELEASE DATE 07.24.2012

Think the PSP is dead? Don't tell that to

Atlus, which is still showing supporl for

everybody's favorite underappreciated

handheld-which will now include an

English-language release of another chapter

in Japan's legendary strategy-role-playing

series Growlanser. Love deep, extensive

Japanese RPGs? Keep your eye 0n this one.

ffi1;p,X''9 ri,;.,'; H-t ii{:l :ffi ;g; t".. 1,. i.}

Master Chief will come face-to-face with his

destiny as he confronts a new evil.

i,1:. fl'.;i _1_ q':' L_. " F:: f li T.="*==- ffi fr,:i i.,n f 
,,,fl

I can't wait to beat Final Fantasy end 0asses with
the power of song!

www.egmn0w.com @
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t'tt be honest-Pokdmon usuatty doesn't do

anything at all for me.

m

E PUBLISHER NINTENDO

E DEVELOPER TECMO KOEI

ffi BELEASE DATE 06.18.2012
!,1-, inrl':r,

l'll be honest-Pokemon usually doesn't do anylhing at all for me. Pokdmon combined witr

the brutal 1Gfi-century Japanese warlord l',Jobunaga Oda, on the other hand, does all sorls of

things for me. This entry takes the classic monster-raising backdrop and adds tre bloodfiirsty,

fiefdom-conquering action that everyone always knew was missing from the experience.

TONIB RAIDER
ffi F*I FG

r PUBLISHER SOUARE ENIX

r DEVELOPER CRYSTAL DYNAMICS

r RELEASE DATE 03.2012

Crystal Dynamics is taking Lara back to the drawing board with tfreir latest enty, as a

21-year-old, fresh-faced neophyte adventuress finds hersetf stranded on an island after her

boat sinks while she's searching for relics. Gone are the crazy gun antcs and unrealistic

body proportons-ttris Tomb Raidels all about survival,

5[T GOOPER:
THIflIES IN TIME

FSt

A PUBLISHER SONY COMPUTER ENT

r DEVELOPER Slil'IZARU GAMES

e RELEASE DATETBD.2O12

What's better fian sneaking around as a master fiief and his gang? Skipping trrough time and

teaming up as members of fie Cooper clan firoughout fie ages, of course! lf ll take evffiing
Sly can muster to hke down El Jefe, a tger wifi a 'tude. Are you up to tre challenge?

XC1M: S1LrfH PARK
ENEIuIY UNKNOWN THE GAME

I

tr0rffiyr0Juc0/r/orJEsF -

ffilPsIPC
F PUBLISHER 2K GAMES

I DEYELOPER FIRAXIS GAMES

r RELEASE DATETBD.2O]2

Many fans weren't thrilled when, in 2010,

2K Games announced it was reviving the

XC)M series-this time as a first-person

shooter. Well, strategy fans, don't lose

heaft. The Powers That Be heard your

protestations and pushed back the shooter

so they could release a new strategy

installment this fall.

MF$PC

I PUBLISHER IHO

X OEVELOPER OBSIDIAI{ ENTERTAINMENT

r RELEASE DATETBD.2O12

When I heard the words "South Park" and

"RPG" in the same sentence, I frought it

had to be a joke at first. lmagine stepping

into the shoes of Caftman, Kyle, Stan, and

Kenny and embarking on an epic quest of

some sort. Are they returning a videotape?

Buying a new Okama Gamesphere

system? Heading to Casa Bonita? I don't

know-but I can't wait to find out.

FH#i f,/{SF"-- SFflJffi$*
S'E

E PUBLISHER XSEED

# DEVELOPER MISTWALKER

= RELEASE DATE 07.10"2012

While certain EGM reviewers were a

little disappointed with the ultrahyped

Xenoblade Chronicleq perhaps we'll have

better luck with Final Fantasycreator

Hironobu Sakaguchi's latest take on the

genre he helped forge-the JRPG-with

The Last Story, one of the last highly

anticipated Wii exclusives.

,ffidSffigr
ilff"&-'ff &,1d4rcffi5
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E PUBLISHER DEEP SILVER

! DEVELOPER PIRANHA BYTES

N RELEASE DATE 07 31.20,I2

This one might be better titled Become

a Badass Pirate!, as you'll engage in

drinking contests, train monkeys to swipe

valuables, and compete in swashbuckling

duels that'd make Capt. Jack Sparrow

envious. PC gamers already have their

hands on the title, but console players get

a taste of the pirate's life come July.

IHE {./.ST OF US
H

r PUBUSHER SONY COMPUTER ENT.

r OEVELOPER NAUGHW DOG

r RELEASE DATEIBD.2O12

Joel, a ruthless survivor wifi a shady

past, and Ellie, a '14-year-old girl who's

wise beyond her years, must botr find a

way to escape a quarantined postapoca-

lyptic Pittsburgh. A mixture al Fallout and

Unchafted,tfris one may well set a whole

new standard for the survival genre.

GRAND IHEFT AIfiO V
ilHP8

r PUBUSIIER RoCKSTAF C,ALlES

r OEYELOPER ROCKSTAff NOBTH

r RELEASE OAIETBD

Afier seven years, Gnnd Theft Auto retums

to Los Santos, fie senes'tongue-in-cheek

take on Soufiem Califomia. Even wiUr little

to go on so far-bar a brand-new main

character and be promise of several new

features-l'm already pegging this to be

the ulti mate open-world experience.

.--:---- - - -_--_":- -. =--'--
Gone are the crazy gun antics and unrealistic body

praplrtions-this Tomb Raider's all about suruival

-=--" --:"-.=--

It'll take everything Sly can muster to take down

El Jefe, a tiger with a 'tude,

i SOUTH PABK: THE GAME
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this game takes a decidedly different turn"

Alex Mercer, the first game's hero, is now

lambasted as the villain behind a new mu-

tagenic viral outbreak that's crrppled New

York City-since renamed New York Zero.

Sgt. James Heller, a man who's returned

home from overseas military conflicts to
find his wife and daughter murdered-
supposedly by someone infected with

what's now been dubbed the "Mercer

Virus"-plans revenge. But Mercer's got

other plans for our dear sergeant, whom

he promptly infects. Now, with powers

comparable to our erstwhile protagonist,

Heller looks to take down all who get in his

way on his quest for vengeance.

That's perhaps the biggest difference

between the two games-the drastic

change in narrative tone. Whereas the first

Prototype played heavily on conspiracy,

Heller's not here to play detective. He's

got one purpose-and, if he blows up

some stuff along the way, so be it. Players

who love plot and story may not enjoy the

changes, but simplifying the plot makes

the experience much more relatable; this

tale's a lot tighter than the convoluted con-
spiracy theories of the first game, which

helps keep the main focus on the action.

And there's a lot of smashing and bash-

ing to be had here, especially as you start

to evolve Heller's powers with a stream-

r James Heller isn't

snooping around,

playing mutant detec-

tive-he's simply out

for revenge,

@ ELECTRONIC GAMING MONTHLY 255,0
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lined upgrades tree. Not only are many of
his powers different from Nlercer's, but
many control issues from the first game

have been improved upon, and a new
gameplay element's surprisingly crept
in: stealth.

ln the first Prototype, if you picked

up an item, you automatically set off an

alarm. ln this game, this merely raises

your suspicion level, and you can

place the object back down and

wait for things to cool down without

entering conflict. You've also got a

new sonar sense that allows you to

determine who's most vulnerable in

a group of enemies-which means

you can sneak up from behind,

stealth-consume them, and work
your way into Blackwatch bases

or GenTek facilitles without ever

tripping an alarm. Plus, seeing the

reactions of soldiers and scientists

as they realize their coworkers are

slowly disappearing is hysterical.

