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The drive for innovation
that lies beyond the screen

When Sony debuted its tirst handheld videogame console, discussion

centred on one feature: its showstopping screen. The PSP hardware was
the focal point of Sony’s presence at E3 2004, and tew who picked it up
- or even saw it running from across the expo ftloor, thanks to the
brightness of its display — left the event thinking that it would be anything
other than another phenomenal success tor the PlayStation brand that had

laid waste to competitors since its foundation in 1994. Except Nintendo
wasn’t ready to relinquish its grip on the handheld market, which had only
tightened since 1989, and its DS went on to sideline Sony’s offering. Not
for the first time, the less technically advanced solution triumphed because
mass-scale popularity doesn’t depend on raw specifications.

The reality is that raw specifications are only guaranteed to win the
attention of the early-adopter market. And, as tully paid-up early adopters
(with a stack ot shametful receipts to prove it), we were — are — PSP fans.
How could you not like a platform that's delivered games like Metal Gear
Solid: Peace Walker, Lumines and Monster Hunter Freedom Unite?¢ And

yet there’s always been a sense that PSP has been Sony’s under-achiever,
the plattorm with the potential that was never quite followed through.

lts successor, PlayStation Vita (let's conveniently ignore PSP Go, for the
sake of everyone involved), has core processing power worth shouting
about, but it is a more rounded, considered proposition. Its development

didn’t take place in isolation, with a view that the PlayStation badge and
some zingy graphical fidelity would see it through, but with a broader
perspective. With two touch-sensitive intertaces, dual analogue sticks,
crossplatform compatibility, two cameras, motion sensitivity and 3G/Wi-Fi
tunctionality, it has what looks like the dream teature-set for someone in the
market for a self-contained gaming system. Will that sell it to the Angry
Birds crowd? Well, Vita may be lots of things, but it certainly isn't a mobile
phone. For now, we'll focus on what it is, beginning on p74. =
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Nintendo’s 3DS @ is still a relative newcomer to the handheld e

world, but it's already suftered a price cut. What went wrong? We

bit.Iy/IM3xla
Upn-to-the-minute

investigate on pl10. While the future ot 3DS is in limbo, on p14 we  oamenews andiews
meet the studio behind indie smash Limbo @ Copenhagen-based
PlayDead, to tind out more about its development philosophy as its
debut arrives on PC and PS3. Closer to Edge HQ, on p16 we attend
Llondon’s Digital Out-of-Home Interactive Entertainment conference
@ to tind out how the arcade industry plans to fight back against
its continued decline. Then, on p18, we investigate Half-Life 2 mod
The Stanley Parable @ and discover something about the nature ot
choice in videogames, and whether the best thing we can do is
choose not to play. While not playing, why not read a book?2 LA-
based game culture outtit iumeit@ s releasing a showcase of its
past three game-art shows in printed form, and on p20 we get a
look at some of the work that features in its dazzling new exhibition.
less tamiliar within these pages is world-record-holding sprinter
Usain Bolf @, who features in Soundbytes (p22) revealing his
predilection for a bit of PS3 time when he's winding down. And from
a man who runs fo @ man who runs a country, culture secretary Ed
Vaizey @ gives evidence before the My Favourite Game Committee
(p24) on why he should be allowed to play games in his oftice.

EDGE 7
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3DS

The ‘flame red’ 3D5
launched alongside
Star Fox 64 3D in
Japan, and unit sales
doubled. US release is
September 9, with an
EU rollout to follow

bit. ly/nXVOO0O
Mare from hwata's
letter to 30% owners

10

Nintendo’s
rescue mission

Disappointing sales, falling stock and angry
investors: will the 3DS price cut be enough?

Nintendo launched its DS in 2004, touch
control using a stylus was a revelation.
Seven years later, we need neither o
stylus nor a dedicated handheld tor that,
and devices are used tor much more
just games. The rapid growth of mobile
and social gaming suggests that a good
proportion of the expanded markel
Nintendo helped to create has been

intendo’s announcement that it In truth, this is neither the first loss-

N

making Nintendo hardware (the launch
model DS was, loo) or early price cut: in
the UK the price ot the N64 console was

would be cutting the price of its 3DS

hardware worldwide followed a fliscal

quarter in which sales had fallen by a
reduced two months after launch while its han
GameCube successor’s RRP was trimmed

before it was even released, though

halt, losses had grown to over £200
million, and just /10,000 units had been

sold worldwide. Coming just months alter

aunch, the scale of both reductions were in response fo

compelilors’ similar moves. That £200m

he cut = 40 per cent
in Japan, a third in the US and Europe

means Nintendo is 1o sell its hardware al
a loss. Its share price fell to a sixyear low
and investors suggested it move, or buy,
into the smariphone market. Company
sresident Satoru lwata accepted
responsibility and took a
20 per cent pay cul,
wrote to "betrayed” early

adopters and oftered them
20 free games by way of
apology, then asked
investors o give him four
months to furn it around.
Nintendo has reacted
swiftly, and dramatically