Of course, if you want to be a

bull in a china shop, you can still do

that, too. And with powers like Black

Hole-where you fire a cluster of tendrils

that explode outward and pull in whatever's

within reach-it's not going to be easy to

take Heller down" The one downside to
all this, though, is that the gameplay can

get repetitive; Prototype 2 ofiers little

mission variety beyond murdering

high-value targets for information or

new powers as you build up to the

final confrontation. I never thought

l'd see the day where I'd get bored

suplexing a tank, but it can happen in

Prototype 2.

The game's also got its fair share

of glitches, which is understandable

with such a complex physics system

in an open world. Plus, some are

in the vein of Skyrim or Red Dead

t {E NXfr'

IIEMI'

I'IEIffilJ

Redemption-more humorous than a

hindrance. I'm talking NPC hobos randomly

flying across the screen for no reason,

bouncing around in the middle of the street

like they're having a seizure, or standing in

place and floating up the side of a building

like they're in some invisible elevator.

lf you like superhero games, you'll enjoy

Protogpe 2-this is the closest thing in
gaming to having a Spider-lr,4an symbiote
to play around with. E

HTTFItr trTlHEtrH

AHIN AgflON GAIVIETHATS

MORE FI^#H TIIAN SUBSTANCE

0n the plus side, Prototype 2 improves upon nearly every aspect

of the original. The graphics are better, the action's smoother,

and the gameplay's more interesting. Unfortunately, it's wrapped

around a package that's hard to care about. lt would've been

interesting to continue to follow the story of Alex Mercer as his

perspective 0n the world darkens. Instead, we get unknown

protagonist James Heller-whose quest for revenge is more sad

than compelling. Yeah, it's fun to rip apart hundreds of baddies,

growing Heller's powers along the way-but there comes a point

when it all feels pointless.

EEHHtrgH LIUETI0E

PROfiTN1PE 2 IS A SUPEBHERO

SIM FOfr THE AGES

As a card-carrying geek who spent many nights dreaming of waking

up in Xavier's School for Gifted Youngsters, I always get stoked

when someone takes a swing at a biggel better superhero sim-and
Prototype 2 is exactly that. lt's not quite perfect-due to occasional

comedic glitchiness and some awkward shifts between the story

and the action itself-but I couldn't get enough of the whole "mutant

Sherlock Holmes" schtick. All told, the game's grifi visuals, addictive

upgrade system, and effortless movement model all came together

to help this game oveftake Crac\down and lnfamous 0n my list of

empowering epics in the super-genre,

www.egmn0w.com
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And with Xenoblade, it appeared that
Norlh American players wouldn't even
get the opporlunity to play his latest

epic at all, due to Nintendo of America's
refusal to commit to a reiease in this
market until a few months ago; in fact,
a grass-roots campaign from a group
called Operation Rainfall iikely helped the
game's cause immensely.

Thankfully, Takahashi hasn't let the Xe-
nogears and Xenosaga experiences affect
his grand visions-he's still thinking as big

as ever when 1t comes to his garne ,,vorlds.

lnstead of merely piloting a giant robot iike

in Xenogears, Xenoblade sees you walk-
ing across an absolutely gargantuan titan
for the entire game. Tv,,,o colossi, ln fact-
ancient rivals locked ln conrbat and frozen

in tirne after deliverlng their respectru,,e

deathblow,s. lvlean,,r,,hrle, a teenn ng societl,

of flora and rauna populate their now-

lifeless husks.

Despite its ambitious thennes and set-
tings, Xenoblade's only, Jooseli, connected
to Takahashi's prevrous rruorks. While
you'll find subtle callbacl<s to Xenoge-

ars throughourt, this is nnost certalnll,a
2"1 st-century, 1o1*-playr;pn garne; for all

intents and purposes, Xenoblade rs a

single-player MMO in the,,,eln of Ftnal

Fantasl, Xll- and how' yiou enjoyed that
game ln,,ill likeii,, deterrnine ho',,,, posit1,,,e 

5,

y/ou'll respond here (l'm not an FFXII fan,

fOf r,n,,hat it'S ,,f,Of1hl.

XenoblaCe's Warcraftlan I nt uer-rces

are most obvious in the language the
game uses: "buffs." "debLlffs," "sklil

trges," "aggro," *'cooldora,,n," "toot"-this
isn't the vernacuiar of 1998 and Xenoge-
ars; in fact, tt u,rould",ue been inconrpre-
hensible to Japarrese RPG players of the
tirne. lndeed , Xenoblade is a thoroughly,
nrodern Lncarnatlon of RPG stl,ategl, and
term rnolog,,,.

ln rny' mind, though, "tr-nodern" doesn't

necessarilr,,nnean "betler" vu'hen it comes

to RPGs. I'r,,e never truly' enjoyeC arr l,/MO:

I find thern frustratrng 1, hands-off, and I

don't like the fact that they"re nc\y,,' rnore

or less the RPG standand-bearers for the

Your Al teammates constantly make
weirdly suicidal decisions,,,

E l.-,r;.-:

NMAilN'

IIfru

I'CIHI

majon\'of garners" Still. r,,,,lilg thre),'re not

my preference. I'll certarnly tolerate h/lv1O

rnechanics if the1,'re accompanred byv rnini-

r-nrrm t-leadaches and effective cornrnands.
Unfortunrately, frorn rny perspectii,,e, Xe,no-

blaCe fails n this regard.

I can toilerate half-baked sidequests

and clunklr ln,;sn1ory managernent {and

XenoblaCe's Eot plenty of both rn spadest,
but l^,,her-l combat itself becornes an rs-

sue- specifically, due to frustratingtry, dense
parlr Al-that's '',,,hen I lose patlence ,,vtth

an BPG. Xenob/ade's characters a I frll

cerlain lll'v'lO class archetl,pes, and they,'

engage in thrs bel'ra,,,or e\/en to theln o,,,rn

detrrl'rent-and there's r,,er1,, llttle you can

do to '',,,rangle them r-lnder yoLrr control
on the treld of battle. Fur-therrnore, !,or.ir

teammates r,r,rill g6pgtantly n'lake l,eindly,

suicldal tactrcal decislons e\,en after
\f,o[..,]t'1,re !^,arned thern against such behar,,-

ion-specitfica ly, rn!, cre\i,'plst /orred rush-
ng off to atlack a level-75 trottr in the

drstar-lce',r',hile ui,e ur'ere engaged n

combat ,vith enernies approxinrately, 50

le',,els lor,,,er and about 5 nrilllon tir^nes

iless menacing.

Though I'rn pensorralllr luke,,,'arrn on

the o,,,erall experience, I'r^r't Elad that Norlh
Anrenlcan players finall1, har,e thre op-

portunitl, to play, Xen ablade. Takahashi's

one of the rnore rntriguing RPG nlnds in
the induStry', and hiS ',n,Oi'ldS ane always
,,ttorth exploring, e\,en f the5, nright not
al\^,'a!,s succeed on cructail deslgn as-
pects. l'r,1any, are ca lrng this the Japanese
BPG of this console generatron - f not

of all tirne- but lt's sLrnp y got too rnany

gtaring ,,A,'ddS fon me to ernbrace thie

expenence on that ile,,,el. lnstead, I see it
as a deep L' lflar,,ed, tantalizrng gl l'npse of
,,,'hat the Japanese BFG can potentralll
beconne rn the corr r^xg generation.