HIHTEHDE“

Company
president lwata
asked investors
to give him ftour
months to turn the
situation around

only thing thal coulc

loss, 1o, needs to be put in the context of
the strength of the yen, and the tact that
lost yvear's 3DS RE&D cosls were replaced
this year by Wii U launch preparations.
But Nintendo, and its investors,
expected more rom 3DS.
It is premature o declare
the device a failure, but
i has failed to meel the
company's expecialions.
To an extent, the only
way was down from its
dominance with Wii and
DS but Nintendo has
conlributed 1o its own
problems in several ways.
First, the system was a ditficull
markeling proposition to begin with. That
siriking glassestree 3D effect could not
be shown off in print, online or on TV: the
sell the system was
30S itselt. A second issue involved
iming. Announced in March 2010,
riding a wave of 3D hype tuelled by the
release of James Cameron’s Avatar tour
months earlier, by the time 3DS was
released the public was tiring of
Holhwood's 3D obsession (just ask TV
makers frustrated in their attempt to sell
3D to a market still in transition 1o HD),
A third point concerns the evolution

ot the mobile gaming market. When

distracted by smarfphones, and s
expeciations of game price and contenl
has changed drastically in seven years.

In January, Europe’s pies:
attended a 3DS launch event in
Amsterdam and left with a release date.
but no price or launch lineup. When the

latter was eventually contirmed almos
three weeks later it was missing the
cusiomary fir;-;rpf:.lrw E-'-:.-’E;FIZHTTE-DHEL One
store manager at a major UK retailer tells
us: "There was good interest at first, but a
lot of pecple who placed deposits got
refunds once they saw the launch titles.”
Perhaps this was a show of suppor
(s 1r1irdf.‘-'r_‘.|rri¢::a that have long accepled
that rr:l-r_:I:JE-iFg games tor Nintendo
systems means playing second fiddle to
the plattorm holder itself, but it backtired.
Eupcmn shippcd a million copies ol
launch title Super Street Fighter IV 3D
Edilion, bul didn't sell 1hurﬁ; MNintendo
proudly proclaimed Ocarina Of Time 3D
o be the system's first million-seller the
f_‘jl.'_l*f after it announced the drf_i|:‘.- In price.
Then, some of the system's key
leatures — the eShop download store,
the automalic downloads ot 3D videos
over Spotfass — were unavailable to
buyers at launch. David Yarnton, general
managei of Nintendo UK, admits: “It’s O
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David Yarnton, general
manager, Nintendo UK

AMBASSADOR'S
RECEPTION

As we went to

press, Nintendo had
yet to fully specify
the contents and
release schedule

for its Ambassador
Programme, aimed at
placating early 3D5
adopters. Of the ten
NES games, which will
be given away from
September 1, five

have been announced:

Super Mario Bros,
Donkey Kong Jr,
Balloon Fight, Ice
Climber and The
Legend OF Zelda, Five
GBA games - Yoshi's
Island, Mario Kart:
Super Circuit, Metroid
Fusion, WarioWare Inc
and Mario Vs Donkey
Kong - are confirmed,
with independent
sources reporting that
Super Marno Advance
4 and Kirby & The
Amazing Mirror are
lined up too,

12

not so good for us to talk about things
it we con't actually provide them. With
nardware, we've always locked to add
extra [features] so consumers aren't just
buying something and that's it. We
would have liked to have had some of
it there a bit earlier.”

Negative tabloid coverage put
Nintendo on the back foot within days of
its UK launch. Claims that retas
seeing record refurn levels of the console,
after users experienced nausea and
dizziness. went uncorrected even when
said retailers denied them. “We didn't
have any systems returned due to
sickness. but customers did mention the
negative press in store,” our retail source
says. ' he most concerned were parents
looking to buy tor young children, and
many opted not to.”

Nintendo had already
made clear that the 3D
effect was unsuitable for
children aged six and
under, and that 305
games would never only
be playable in 3D. But the
first ten minutes with a 3DS
can be disorienting — no
greal help when you rely
on in-store demo pods, and subsequent
word of mouth, to fuel demand.

ers wermne

Then there is he MNintendo company
ine regarding the threat ot mobile and
social games. At the Game Developers
Conterence in February, lwata opened
his keynote saying "contfent is king” and
went on to attack those who he believed
had “no motivation to maintain the high
value of videogame software”. By value,
he meant price. As president of both a
publisher and plattorm holder he was
obliged to make the claim, but his words
rang rather hollow when Nintendo wen!
on fo release, in Ninlendogs + Cals,
Pilotwings Resort and later Steel Diver,
arguably the most lightweight firstparty
ine-up in its history. What first seemed
ike confidence soon felt like denial.

The tacts speak lor themselves. The
system has failed to sell to expectations,
orompting Nintendo to slash the price
worldwide and walch as its share value
lumbles for the second time in three

A big fhing we're
I'EEIH}r’ CONSCIOUS
of is looking after
the peup|e that
have bmughf into
our formats”

months. Meanwhile, a developer of
Facebook games floats on the stock
market valuea at $20 billien. A Finnish
game studio turns a 59p app into @
multinational crossmedia brand in the
space of a year. Apple, the company
which despite Nintendo’s insistence to the
contrary appears lo have taken much of
the expanded market it crealed, sits on
more cash than the US government.

Yet the facts do not tell the whole
story. With an affordable price, two
Mario games due before the end of the
vear, and a clear run at Christmas now
Sony has confirmed Vita won't be on
western shelves until 2012 3DS has
every chance of recovery. Yarnlon says
thirdparties have warmly received the
price cut. “I've had a lot of publishers
saying this is tantaslic, because il
help unit sales, and we
have gol some good
software coming,” he
explains. “For refail it's the
same situation: it's tough
out there, and they see
this as a real positive to
help their business.”