FHY CfiFISILLO

BROKEN MENUS, A CUIfiERED
HUD, AT,ID MARONIC PMTT N

Xenoblade's menu system is inconvenient, the camera's

awkward and difficult to properly position, and the real-time
combat system is one of the worst iterations of that style in
an BPG I've seen. During combat, the screen's cluttered with
useless information, the party Al is subpar, and when charging

up y0ur arts, the battles switch from high gear to a snail's
pace. Xenoblade had s0 much potential, but when a game can't
provide the basic essentials needed for an RPG, it's hard to look
past the glaring surface flaws to get to the rewarding story

underneath it all.

EBIC L. PfiTTER5ON

H XENOBWE ISNTVYTIHOW
HAWS, BW ITS SNU FfiTTASIIC

I have tenible news for you, dear readers:The other two people

reviewing Xenoblade here on this EGrl{ page are clinically insane.

Does the game have its flaws? Absolutely-but they're the small,

flufi clouds in what's othenrise a big, beautiful blue sky of joy and

happiness. ln a world where Japanese RPGs continue to struggle,

Xenoblade shines; its characters aren't anime-reject brats, its MM0-

esque combat system is right up my alley, its completely British

voice acting is just so damned charming, and its visual style is both

impressive and endearing. Also, c'mon-you have to love a game

with a medic who heals you by shooting you. You're so cool, Sharla!
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pleteiy satistying and decidedly Capcom.
Actron is fast, move sets are badass, and

the v'arying classes provide a wide range

of playstyles.

Dragon's Dogma is at its best lvhen you

encounter its rnore dynamic moments"

such as corning across an unscripted

event or parlicipating in the game's more

dramatrc battles" One moment, your

pady may' simply be traveling down a
countryside road-and the next, you're

locked in fierce combat with a lvandenng
Hippogriff. Suddenly, your hero jumps on

its back, w,eighing it down as your faithful
party rnernbers unleash fury on the beast

before rt can break free of )/our grasp and

regain the advantage. ln moments like

these-lvith an epic battle theme blaring

and y'our adrenaline pumpin g - Dragon's

Dogma feels dolvnright incredible.

Sadly, the game can't always keep up

that levei of excitement. At times, it'll in-

stead push your attention to accomplish-
ing side tasks-and when the focus shifts
from those rnore dynamic, unexpected ex-
periences to killrng X amount of Y creature

or delrvenng a recovered item to its arvait-

ing crvner, Dragon s Dogma can feel like a

real drag. Here and now, I want an end to

the current trend of RPG quest systems-
they're the new gameplay clock-padder
for the post-random encounters era.

All my excitement for Dragon's Dogma

then gets punched in the face by the
game's main gimmick*the pawn system.
I actually like Al-controlled party members;
while I wish Dogma offered far better con-
trol over how your CPU teammates act in

battle, they tend to be useful far more often
than not. Where my disconnect comes in
is that you only have direct creative control
over one of your three teammates-the
other tlvo must be pulled from a strange
alternate universe that prorrides living be-
ings who can't wait to ser\J,e !/ou. Yeah, it's

a little weird.

The problem is, these two additionat
party mernbers ne\i'er level, nor can their

skill sets be altered. So-just like a
srt,ord, or a pair of boots-once your level

sufficiently outranks theirs, you simply
throw,thern away and get new,friends. lt

completely' kills any,ability to r-nake a con-
nection or care about )/our team. I don't
rvant to experience Dragon s Dogma with

a revolr ing door of random faces- I lvant

a tearn that will fight together, struggle
together. and gror,v together.

I know Japan loves their w,acky,game-
play gimmicks, but Dragon s Dogma is

legitimateli,hurl by, its palt,n s!/Stern. I don't
jtrst dislike it-l hate it. lt's not enough to

ruin the potential enjoy ment from every-
thing that the game has to offer, but rt's a

stupid inclusion that mars rvhat-s otherwise
a fasclnating nevr franchrse for Capcom.

ver since the garne was first

unveiled, it was hard to get a
read for exactlyn lvhsl Dragon's

Dogrna \rras supposed to be. Was it an ac-
tion game, or was it an RPG? Was it more
Western or Japanese? And w,hy w,as it a
single-player game that seerneC to r,vant to
be multiplayer?

Having nor,v play,ed Dragon's Dogma,

l'm still not sure I can boil dow,n exactly,

what the game is-and that's actually, l,,hy,

I ended up liking it. Dragon s Dogma is

different, both in good ways and bad. lt's
not Dark Sou/s, nor is it Skyrirn - nor is it

any of the other random fantasy-themed

games you've played lately.

Actually, there is one game that it
reminds rne of: Dungeons & Dragons.

Not any of its vrdeogame interpretations,

but the world that I imagined lnside my

head back whenever I played with friends.

Dragon's Dogma is like a sandbox of RPG

elements, ready and waiting to kick into

gear the mornent your character makes

their first entrance.

And what a sandbox it can be at times.
Step foot into the game's open expans-
es, and you'll be legitimately impressed

by the visual splendor that's on display
before you. (At least, on a technical level;

the pseudo-Western ar1 direction does

the game no favors.) Exploration then

gives way to combat, which feels com*

BFIfiNOON dUSTICE

A HEASAfiT $RM$E TTTAT

DHTIIERSONTTS NOMItr
After seeing a few ho-hum preview glimpses ol Dragon's

Dogma,l'll admit I wasn't exactly expecting much from this one.

But credit Capcom for serving me a steaming cup of "wake the

f**' up," as Dogma ended up as a strikingly solid action-RPG.

A beautiful, vast adventure with solid character and creature

design that holds its own with Skyrim and Dragon Age in many

respects, Dogma's a little rough around the edges, but what
game of this size and scope isn't? lf you're looking for the

next big bout of high fantasy, Dogma should definitely make a

healthy dent in your free time.

FNDRE}.I FITCH

N,I IMftRSOTULNWMruRE
TIIAT DIffiEStrG'IS THE GENRE

Eric, lcant beliwe yorl compared his strnningty impersonal, insulting

role'playing experience b &mgrors & &gonr+ome of the nrwt
meaningful, personal expenences l've ever had in RPCs harc come fronr

creating immersivr adventures wifi rny frienG;uuund a coffee hble
And while the pawn system may not have sullied your experience, il
ruined mine. sure, we all know ftat our RPG characters are really nouting

more fian a collection 0f statistics. But Dragon's Dogmaopenly teats

fiem like interchangeable numbers witr vacant stares-a grand parade

of lifeless packaginpand I can't condone an RPG product trat brazenly

disrespects the genre like that.
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enemies, making it as much of a puzzle

game as anything-but, in that sense, it's

probably one of my favorite puzzle games

since Tetrinet. Madness, you say? lt's

tempting to label this level of shameless

oozing the direct result of a bump to the

head or some bad mushrooms, but the
fact remains that there's an unmistakable
amount of genius in the way this game

is wound.

It all starts with the level design, which

works off the principle that perspective

is everything, as each new gO-degree

turn provides a new potential path.

Sometimes, you'll see cubes that need
grabbing. or maybe you'll find a door you

didn't know was there. or perhaps you'll
gain access to a platform you thought
was out of reach. No matter what you

find, you'll rapidly uncover the fact that
Fez is the type of game that will change
the way you see the world, as it requires

constant creativity and vision from its
players in ways that few big-budget
games have the balls to-and by that,

I mean there's actual challenge here on

occasion.