Our relail source
concurs, but says much
about the need tor Nintendo fo irst
gather, then suslain, momentum for the
console betore Vita is released: ”| believe
the: price drop will cause sales to pick up,
but until killer software comes out we
won't see anything like the sales we
hoped for. | can't see it losing ifs shelf
space, though, because there is nothing
else to put in its place.”

Japan's weekly reporting of sales
ligures means it is the first territory in
which the impact of the price cut can

be assessed. Prediclably, in the week
Fc}\\::}wing the announcement but before i
came into torce, sales of 3DS hardware
halved. However, smaller specialist stores
immediately slashed the price of their
second-hand sfock, and sales doubled

as gamers with an eye for a bargain saw
an opportunity for both the cheaper
hardware and the 20 games included

in the Ambassador Programme.

\wata asked investors to give him
'our months, but that will on 'y skelch out
the extent of 305, and MNintendo's,

Relegse Storahlags & Fantablag

Amaong the games in the Ambassador Programme
are (from top) Mario Vs Donkey Kong, Metroid
Fusion and, apparently, Super Mario Advance 4

recovery, A fuller picture will emerge
with financial results in late January and
become even clearer following Vita's
western launch in, we assume, spring.
Should Sony's new console similarky
struggle, while the mobile and social
sectors continue their rapid growth, the
writing may be on the wall tor the
dedicated gaming handheld.

Mintendo knows that its loyal
customers will always pay a premium
tor its tirstparty products. It knows now
how important they are, as evidenced in
concessions to disenchanted core gamers
with Wii U and in the generous
Ambassador Programme oftered to early
adopters, and like lwala, Yarnton is keen
to express his gratitude. “One of the big
things we're really conscious of is looking
afier the people that have bought into our
lormats,” he says. “We respect them
and value them a lot. We don't want
o forget the people that hove already
been there and are loyal. They're very
important to us.” I
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Mintendo almost ::Efl'n:lin\:.r has great expectations

tor Mario Kart 7, since the series’ DS and Wii
instalments both clung to the best-seller charts for
years. The latest model tampers with the ageing basics
somewhat, adding glider wings, underwater courses
and kart customisation, with the size of your kart's
wheels having a large effect on handling. If 3DS

has a safe bet in its line-up, this must surely be it.
Publisher Nintendo Developer In-house/Retro Release Dec 4

The name recalls Gunpei Yokoi's Game Boy efforts,
while the Tanooki tail hints at a return to the creative
peaks of Super Mario Bros 3, but in reality this is
something altogether new. With the team behind
Mario Galaxy brought down to earth and locked into
a series of bite-sized 3D environments, each one
tailored for the length of a bus ride, 3D Lland promises
concentrated bursts of pure platforming invention,
Publisher Nintendo Developer In-house Release November

The city of miracie---
Look how busy even at night.
The City sure Is sleepless.

The crowds cheered when one of Mintendo’s mustiest
mascols was I:iﬁﬂ"':," gn:lnh&d Q \ﬂng-uwuifad refurn =
but those cheers were notably absent when p\ﬂ':,.rars
got to try the game out. With Circle Pad character
movement, stylus aiming, and shooting farmed out

lo a shoulder button, Pit's got some serious conirol
issues to deal with it he's ever going to reclaim a seat
among Super Mario Bros and The Legend Of Zelda.
Publisher Nintendo Developer Project Sora Release 01 2012

ki | | | [ 2] I ..._.‘_

Revelations' beleaguered cruise ship looks genuinely
eerie looming out of the ocean mist in brilliant 3D,

but a new setfing and prettier environmental modelling
aren't the only things the |atest Resident Evil has going
tor it. Aler the hectic action of Mercenaries, this is o
return to true survival horror, with series favourite Jill
Valentine at the centre of another pleasingly
overwrought potboiler.

Publisher Capcom Developer In-house Release 2012

'HE MASK OF A

Layton promises a switch to 3D character models and
environments as the action moves to Montdol. a town
harbouring @ mask with the power to grant wishes. It's
a shame to lose all that hand-drawn art, but it will be
interesting to see how Level-5's puzzle designers tackle
stereoscopic depth, especially since developers are
borbidden from making it critical to the gameplay:.
Publisher Level-5 Developer In-house Release February (lapan)

____ TEmm FINTL

0:56'586

On the previous occasion Luigi took a starring role,
GameCube was upon us and Nintendo settled in

for five years of critical praise and commercial
annihilation. Now he's back among the ghosts - in
the hands of Punch Out!! custodian MNext Level Games,
but with Miyamoto supervising deva\crpmenr - and

we re promised new environments, slicker vacuum-
cleaner handling and gyroscope controls.

Publisher Nintendo Developer Next Level Games Release 201

lt's unlikely to have the same kind of so
a proper Dragon Quest RPG, but this b
heavy exploring and strategic tank-batt
a disaffected Jupunese audience away

o irnpm:f as

end of combat-

ing may drog
from Monster

They may be minigame compilations, but Mario and
Sonic's previous Olympic team-ups are some of the
best-selling titles on DS. Nintendo will be locking to

Llondon to mobilise audiences reluctant to make the

Hunter just long enough for Nintendo's new handheld
lc get a proper toothald.
Publisher Square Enix Developer In-house Release TEC

hardware transition. For everyone else, it's another

selection of hr&ezﬁ,r assault courses.