What's more, each new area has its

own little sense of personality, whether

we're talking about new Tiny lower+sque
citizens or clever additions to the game's

core mechanics, such as hidden platforms

that can only be seen when lighting strikes

a gloomy haunted-castle zone or moving
platforms that can only reach their desired

destination by rapidly rotating the world

around you to shift them to another track.
ln that sense, Fez delivers much more
punch than Super Paper Mario's simple
perspective shifts, taking great care to
use the camera mechanic as an integral
part of the game's overall design.

And then there's the deliciously fitting
music that comes off like the chiptunes
equivalent of the Drive soundtrack, add-
ing a healthy dose of personality and
suspense to the project. lt goes quite well
with the game's whole "NES on steroids"
vibe, and it'll have you snooping around

on iTunes for the OST before you know it.
All told, Fez is one of those once-in-a-

console-generation titles that demands
your attention. lts quirky, cute, creative
approach to game design is something
you just don't see enough of these days;

spinning the world on a digitized Lazy

Susan in an effort to grab little yellow

blocks may not sound like much, but my

guess is that running around and munch-
ing mushrooms while chasing after a
princess didn't, either. Fez is that kind of
special, and regardless of my general an-
noyance at being forced to like it despite
my misgivings about the man behind the

madness and his lack of respect for the

games that so obviously informed his

vision, Fish certainly put his money where
his mouth is. I guess that means it's your

turn. You want a revolution? Well, then-
go buy it, already.

TIEH'W

umorist Jack Handey once

said, "lt takes a big man to cry,

but it takes a bigger man to
laugh at that man." And I get the distinct
sense that after pushing many fanboy
faithful to tears with his comments at thrs

year's Game Developers Conference, Fez

creator Phil Fish is laughing his ass his off
somewhere.

I say this because, regardless of the

colossal douchebaggery required to call

the whole of Japanese gaming out on the

carpet-outright saying that their games
"just suck" - before you've unleashed
your opus, Fez backs up this bravado

with one of the most original, engaging
platformers I've played in over a decade.

A heavily stylized 8-bit love letter with
a perspective-based twist similar to 2o6
Mode's Crush-with a little Super Paper
Mario thrown in for good measure -Fez
is built around the idea that the world
of a digitized citizen named Gomez is

turned upside down when he awakens

one day to find himself in the adventure
of a lifetime. Our hero's now able to turn
his once-flat world around to different
planes in the third dimension, which, of
course, breaks the world in an ever-so-
threatening manner that requires his

intervention in the form of collecting
golden shiny cubes before the universe

implodes upon on itself.

Or something like that.

Anyway, Fez isn't your typical
butt-bouncer; you never actually fight

- I !-
{[-

41. BHY CHBSILLO

AtnHHCHmfrfin
cafitHEx Hnrs ufir GNw

Fezhas been hyped trom all corners bf the gaming world for
five years now-complete with a staning role in lndie Game:

The tovi*and, for the most part, it certainly lives up to its
promise. Creative and inventive, this throwback should certainly
satisfy puzzler fans. But fun can quickly turn to frustration,

as you can easily get lost in ttis nearly endless puzzle. Much

like a Rubik's Cube or the mighty Minotaur's Labyrinth, once

you go too far in, it seems lilte-even with the use of an gverly

complex, convoluted in-game map-there's no way to get out

and actually progress the story.

EBIC L. PHTTEFISON

AGRHTAAfrilE, ilTTNOTffiE
NEftOUMN SOME NEAaTET)

0n a prfrs$ond lerre}<nd h cqstleralim of its wre-l haye b
cunmend Faz Gofrrg inb fie garTq itb easy b w it as iut ardrcr
hipffi lxfe plffirmfU prrfrrt, hrt fiereb a rml lewl of sopt*tticatim

and ingsrufrty tying uder Fe* lixdabd srface thd lvrryr't apectlng.

f,4, hotuewr, isn't perfuct-at times, it fesb unpoll$ed or orerly obtse
Unforfunately, on a personal level, I simply cannot separate tre art from

fte artisL I wish my experience witr Fezhadn't been hinted due to

prdaunfi nonsense perpefated ry ils creator-actions fiat, for me, per-

fecfly showcase a growing bend of unchecked egotsm among segmenb

of fie indie gaming community.

8.5
BFIFNOON
LIUSTICE
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was skeptical when CD Projekt

Red announced they were

bringing their PC-centric RPG,

The Witcher 2:Assassins of Kings, to the

Xbox 360. After all, the ambitious, graphi-

cally intense opus made my one-year-old

gaming PC work hard-how could it pos-

sibly fare on the aging 360? Happily, the

answer is "quite well, thank you."

The graphics have translated with

surprising fidelity; Vou can tell the game

pushes the system to its limits, and while

you'll encounter occasional clipping and

pop-in issues, that's because the system

becomes overwhelmed at times, not be-

cause the developers didn't take the time

to optimize the game.

Itlly biggest concern, though? Translat-

ing the controls from PC to console. Fig-

uring out how to hold and maneuver the

controller without causing hand spasms

took about half an hour, but once I got in

rhythm, it became second nature.

That's good, because the game's

battles are intense, complicated affairs.

It's possible to succeed strictly wielding

a sword or concentrating on heavy magic

use, but you musl own your decision

and follow though. Getting flustered in

the midst of an attack will cost you your

life-as will letting groups of enemies

overwhelm your position.

Shiny graphics and good controls only

take a game like this so far, though. The

real meat and potatoes lies in its story,

and The Witcher 2 has a great one. Piay-

ers take on the role of Geralt of Rivia, one

of the last Witchers- monster hunters

adept at using both weapons and magic.

Geralt navigates a dank, shadowy world

filled with political intrigue and racial ten-

sion, dispensing judgment as he sees fit.

Both the main narrative and sidequests
inteftwine, forming a more seamless nar-

rative than most RPGs. The sidequests
don't feel like tacked-on diversions, but

instead compel players to split their
attention to learn more about the story

and the world around them. Likewise,

the decisions never feel like cut-and-dry
"this is good and that is evil" morality

choices. The familiar-yet not-fantasy
world keeps you ill at ease, never knowing

what's going to happen next.
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XBOX 360'S RPG UNEUP

Wow. lt's not like The Witcher 2 came out of left field consider-

ing its stunning debut on the PC last year, but the team at

CD Projekt Red didn't miss a beat translating this bad boy to

consoles, offering up one of the most mature, expansive HPGs to

hit consoles in this generation, The combat system's incredibly

deep, and unlike most "choice-driven" experiences, your deci-

sions have a real impact 0n your individual experience, making

this one of the best high-fantasy RPGs available on the 360.

Even if you missed out on the first game, you owe it to yourself

to give this one a whirl.

fiHtrHEI"I FITtrH

THE CIOSEST THE RPG UNIWRSE
GETSTO MIlilEOFTHRONES

Playing Western BPGs always makes me laugh at those elitists who

hold up their collective noses at those of us who prefer the Japanese

take on role-playing. No, your game isn't "deeper" because it's

got convoluted, clunky inventory systems and spellcasting-it just

means the menu design sucks, But I will say that everyone-even

those who worship at the anime-styled altars ol Tales and Dragon

Ouesf--should give Assassins of Kings a shot; its dark, depressing,

witch-tryst-filled world is the closest thing in the RPG universe to

Game af Thrones.0r Suikoden,bul we aren't getting another one of

those anytime soon, alas*,.