Mow with Big Ben.

Publisher Sega Developer In-house Release MNovember

A proper Pokémon game could bring new life to
3D5, but this will have to do until then. A basic
brawler in which you guide a toy Pokémon through
hundreds of enemies, mking on occasional bosses,
the collection element that has defined the series
refurns, but the cumplex web of systems that makes
the RPGs so keenly addictive is all but absent.
Publisher Nintendo Developer Ambrella Release October

13
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hen PlayDead’s limbo debutea
Qs pari ot Xbox Live's Summer of
Arcade in 2010 its austere black-and-

white visuals and minimalist sound design

made it the least ‘'summery’ fitle in the
promation’s history. But ne amount of
seasonal discordance could hamper its
appea
the vear of its release, limbo proved that

. Generating nearly $8 million in

with an inspired concept and decent
visibility, an independent, arty gome
could achieve major success. Initially

eleased exclusively on Xpox 360, limbo
has since been ported to PSN and PC.
We catch up with studio cotounders
Dino Path (CEO) ana Arnt Jensen (gome

director] at PlayDead’s Copenhagen

offices on the day of
limbo's Steam release to
reflect on their approach fo
making and selling games

You built your own game

engine for Limbo but have EDFHETHHQ new.

decided to use Unity for

your new, unannounced
game. What prompted
that decision?

Arnt Jensen |t was just too much work.
t's like having a double product, doing
both engine and gome. And our nex
project is a litle bit more ambitious than
limbo so there are a lot of things we
don't want to make from the beginning.
Dino Patti Limbo's engine only works
when it's black-and-white now. It can't
render colour any more.

Al It's so hacked you can't believe if
We're so incredibly lucky that it held
logether. It could've exploded!

Do you anticipate a lengthy production
cycle for the new project?
Al It's supposed to be hard, it's nol
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“It you just go
with the tow
you're not creating

We have to take
the hard decisions”

PlayDead rising

With Limbo's arrival on PC the cotounders of
ndie success story take a moment to retflect

supposed fo be easy, and | really gel
suspicious if it's too easy. It's got to be like

a birth every time.

DP If you just go with the flow, you're nol

creating something new. VWe have to toke
he hard decisions. A good game fakes

ime. | think the new production will take
at least three-and-o-halt yvears.

Al You know, it's done when it's done.
You have to be proud of it to close it.

With limbo you could teel when we had

something, and people were gefting

F I -
really proud — there were a lot of triends
coming ana testing. And then as you

get closer to the end, you can feel like
‘now we're almost there'. So it's hard

lo just make this big deadline out
somewhere, because il
you re not there vyet, it's
just... you have to wail fo
have this nice feeling.

How do you strike a
balance between getting
things right and heeding
pressure from investors to
get the game to market
or meet milestones?

DP We're trying to get rid of our investors
because of this

AJ We tound these guys we hadn'l fried
before. We were low on money — we
had zero funds. But the cool thing aboul
PlayDead is that everybody here is
creative. | don't think anyone here wants
o just work and work and never gel
anything done, so everyone has a lust fo
get it done and get something complete.

When you most needed funds, did you

ever consider selling the Limbo IP?

DP At the beginning, Arnt had just made
Ihe trailer and we sltarlea wr;rkirlg
logether. Publishers weren't coming with

Game director Arnt

Jensen (top) and Dino
Patti, CEO of PlayDead

specitic ofters, but they were trying fa
tind out it this was something that was

saleable or whal price they could offer
tor the Limbo IP. and would Arnt sell2 And
they found out quickly the answer was
'no’. Arnt put his tool down — r“:-.’_‘.-l}'-lflg

could be sold that way. So it was not like
specific offers in the beginning. There has
been a lol of interest around the P, but il
was not there tor discussion.

Al \We've been talking about this: it we
Ehlim‘-ﬂ ,':'-E.‘H 1hE COMPany ol :', '-.-'-.-'|"C:I| woulc
we do with the money? We'd probably
start a small independent company just to
do what we want to do, but that's whal
we're already doing, so why? Why se
this? It's kind of ridiculous, really

Could PlayDead ever be based
anywhere other than Denmark?

DP Oh, yes. We actually looked into
moving to the States where there actually
is @ games industry and it has tha
intrasiructure tor games. Here we don't
have anything like that and everything

5 going so slow — the governmenl
support or just the acceptance of games
as part of the culture... it's just really
ditficult. There’s about 500 pecple in the
games indusiry in Denmark, and 200

ot those are at | Hitman 51L":Jir.}] Q.
E'-.-'E:'Z'r‘:,-“bi'_ld“:,f in the company WwWas f::::ru.::H«f
super hyped about the Bay Areq,
especially aofter going out to the Game
Developers Conference and visiting
Double Fine's studio [see p138],.

Why didn’t the relocation work out?

DP It's kind of difficult to move the whole
company o the States. It was something
we looked at after finishing Limbo. It

seemed like we could do it in a smooth

ransition, but sefting up new olfices
became a not very smooth process. Il
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Jensen initially planned
to develop Limbo himself
as a free PC game, but
Patti sensed the game’s
commercial potential

Even Jensen’s early concept sketches (above) reveal
a minimalist, monochrome vision for Limbo. The
PlayDead team (below) in their Copenhagen base

HALF-LOVE
PlayDead's co-

founders on their
favourite developer

“I| remember the first fime
| played Halflife,” recalls
Jensen. "It was just: "OK,
this is totally different, it's
such a new approach fo

the industry’. | don't have

to know how Valve does
it right, because | know

they're doing it right. | can
feel and know how it is to
make a game like that,
and how difficult it must
have been, and how
they've been struggling.
So | can feel everything -
the integrity and the heart
they put into it. It's so
inspiring to us.”

“It's not just aboul
the FPS.” Patti adds, “it's
the way they do it and
the way they think. Valve
have these values thal
everyone admires, bul
nobody really understands
how they get to them.”

The animation of Limbo's menacing spider enemy (above) adds to the nightmarish unease,
Jensen's father had a craftsman in his local village create this replica of Limbo's boy (right)
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ARCADES

he timing was prescient. In the same

week that UK Trade and Industry
launched the inaugural Digital Out-of-
Home Interactive Entertainment
conference, Britain’s most influential
game arcade, Funland at London's
Trocadero, closed its doors. It's difficult
to imagine clearer evidence of the
ongoing decline of the videogame
arcade than the closure of one of the
amusement industry’s last bastions, a
venue that has kept the arcade faithful
out of credits through thick and thin.

If Funland's closure was the
symptom, then the DOE
conference was all about
finding the cure or, if

Not much has

ensured that “our entertainment is no
longer place-dependent,” but can
instead be consumed in the home or
even as we commute. “We work in an
industry where we try to bring people
to a location to be Enler’r:::inrf;d,” e
said. “But how on earth do we get
people to stop looking at their personal
screens long enough to visite”

White pointed to statistics drawn
from various studies to show that games
have enjoyed the most growth in terms
of the portion of our leisure time they
consume. In the US, the amount of time
we are playing games
increased by 28 per cent
in 15+vyear-olds over the

Searching for the
future of the arcade

Britain’s newest entertainment conterence
looks for answers to coin-op's mortal questions

as amusement arcades [excluding
food and retail spending), a
demonstration that per capita
participation is reducing.

While there has been an

undeniable trend away from families
spending time on out-ol-home
entertainment experiences, White

argued that arcade games have also
fallen prey to the “fidelity belly”. He
argued that over the past few years
there has been a polarising of our
leisure time pursuits around either
high-tidelity experiences, such as rock
concerts and theme parks, or low-
fidelity entertainment experiences, such

that's too late, at least chang ed since we past five years. As ol as iPads and consoles that require little )
a way forward for December 2010, in the investment of time and effort to enjoy. [/
i Al _ were cave people ; Pl e . i K,
videogames in the public | UK, of the 948 minutes The fidelity belly is where everything 48
sphere. Nevertheless, the 1N ferms of []‘C]}flr"lg the average adult spends that is belween these two extremes b
tone of the conference awake, 45 per cent of dies,” he said. “We have seen it -
. together. It's about Rk ' ' y s @

keynote, delivered by that time is spent in happen to CDs and we are now seeing ~

Randy White, CEO of
White Hutchinson Leisure
& Learning Group, was defiant in the
face ot apparent defeat, pointing to the
boom in social Web games as evidence
of the arcade’s continuing relevance:
“People play CityVille and Empires &
Allies on Facebook not so much for the
game itselt, but for the social aspect.
Mot much has changed since we were
cave people in terms of desire to play
together. It's still about being a group,
an area where outol-home
entertainment can strongly deliver.”
However, White was quick to
concede that the arcade cannot but
struggle in this new day, where the
“creative destruction of location” has
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being a group”

media and online
communication, with
the greatest percentage given over fo
video, including games, he revealed.
This redoubled interest in
videogames has not translated to the
out-ol-home entertainment sector.
however. While homes in the lowest 20
per cent of household income have
increased videogame spending by 214
per cent, this has coincided with a shift
to consoles and other, more general
in-home purchasing of electronic goods.
Last year the average American
household spent just $180 over the
course of the year on out-ol-home
entertainment, including museums,
theme parks and cinemas, as well

it happen to videogame arcades”.
White wasn't the bearer of only
miserable tidings, however. He also
sought to offer a way forward, out of
the industry’s current situation. “What is
the antidote to the fidelity belly2” he
asked. “Socialising. We need to view
arcade games as primarily about
socialising, not entertainment.” He
pointed to the movie industry for
examples of where this shift is occurring
in other out-ot-home entertainment
sectors. “Cinemas are trying to
respond with in-theatre dining, bars,
restaurants. They are clearly going
upscale in order to strengthen the
social aspect of going to the movies.”
He urged game makers to look at

ll
b
— T



The powerful social
aspect of the arcade
is fundamental to its
future, says industry
expert Randy White

some classic, non-digital social game

classics for inspiration: “Miniature

golf, bowling and billiards are all
classic social games that have stood
the test of time when it comes to outol-
home entertainment. They all share
common characteristics in that they
have a group of people playing.