Amorous witch trysts-nlw enhanced on the 360!
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ERIC L FHTTETSON
Though fie /felierseries might not be

he epitome of Japan's RPG industry,

l've always had a soft spot for rts vanous

chapters. Meruru isn't "epic," "intense,"

or " exhilaratng "-rt's 
si mply charm ing,

fnendly, and fun. Digging deep into

alchemy-fueled craftng is a 1oy-and a welcome change

of pace from focusing on killing or des[oying. ln fact, l'd

love to see fie console Atelier games move beyond tfreir

serviceable-but-not-stellar combat and go all-out wrfi fre

concepts of creaton and world development like younger

cousin Atelier Anme did on fie DS. 0h, and vyhile we're at

it: Stop pandering to the love-pillovl'-snuggling otaku.

You can-and should-be better than that, Gust.

BRHNtrON
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After endunng fie snooze-inducrng

visual novel Hakuokrlast month's

Revielv Crevy torture at fie hands of

Mr. Patterson---.1 was totalty prepared

to hate his game. BuL lo and behold.

Meruru ain't half bad. A cutesy, firow-

back RPG that reminded me a lot of old-school Pfiantasy

Startites wrtr a novel "alchemy" systern lread:fanry-

schmanry crafbngt, fiis quirlcy litfle t'ile has a lot to like.

Sure, rt's held back a bit by dialogue rife wrh stermtypical

typical Japanese chattness and a menu system appar-

enfly designed by people who didn't actually have to urse

rt, but all fiings considered , Merunis my favonte retelling

of Legally Blonde currently in videogame forrn.

HNtrRET.{ FTTCH
Wow. who would've fiought fiat noton-

ous weaboo-hunter Brandon Justce

would g:e Meruru a higher score than

me, a Japanophile since age 6? While

I do give protagonist Meruru props for

berng he most J-poppy pnncess In

videogame his1ory--#er Highness even wears her crown

askew like a schoolgirl on fie sfeets of Harajuku---l

can't qurte embrace fie expenence 0n he same ievel as

Brandon or Eric. My problem wrffr fie Atelier games-and

MerunJs no exceptron---rs that fiey don't play to freir

strenghs nearly enough. Why contnually bog down fie
experiences wrth severely subpar combat when it's the

alchemy and city-building that keep me playing?
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RHY CHRSILLO
Admittedly, it's difficult to offer

originality in the hack-n-slash

genre, bul Eloodforge looks like

it barely even made an effort. The

combat camera's completely busted,

as it doesn't convey the scope of

the battlefreld-and it'll often glitch at the worst

possible moments. The voice actrng's solid, but the

dialogue itself is as old and stale as the game's

ancient Celtic mythology. The story's just another

tale of failed redemptron that's been told a hundred

times before in games, and though the magic and

attack combos satisty, little else does in this drsap-

pointingly unoriginal title.

BFIHNDON dUSTICE
I was simultaneously surprised

and disappointed by Bloodforge

As content-gated hack-n-slashers

go, it's a stylrsh, fast-paced actron

game that grves equal pants homage

lo Golden Axe and 300-lvith the

gritty visuals and vengeance-laden story to rnatch

But the lack of a blocking mechanic or a target-lock

system are unnecessary black eyes 0n a compellrng

bit of fantasy, and like nrost modern melee tities,

it suffers from a healthy dose of button-slamming

boredom. lt's certainly not the worst buy at S15,

but you'd have to really love the genre to make ti-re

most of this one

PHUL SEHEL
Were it not for some obvious-and

easiiy conected-issues" this

might've been a passable God of War

clone" tf only. Like Ray said, the cam-

era's drstractingly frenetrc and 1ittery,

lvhile rnoving the rrght thumbstlck to

look around makes it lump by degrees tnstead of tum-

ing smoothly. Though it also doesn't help hat-thanks
to needlessly simplistrc combat, uneven difficulty,

poorly explained mechanics, and environments that,

while pleasantly bleak, are also unpleasantly monoto-

nous-this intentionally short game still manages to

become tiresome by the end. This, ladies and gentle-

men, is why quality control is so important,
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Si/ent H i I l. Dovnplyr has problems-

legffi mate, rnexcusable problems The

engine chugs at tmes. breakable weap-

ons are annoying, fie autosave ffiem's
tenibly unfnendly. he game's Westem-

inspired honor can teel cheesy. and

fiat's not he full iisl of issues. Yet rf you can move past

all fiat and find he good in Downpur fien rt's also an

utterll, enloyable, amazingly crafted, deepty personal

adventure---one filled wrb exploraton, puzles, and ofier

capfivatng mornents he senes hasn't seen in agm Yes,

Downryr could've used exfa development Ume and a

better serlse of drrecton; rt's also fie frrst tme l've had

genurne hope about fie franchise since Silent Hill 2.

BHV CfrFiSILLO
A strong effort to return the franchise

to rts classic survival-honor roots,

Silent Htll Downpour succeeds on

more fronts than not. lt's got an

amazing score, powerful voice acting,

and strong visuals to help pull you

rnto the extraordinary' scenarro-fie only dravrbacks

are some needlessly frustrating puzzles and loose

confols tirat can puli you back to reality Series nerv-

c0mers rvill most likely lvant to look at earlier titles if

they're looking for that premiere Silent Hil/experience

but iongtrme fans will appreciate everything from

the opening credits to the conclusion of one of the

multiPle endrngs Y6u Can recetve

RNDRE}^I FTTCH
W.rh Konami's Team Silent likely to

never reunrte, rt s been up to Westem

fans-tumed -developers to recapture

fie vision of Alara Yamaoka and co. ffre

past frve years-and hey've never qurte

succeeded Bti Downpourfuly feels

like a Tearn Silent game, wrtr rts vaned areas and real

sense of a livrng, breafiing town of dmm. tt also definrtely

passes he "t a.m. test" for me: I got exfemely spooked

and disturted playing this one after ffre witching hour. But

the honors in Silent H//should come only from the set-

ting-not a broken save system or clunky combat, Ray,

Enc, and I all aqree this is fie directon Silent Hil/needs to

go from here, but he technical execuhon must improve.



REVIEyVCREJ/r

RESIDEM HIII:
OPENANON RACCOON CIIY

'1

@rr
r PUBLISHER CAPCOM

r DEUELOPER SI.ANT SIX GAMES

r ESBBM.MATURE

r RELEASE DATE 03.20.2012

HHV CHESILLtr
Four multiplayer modes with a

Resident EwTtwist and a decently

long campaign overshadow a few

of 1peration Raccaon Citls faults,

like the clunky cover mechanics,

poor ally Al, and a lack of character

development for the protagonists, But 0BC's biggest

flaw is that it's yet another game that promotes

versus and co-op multiplayer above all else, yet it

fails to include local options for either mode. OfrC

can still be a lot of fun, though the hardcore fanbase

may not enjoy how far this game distances itself

from the series' survival-horror roots-this one's all

about the action,

EFIItr L F}HTTEFISOH

0h, Resrdent Evil: )peration Raccoon

Crty-why are you so frustratingly

generic? You have Slant Six Games, a

developer known for making hardcore

tactical shooters. How awesome would

it have been for a deep, mission-based

journey through a zombie-infested Raccoon City?

lnstead, we're given a game that has neither the charms

of Resident Evilnor fie substance of 50c0fi4-made

even more disappointing when you find those moments

that are legitimately interesting or enjoyable, Also, we're

neither given the chance to play as our favorite frE

heroes and villains (outside of one multiplayer mode) nor

the chance to make our own custom mercenaries.

BHHHB0H LIUSTftrE
l've had a longstanding love affair

with the Resident Evil universe-the

characters, the visual design, and the

way it turned fear and anticipation

into a genre" The thing is, I've had

an equally enthusiastic hatred for

the game's inexplicably unwieldy control schemes

over the years, and while I wish Raccoon Cif, upheld

the series' dedication to quality, there's an intensely

playable co-op experience with tons of depth here

that begs to be played. lt's definitely not the Resident

Evilyou'd expect, but after years and years of the

same old thing, it's an avenue the series desperately

needed to explore.

www.egmn0w.c0m @
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Though going toe-to-toe with the

. Eggplant Wizard may n0 longer be as

Hfidfi,;rlff#{ll'i
scheme. I would've killed for some sorl of Z-Targeting

system when the game switches at the mid-point

of each level from an on-rails romp to a traditional

third-person shooter. Even though the controls can get

a little iffy at times, they don't sour the whole experi-

ence; the great visuals, tremendous gameplay depth,

and a brilliantly executed plot make this a must-have

for every 3DS owner.

ETItr L. FTTTEFISOH
' Typically, Ray gets the hate at EGM

from the legions of hardcore Nintendo

fans, but it seems like I may be the one

pelted with pitchforks this time. When

l'm flying through the skies of Uprising

as Pit, blasting away at hordes of

Medusa's minions, listening to Palutena chatting my

ear off, and basking in the endless amounts of delicious

nostalgia, I thoroughly enjoy this game, And then-the
on-land, walking-around segments of each stage hit,

and l'm forced to endure the torture that is Uprising's

secondary control scheme. Call me a noob 0r accuse

me of having no skill all you want-those controls seri-

ously tarnish an othenruise wonderfully produced game.

HHFItr trHHFItrH

I don't get it. What was so difficult

about taking the classic B-bit K/d

lcarus and updating it for a modern

system? lt Kid lcarus: Uprising is

any indication, it's a lot harder than

it seems. Still, lrlintendo should've

known the game was fundamentally broken when they

decided to include a plastic 3DS stand in the package.

Believe m+-it's there for a reason" Trying to play the

land-based sequences without it will result in severe

hand cramps and frustration. Uprising has moments

of brilliance, but when I'm given a handheld game that

must be placed on a table to play, I score it accordingly.

Save some of the Nintendo-fanboy hate for me, Ericl

H
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lAm Alive's tone that the end is nigh

hits you like a ton of bricks from

the second you start playirlg. lt's

dark, bleak, and desolate-even the

tutorial may make you want to give

up hopel But once you peel back

the layers of atmosphere,lAm Alivereveals itself

to be a bare-bones experience. The graphics don't

enhance the horror at all, and combat's more like

a puzzle that's too easy to solve once you pick up

on the pattern, rather than something you'd expect

from a survival title. ln the end, lAm Alive's strong

atmosphere and interesting premise weren't enough

for me to look past its technical shortcomings.

ERIG L PHTTETStrH
l'll be honest-l have a love for

disaster-based games of question-

able quality, I utterly adored Disaster

Report and Raw Danger on the

PS2, and I also quite enjoyed lAm

Alive. That isn't to say that it's a

great game-when looking at it with a critical eye,

it's sadly'an underachiever, The survival portion's

sorely lacking in actual survival, and the promise of

depth in human interaction is, in reality, frustratingly

shallow. l'm still glad that lAm Alive lived through

its hardships and that I got to play it-bt:/r, man, do

I wish it could've been the m0re epic tale of survival

that it was once meant to be.

EFIHHtrOH JUSTItrE
It's rare to see a robust, new-school

console experience in the download

space that's actually worth a damn,

but I suppose if you're going to take

a chance on something different,

this is the place to do it these days.

Considering all the trouble this game had getting

out of the gate, l'm glad to see it actually delivered

an experience that brings a genuine sense of

exploration and tension missing in many modern

titles-and sets it to such an intriguing backdrop

of ruin and despair. lf you've ever wanted to play

Cormac McCarthy's Ife Raad, this is about as close

as you're ever going to get.
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It's not hard to view Akai Katana

as sort of the pinnacle of Cave's

honzontal -scroll ing shoot-em - u p

efforts; he game's a lot of fun, it's got

some genuinely interesting gameplay

systems going on, and the military-

infused-with-fantasy theme will be a welcome change

of pace for those who've grown tired of Japanese

shooters getting as cute as they have in recent years.

Cave fans already have Akai Katana on preorder, but is

this a good starting point for those new to bullet-hell

shooters to give the genre a go? Honestly, every one

of Cave's games is sink-or-swim-but Akai Katana's

more Western-friendly theme may give it an edge.

EHV CHRSILLO
Fans of the original Trials will love

the steps the motorcycle-racing

series has taken to move forward,

but this entry's also more open for

newcomers to jump right in and

have fun, loo. Evolution can be a

bit frustrating at times, as the game almost has an

old-school-platformer feel-it's easy to learn, but

very difficult to master. Still, with a new 4-player

versus mode and the same track designer that the

developers used for the single-player mode at your

fingertips, Trials: Evolution offers plenty of reasons to

keep going back to the races.

HftTC CHHRON

Soutt Park: Tenorman's Revenge

is an old-school 2D platformer hat
perfecty complements the fuufi Park

aesfietic. 0verflowing with references

to the senes and filled wrfi huge,

well-designed levels, Revengefollows

the show's four main characters on a most urgent

quest to retrreve their stolen Xbox hard dnve. The

game works better with friends, fiough, so be sure to

take advantage of fte four-player co-op. With more

than 20 levels-ach wittr muttiple branching paths-

Tenorman's Revenge might be one of he most value-

packed XBI-A games ever released. You'll even have

enough left over to buy a big bag of Cheesy Pmfsl

BRftNDON T.IUSTICE

With a development roster fiat fea-

tures talent like Digrtal Realrty, Grass-

hopper Manufacfure, and Evangelion's

Mahiro Maeda, rt's lrtfle wonder hat

tftis story-drlen shmt-em-up delrvers

in a way fiat reminds me why $e

genre was such a big part of gaming in decades pasl.

The time-centered mechanics are a refreshing change

of pace that offer a boost to folks not accustomed to

bullet-hell shooters, and I loved the Slarfox-inspired

character design and incredibly articulated boss battles.

Plus, the story seems almost foo good to be rn a

shooter of this ilk. Very, very impressive all around.

FIHY CHRSILLO
This is not fie Kinect game you've

been looking for. As witr most ef-

forts on Microsoft's moton box, the

controls hold it back; the peripheral

simply can't sense your motions

accurately enough to keep you in the

moment. A cute anay of minigames and a decent-

length main campaign could make this a fun Star

l./aefiemed pafi game, but many hardcore fans

would rafier step in bantha poodoo fian play this for

any signrficant length of time. No one wants a dance-

off between Han and Lando. lf you were looking to

finally feel like a Jedi, you might wanna stick to Sre

bathrobe and flashlight a little while longer.

rufi

E
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It's been a while since I've played a

game till my thumbs hurt, but despite

its departure from the standard

script of the Ridge Racer universe,

Unbounded's one such experience.