One person does something, usually

with a ball, while others watch the

entertainment and socialise. It's an
extremely powerful formula, and there
are lessons in these classic games that
we would do well to learn from at this
moment in time.”

White also encouraged game
makers to build transformation into
their experiences. “If you can integrate
personal recognition, self-esteem and
rransformation from one state to another
into your games then it raises their
perceived value,” he argued.
“Customer co-creation is another
model that is key to raising the sense
of value to out-of-home entertainment
experiences,” he said, referencing
Starbucks’ ‘Have It Your Way' coffee
programme as an example of a
company that's working together
with its customers to give a tailored,
unigue experience.

“The key is to offer unique
experiences that are difticult or
impossible to replicate at home,” he
concluded. “We have learned to steal
ideas from the theme park, crafting
big experiences to draw visitors in
and inspire repeat visitation. Now we

| need to couple that with experience
m"itd::ﬂ::;niiﬁ’ pers:::m::llismicm, integration with

Leisure & Learning other devices and social media.” B
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METAGAMES

his is the SOy of o man named
Stanley. Stanley worked for a

company in a big building, where he

was employee ﬂ.??
wWlS !'E.”T'Il.'_':l (=

Employee 427 job
he sat at his desk in room

427, and he pushed buttons. Orders

Digging up the
critical path

In Halt-Lite 2 mod The Stanley Parable, your first
choice may simply be choosing to choose not to play

the mod, there's always Youlube),

0 1h-’*l_lc_‘.|h it's inh*m*;ﬁr*q o note that in the
author’s experience "almost & Sveryones on
their first playthrough takes the left door”
before later rebelling. Also, "the secona

most popular choice is to disobey all the

S0, just what does make for a gmfd
rI’II'-"'|._]Ii]._'J nes In most cases. shorl is ¢
sleels shart, E-L,.rTu-.:'-rh-r.:_ niended o \U';;I
tive minutes has much less risk of both
ripping over its toes and angering the
F_]‘f_]':l.-'ﬁl = unintenhonally, ol least — when

COMe U O monitor next o I”-i':' I.'_'.I-'""'i-l" VWILTY IO Ine IZ_?['I'_‘.I """.:_5'"?" regiise |'|"'II'3":.-'II":'_Z' '}'lli_? |Z:L_. IZ_]: ”'III'_. -._JL:.II'
-""Hlfnl._. “I 11 "."'."|'||I.'_.|' _].LJH'-._. 15 10 [ALST, |"|-.__"|'..-".. E]E' "."'."l"n'-r-' '.’_'ili_'.ll".'l commercial CJAmes '-’._]lf'l:_'.'

L:ﬂ% 1o push INem | _fr and in uuFf"r croar,

|

"I 515 -."'.-'l"l 1| r|l._. _ZII-.’_'I Svely Gy, df |I.'_'.|

althoue gn aothers m ay }I,'_‘.I-.-'I:* considered |

SO IE-FCIIH::‘.

] avary

Stanley relish '

MOmen| 1h:;.1 rhc_r ::erfjr.':'. CaOme in.

Halklite 2

-7 - i
[he Stanley Parable, o

moa by Davey Wrenden, i rT'-fwa things.

Clever dr*.lﬂl-’*

ViVarth ol ay |fn:_;|-:a e

question. Rough and unpolished? Withoul
o doubt. But subtle? No.

| is. however one

f_hf the most ir"r:rc:ali".g_]

pi-:':"L':E.‘E- i'_J[ meic i_ngrﬁ'rEE;]

-i_'”.-r’IrTH_-'.'Hlf_‘.":,-' () \L“:I-';'-_ T"Hf

bocus isn't really on poo

EILW\-.‘:W, Bul on hwo Ken

i

[k

o follow orders or rebel

IBMEs = OUl *r.fi\\irt::_]r'ﬁaaa

against authorily, cIncl

-!':;'J-!._’.Il;l‘-:,-' -.,'.;I*r_'.r r'.ij*.flrlg ne

[ALWVE 1o IZ_'I"|"'._.":'_“.':'_-'|I.'_Z' means in the context -.’_':'I:

a complelely aesigned world.

MNiostl Y, I}.m-—'- dt‘ s10ns lake the {m M

‘:'_':ll: plli_lli nE_] Detveen wo LT -.“_'IEGIE._ wil |"'

-

)

a3

the narralor ordering you fo go elt so
that his slory can conhinue, while you're

Empred oy |'|'III'2 nower of |'|""IE:E' LIME MO,

& genius of it is that doing so lﬂdii’ﬂ::”ﬂf’

"uiFI:. Ine nature U[ e wWior d 'Ii.r;*Hr ﬂ\f;rlu

The tocus is on
our willingness to
tollow orders or
“and what
having the power

to choose means

an iz kind {;F metatextual p'erﬂiseg

A tew do. I':"u-.’_“.l_.{:]:r“ mostly via narrafive

elements alone. Ff.rl.'gh.*:; O The Old
Republic 2's story, lor instance, was
largely a critique of the concept of

predestination via the Force in Star Wars,
while Shadow Of The Colossus' tinal

havi s |*'udr3 .'_“.‘-,’_]':,.-Tj:lﬁ. rE=-2%cmine i|_;,3 MW

ruuu'\nf games have rained them 1o
commit mure i-,-;r Ol reqyuast.
*f-:'x_,s I-.'_]rII_'.-":,.-' e 5-|!:]L'-i_'i[i{_'

i!"l'LZ_']l.’_'.I'T'II'_'! TS T S QO ';r'u':