The folks at Bugbear-veterans of

lhe Flat?utfranchise who know their racers-have

delivered on a reputable reboot that stands up to the

best the arcade-racing genre has to offer, packing in

an impressive amount of reply value via a staggering

amount of tracks, modes, and unlockable goodies.

N0, it's definitely not the Ridge Racer you're used to,

but trust me when I say that this is a good thing.

ffiH
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he industry appears to be obsessed
with sequels-and for good reason.

We're in the unprecedented eighth year

of the current console generation-the
seventh for Sony and Nintendo-when
no cycle's gone past six years in
the past. As cycles wear on, game-
development costs tend to decline, but
gearing up for the next generation's quite
costly; publishers and developers are
reluctant to invest a significant amount in

new intellectual properties at the tail end

of a cycle. ln the current cycle, game-
development costs have skyrocketed,
from an average of $5 million per game

for PS2 and Xbox to well over $20
million, on average, for PS3 and Xbox
360. The only way to keep these costs in

check is to reuse game engines and art

assets, which favors sequel creation.
Similarly, the break-even threshold

(the sales level required to recoup R&D

investment) has risen with increasing

development costs. An average legacy-
generation title required around 300,000
units sold at full price to break even,

this was around $12 million in net sales,
less $3 million manufacturer's royalty, $2
million in marketing, $5 million in R&D,

and less some amount for licenses,

developer bonuses, and allocation of
overhead. In the current generation, the
break-even threshold's closer to 1.5

million units: around $72 million in net

sales, less $'18 million in manufacturer's
royalty, $t t mittion in marketing, $20
million in R&D, and less some amount

for licenses, developer bonuses, and
allocation of overhead.

As the break-even threshold's risen

in the cunent console generation,
publishers and developers are less likely

to greenlight a project. This means that
in pitch meetings, a sequel to a proven

GTilES tr'H.TET

brand will always enjoy an advantage
over a new property; the sequel will also
en,joy the benefit of reusing an engine

and art assets. The publisher has the
benefit of understanding the purchaser

of the prior version in a series and is
better able to efficiently market the
subsequent release. ln other words, the
deck's stacked against new intellectual
properties.

Developers also like working on

sequels, as they're able to benchmark
their accomplishments and command
ever-increasing bonuses based on the
sequel's success. Court documents filed

in Activision's dispute with the former
lnfinity Ward studio heads revealed

an $84 million bonus in controversy.
While it's unusual to see a game sell

as many units as Call of Duty: Modern
Warfare 2, the amount of the bonus
shows that developers can be paid quite
handsomely if they manage to deliver an
ovenrhelming success. lt's clear that a

sequel to a multimillion seller has great
potential to sell many millions of units,

making developers likely to pitch such
games out of enlightened self-interest.

I don't expect to see many original
new titles until the next console
generation begins. ThanHully, it starls at
the end of this year, and we should have

three new consoles to contend with by

the beginning of 2014, al the latest.

Michael Pachter seryes as managtng

director of equity research far Wedbush

Securities. For more of his unabashed

inslghfs, fal{ow, him on Twitter:

@ michaelpachter.

MICHAEL PACTnTER

REPEAT BUSINESS
Tired of seque/s? Thereb a reason we see so many.

Game-developmentcosts have slEmkeffi; he only way to keep hw
cusb in check is to reuffi asffib, uvhich fawrc wuel creation...

r ln this economy,

publishers know

sequels are always

sound investments.
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ith every passing year, it seems the

changes get faster. ln fact, the only con-

stant is change. Mobile gaming, social
gaming, free-to-play, Facebook games,

DLC-everyone's telling me I should
move the studio in a thousand different

directions based on whatever's the latest
hot trend in gaming.

I don't agree. ln my opinion, to be

independent is to make the games you

want to make. I think a lot of forgotten
genres have been buried by the newest

stuff, but they still deserve our attention. lf

we allow ourselves

to go back to

that place, just for a minute, we'll realize.

how much we miss the classic genres of

days gone by.

I've been thinking about this a lot, and

I believe my friend Nathan Vella at Capy

Games said it best at the Game Develop-

ers Conference in March: "Super-main-

stream games such as Fruit Ninja, Angry

Birds, and Cut the Rope have each sold

tens of millions of copies. Attempting

to replicate that success is natural. But,

in reality, if you're making a game for

everyone, you're actually making a game

for no one. The hit-based mentality takes

you away from making a game that has

soul or is fresh."

For me, this sums it up perfectly. I

could be chasing the dollars trying to

replicate the latest fads, or I could be

true to myself as a longtime gamer.

That's why l'm taking the opportunity
to dive into the classic genres most

of us grew up playing-and revisit

them with fresh eyes and modern

tools. I believe we can create

modern experiences that

remind us of the best ex-

periences from the classic

generations of gaming-
and potentially create

new classic games.

Take a look at Bastion,

Supergiant Games' origi-

nal take on the classic top-
down action-adventure. After

years of triple-A game-development

experience, they struck out on their own

and created one of the biggest indie hits

of last year. How? They remembered

what made the classic games so great

while updating the concepts intelli-
gently, organically, and by using modern

ET1HE trEUELOFEFI &

production techniques. Even with a

small team, they were able to perfectly

execute on their vision and craft an

experience that people flocked to, even

though it has nothing in common with

the Modern Warfares and FarmVilles of

today's mass market.

Our goal with Sku//s af the Shogun
has always been to provide a fresh,

inspiring, relevant version of the clas-

sic 8- and 16-bit turn-based strategy
games, approached with a modern sen-

sibility. For independent game creators,
I believe it's our responsibility to push

the envelope forward in the direction we

ourselves want: new gaming experienc-

es. As I watch the gaming market contin-

ue to expand in many new directions, I

can't help but think how much more fun

t had playing games while growing up,

and I fight hard to capture the best of
that spirit of fun in a modern light.

These are some of the most exciting
times ever to be a developer, and we've
got a massive audience that hungers

for all kinds of games. To be in a spot

where l, as a designer, can make exactly
the game that I want to play*and know
there's an audience for it-is truly a

glorious thing.

JAKE KAZDAL

INDEPENDENT FREEDOM
Success and failure on your own terms

'', .: .
t,_ 
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lcan make exaffiffie gameffiatlwantto
play-and ktowffiere's an audience for it...

A 1?-year videogame rndustry veteran,

Kazdal's served sfinfs af Sega of Japan

working on Space Channel 5 and Re4

and EA Los Angeles on Steven Splelberg's

LIMNO praject, as well as the Command &

Conquer franchtse" As CEO of '17-frlT he's

finishing up his d*bat indepenC*nt praject,

Skults of the Shogun, which sturps ftuis

fall on XBLA, Windaws 8, anrj l4llndows

frtabile, You can f*llaw fois ccntrn#Jng

adventures on Twitt*r: @Jkoaza.
BASTION

wwrv.egmn0w.c0m
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WE REPEAT 5,0 IS AN AVERAGE SCORE!
l'm not handin' out hate-l'm using the whole scale

uring the Dan Hsu era of EGM, that mes-

sage ran loud and clear at the front of
every Review section. lt means exactly,

what it says: Everything above 5.0 is a
varying degree of "good," while everything

below a 5.0 is a varying degree of "bad."

Simple, right?