;”-‘:.l'ft':' 5 own role direc \.;r.

except in outngnt paroay
games, which typically
shck 1o F]f_]LiI'E_] fun at o
proolem |'|"|I'._':':,.-'.'-."IZ_} touna
instead of -:nfcrux:]H«; 'rixi'"lg 1
T}'ETE e moe

ambilicus gomes, Hlf_ug}'., from Metal
Gear Solid Z's very poinled take on
hero worship and its own fan Dase, 10

BioShock's more F'aq‘m::u‘-':]r explanation of
its critical path b[:'-'r“.::;] a result of mind
contral from its villain. Fven nere. Ihi_aug_,]h,
with plavers |{.=.&:’J-::r*.|:']i*“|5_] well to the p!ijﬂ
point, there was enough of the game left
O e lf_}f;jb\-::'r"a Io sink in = notab \/ 1als]

L?fi:lusj]l'lr I._If':I:I'!':"I 'I“'I':" Epﬂ"ii_ﬂ"'

For a great example of the style

done well look for Adam Cadre’s tex
adventure 9:05, a game about waking
up in a panic. For 5|:|rr:er|"|3r1g meatier, try
Andrew Plotkin's Sp.‘.j'.g-.r And VWeb. an

=5 !'_."'I-G"I"._‘.gl'_."" '?U!T'ul:}li_‘.l C X imen H'_'!'-."I.'_'.l!'-.-'i "I?._]

around the relationship between you-as

player, youas-character and a narrator
who expects you fo be one and the

same. Other thoughtprovoking free

_._IZ_']{J’"'H'_'!E. WOrIN ".._'Ir'l'.'_?l.'_'.Li "I_.':'_J Oul Er'l':'_':l_li'_'!l:_'f'

loved, One Chance and Sweatshop.
In most case

want o play a gome to be insulted, and

""-'.'_'IrI.E. O COITIIT R F_'II-:'_'."IT_ZI em. rar 0o I.'_'.I'[“"f'l

_g meEs "-.-"."||'|' an eye on E'_.'-.:'__'-ir',_-_':l mela ,:-_}“--:I..--,r

.I-l

""'f_]r '1"'."I2j' e No IEII_]H":,-' :".._’.'II_II‘E'.*_] l'_]":. F_ZIII_'JIrll-.:"[:I".'_.-’I

doors, Al that jumps :ar*i_uighr from “Ho.
triend!” to "We must light to the death!”
or big fake choices. We mere y tolerate
them, ignore them and in most cases
and any game that wants
io rub our faces i

F{?'g'u-ﬁf inem —
thal generosity had
better be gamn sure
of its own house in order firsi

This is not a Fl'c;bit':rn with [he 5.'-:1ri-'l?jr"

F-L:.'-:Jﬁ.ﬁ."c'-, }

pretentious, or clever, o .’i.i'“T"lF_}‘“;,f :.Jr“-'“r-?e

iowever You rnighr Hined

anda al varous pOoINts, it's all of them ol

3, "I-:""-.-"L"I.:j'"."E'f._ ':,."E:nJ "."'.":'_':l'._J!I.'_‘j['I.r

it has every last brick

Wwith Ihf: relationshio between E-i]'*' &y an s this restriction was more down to the ‘e:w:\ OnNce. H'r: Lr*-f is that while the narmator

his narrator, s the narrator on his sicde? |s ZI;'—;';.iE_jI’I than the villain's orders. and that himselt can be preac h*:rf the game as a

e O '-.“Er"IE:]E;L-‘ GlaDOS-style goad? Is the nothing actually changed postrevelation. whole isn't. There are no real right o

whaole situation an illusion. o CONSPIracy, An initial wowed response ot "Yes WTONG ChoICEes, SIMPhy ditterent Ones, |

a trial o E;]i'-rﬁ' Yes. Or no. Maybe both have been F{}H"".l'-.-'-.-'i"'ll:_'] orders like a robot!l” e fo ano r"'::thir"g:] walking away hl,“:;;ﬁtﬁur
Specitics would spoil the game if can very quickly giv .-uﬂﬁf lo: “VWail ils Whatever you take from it though, 1 ModDE

yvou haven t ined It el lit viou cant run My taull el iﬂihli]rlf d a linear shooters” t'll almaost ij:i'?.'f-:]lll‘*:rf include a smile. W
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If this seems familiar
in some way, the whole
mod looks like this.
Empty rooms and
corridors, all built with

basic Half-Life 2 assets

CHOOSE
OR PERISH

The scrutiny applied

te modern-day
gaming decisions

With even more
singleplayer games now
effectively online, if only
via Achievements, the
choices we make ingame
have never been more
Qpern. E"l"'Er':r"Ei'nE can see,
for instance. that in the PC
version of Falloul: New
Vegas, 18.7 per cent of
people decided to take
over the city, while only
5.7 per cent threw in with
the villains. Bravo. This is
slowly making its way into
games directly too, with
LA Noire n:uﬁerirug an
effective ‘ask the
audience’ option during
interrogations, and the
Japanese puzzler
Catherine presenting stats
The Stanley Parable author Davey Wrenden is currently in on how many of its players
the process of creating a new version of our hero (left) voted bor ma Frigge.
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IAMSBIT