Over the years, some readers haven't

alr,vays found it quite so easy. Former

executive editor Shane Bettenhausen
publicly proclaimed his intention to
"reclaim the 6.5 for good" after readers

misinterpreted many of his scores. I joined

then-EGM publisher Zill Davis during that

era, and I got a firsthand look at the re-

view philosophy-which I considered the

best the industry. and still do. We aren't

some monolithic publlcation that doesn.t
print the names of our reviewers. And a
7.0 in EGM isn't "mediocre" or "mid-

dling"-it's absolutely worth playing. We

use the whole scale. and we stand behind

our scores with our personal bylines.

After my Xenoblade Chronicles

review went online at EGMNOW.com in

April, I prepared for a gigantlc backlash

from RPG fans. I hoped people would

understand that while I enjoyed the game.

it definitely had its share of flaws that

soured the experience to a degree. Un-

fortunately. to many readers, this nneant

that I "hated" the game, even though I

said nothing close to the sort. I described
Xenoblade as "a deeply flawed epic that
still deserves a look from all role-playing

fans." How that's construed by readers

as "hate," I'll never know. I invested an

obscenely large amount of time in the

game- 10 times what the average review

requires - highlighted what I enjoyed,

explained urhat I didn't like, and scored it
with a number that most closely reflected

my personal experience with the game.

Believe me, I wanted to enloy Xe-

noblade a lot more than I did. I respect

director Tetsuya Takahashi a great deal,

and I always find his worlds some of the

most fascinating and imaginative in the

RPG landscape. But I wouldn't have been

honest with myself or our readers if I'd

H5SOCIHTE EtrITEF

gone with the general consensus and
given it an I or a 9. Our job isn't to fall in
line with the Metacritic average or score
games based on what some imaginary
'*average reader" might think of a game.

Our 1ob is to give our individual opinion on

our experience w,ith a garne.

This month, I gave 6.5s to Xenoblade.

Si/ent Hill: Downpour, and Ateiier Meruru.

All are enjoyable experiences and recom-

mendable to some degree-but they're on

the low end of ""good" from my perspec-

tive, and all feature significant flaws.

Dragon's Dogma, on the other hand, was

I liked Xenoblade btrt didnT love it I outigtrt hated Dngon's Dogma.
That's fie difference betvveen a 6.5 and a 3,5.

r Beaders shouldn't

dismiss a game that

receives 6s and 7s rn

the pages ol EGM"

a significantly below-average experience,

and I scored it accordingly. I liked Xena-

blade but didn't love it; I outright hated

Dragon's Dogma. That's the difference

between a 6.5 and a 3.5.

That's why I love the return of multi-
person reviews-they really give a broad

sense of what readers can expect from

the expenence. I may not agree with Enc's

take on Xenoblade, but I respect it, and I

understand why he likes the game. By the

same token, l'm glad that Ray and I were

able to have our say as well, as I've read

reviews from players online who were stmt-

larly underwhelmed by the experience.

By including three reviews-and using

the whole scale to impart our takes-
we're able to offer an in-depth rundown of

the latest releases that no other gaming

magazine can match. That's always been

our goal at EGM, and in these days of
lnternet instant gratification, when seem-

ingly every outlet's so quick to rush out

and be first, we're taking a more compre-
hensive look at the gaming experience.

But always remember this when you

read our reviews: 5.0 is an average score. E
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MAKING LEMONS OUT OF LEMONS

H ot every sports game is obvious abor.rt how much joy it's going to st€al from you. l'v6 playod plenty of bad games.about

sportlng events that should've b€€n fun-like dolng kung-fu with Shaq, throwing flaming basketballs with Michael
Jordan, or punching Bill Laimbeer. l'm not talking about those thls month; I'm talking about unint€r€eting sports that

should'v€ translated poorly into videogames...and thon did exactly that. Now that lthink about lt, maybo these tenible titlee
should bo commended for their hon€6t lowering of oxp€ctations. On the other hand, not surprlslng poople bnt really that
commendable. lf lt wers, then wher€'s my Nob€l Peace Prize for warning you that I'm about!o type penis fungus? I'm suro not
seelng it. turd penls fungus.

BEONOCK BOWLING

f,L{}$iltilItIf

most obstacles dsn't do anything-and
the oneE that ds only slow you douun

for a moment. Of course, when there's
no time lirnit, clsck, or Bpeedomete6

slouuing a player down for a moment is
just a rude way for a garne designer to
ann'ounce that he's an idiot.

lf you manage to auoid the sb-
stacles-and, rernembel there's no

reason to-you can trollect points by
hitting euerything else. These polnts are

important, since they haue fio Effect

dates they're coin dealers to seem more

exciting. Gurling is truhat hasehall thinke
about mhen itts hauing sex.

As shockimg as it is that a video-
garne uersion of this strange sport was
released, I imagine no one was more
surprised than the people who produced

it. The first thing they sald at the release

party was prohably, "Hold on a second!
That curling game uue were making was
real? I thought true were in some kind
speclal hell tor Niirtendo nerds!"

What do you calfl it when someone slides
douun a mountaln in a birdbath trying to
hit things? lf you said Bedrock Eor,rfihg

or "stupidn" you're right either way. The

graphics look like they uuere designed

by a man uuho couldm't think of a rnsre

efficfrent way to explain to his bsss that
he didn't knouu horru to rnake uideoganre
graphics. And the gameplay

is rruorse t
As you slide douun

tlre narrouu courses in

your birdbath, you can

hit whateuer you urant.

lnuisible ualls keep
you from falNing ofl
the sidesn and

on uuhether or not you
pass a leuel. Fress-

ing any button at

any time in Eedrocft
Eouufing is like plrt-

ting on a clown costume
before you shanpen your

kniues. lt's poimtless-hut 
.

deranged is probably a

better word for it.

BALLS OF FURY

flflurEifir0 rffir

CURLING DS
ilrflurErulr0 f,tr

Table tennis uuas the insplration for sne
of the uery flrst uideogames euer made,

so rnaking a table tennls game worse
than it 40 years later is quite an achieve-
ment" This game's based sn tfie filrn Ealls

of Fury in the sarne way an overflowing
toilet ls based on a hot-dog-eating coR-
test-except that an overflotuing toilet is
mtrre responsiue to a Wiirnote tham this
uideogame.

The stars of the moule were.rendened

for the Wii rruith all the professlonalism of
Bigtoot's photographer. The most notahle
thing about EaIIs of Fury, though, is the
taunt buttsn. Pressing it causes your

character to hlurt out a line recorded
fnorn the filnr:and not a single one has

anything to do with table tennis. lf I euer

meet the man who decided this terrible
game needed a button that.announced,
"Haue your grandnra pull the trar arourd,"
I'm going to tell him he's awesome-
rnrhether he meant to be on not. EI

EurNing

is a sBsrt
where you

shsue a stone
along ice and hope
that it stops at a
certain spot. lf l'm
not mistaken, it rruas

inuented as a way for
stranded people to fall

asleep peacefully while
freezing to death. Curling
world champions tell their
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Alcohol Reference

Mild Fantasy Violence

I'l1ild Language

[,1ild Suggestive Thernes
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fleurh teuel 9999 ond deol The netu Tero-level feofure chorocler romeos
'luirh

Ieu, Fuko &
of poinls in dumogel drown hy guesl ortisls, 0s well0s more domoge! ioh-sperifir Spedol SIdlls! Desco doing here!?
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pdDurer to the plar4ens

rB ?fVITA" !# #PlayStation Vita PlayStation' t'letwork

i5 a trademark ofthe same company.The rating icon i! a trademark ofthe Ente(ainment Software Association.