| AM 8 (AGAIN|

LA's hip game culture collective powers up

For the opening of its fifth annual
exhibition of fine art inspired by
"80s videogame culture, LA-based
iam8bit Productions changed the
name of the event from iamBbit to
Super iamBbit. For anyone reared
on Bbit games, the praﬂmh\e
‘super’ conjures images of teeny
2D Mario sprouting into his stouter
form, and the Mintendo mascot's
mutation offers a perfect analogue
for iamBbit's growth, all the way
down to the hipster moustache.
Thanks to the credibility
banked by its arch-hip gallery
show, iam8bit has morphed itself
into a tull-scale boutique marketing

firm, events producer and creative
consultancy. Clients range from
Mintendo OF America to MTV to
Radichead. It's also moved inlo
a vastly bigger gallery space -
nearly 5,000 square feet - in LA's
trendy Echo Park neighbourhooed.
“It's our playground and
constant experiment,” says

iamB8bit founder Jon M Gibson
of the new HQ. "We want to do

everything there - from art shows
to concerts to skateboarding. We
designed the space to adapt and
evolve. It's very modular that way,
and videogames are just the tip

of the pi xelated ice |:|-Errg o

This year's exhibition,
featuring Barnaby Ward's
dizzying Metroid-inspired
work (pictured), runs until
September 10. A book
(above) is also imminent
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Soundbytes

Game commentary in snack-sizea mouthfuls

r—

“It's not like those things are pieces of shit, you know? They're

tun — some of them are tun. So | think they're a necessity.

Not everyone has
to be living on the
edge like | am.

| think that would be a problem too, it that was the case.”
Ex-Team MNinjo chiel Tomonebu lagaki clfers his toke on the games at E3 201 ]

‘It dDEEHI mean you have to SOC |O ‘ Ble
peo p | e t doesn’t mean

you have to do anything but play the game by yourself.”

fartuet

[l True POL

A million basementdwellers applaud as Blizzard’s
Robert Bridenbecker -larifies Diablo IIfs anline demands

“| don't get a credit and you'll

ne\fer seeé [Tle
acting agaln.”
”IT makes me relaxed £
When I'm sTressed N
| just play games.

World's tastest man Usain Bolt pays Iribute to his beloved PlayStation 3

-
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ARCADE
WAITCH

Keeping an eye on the
coin-op gaming scene

Game Fruit Ninja FX
Manufacturer Adrenaline Amusement

Fruit Ninja's arrival in the arcade
Is a ghimpse of the future. Half
Brick's mega-selling mobile title,
in which you dice flying fruit with
sweeps of your finger for points
and combos, has already made its
way to larger screens via Kinect,
and with Adrenaline Amusement
licensing both this and Firemint's
Flight Control for the arcade, it
could well portend an ongoing
handheld-to-coin-op migration.
You might wonder at the
strategy: who's going want to
pay per play, when you can slash
fruit indefinitely on your phone
for 70p? Adrenaline’s answer Is
to make it a social experience
with a three-screen cluster
(although single-screen plinths
are available) and competitive
play. The screen itself makes it
an attractive proposition, with a
responsive 46-inch multitouch
which does justice to the game’s
sharp, saturated colours, and
allows the player to slice fruit
with every finger simultaneously.
The host platform, TouchFX,
will no doubt serve as the basis
for Adrenaline Amusement’s
release of Flight Control, too,
as the arcade fills up with ever
more finger-flailing fare.
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KNOWLEDGE
FAVOURITES

d Vaizey is the UK's minister for

culture, communications and creative

industries, a remit that just happens fo

cover some of the world'’s best game
developers. Vaizey has been instrumental
in raising the profile of games behind the
high walls of the Houses of Parliament
but, it turns out, he's equally happy
playing Plants Vs Zombies on the Tube.

When did you first start gaming?
Well, | wouldn't describe myselt as a
gamer, and | was never very good al
games. Obviously, being aged 43, my
gaming frajectory probably followed that
of people very similar 1o my age, which
is a bit ot Asferoids to start with, and then
moving on to Space Invaders. The
memory probably plays tricks, but | think
it was probably around when | was ten
or 11. And then the most sophisticated it
got tor me was probably Defender. Bul
| think the trouble with playing games at
that age, when you're 13 or 14, is il
you're not very gooed but your mates are,
it tends to put you offl 5o games never
really embedded in my consciousness.
But now I'm starting to play games
again. Partly, obviously, because I'm the
games minister, but actually it's become
something | do with my son, who's not yel
live. I's a very good example of why on
one hand games have this image of
solitary people who are antisocial,
whereas my son and | started off with
Angry Birds and now we've moved on to
Plants Vs Zombies. It's a gome that I'm
eally quite enjoying — to the extent that
now surreplitiously play it by myself
when my wile's gone 1o bed! I've also
got myselt a Wii, and | play Mario Kart.
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Born in 1968, Vaizey
became Conservative
MP for the Oxfordshire
constituency of
Wantage in 2005, and
was re-elected in
2010. In addition to
his ministerial duties,
Vaizey is also a trained
barrister and a regular
newspaper columnist,
ELSPA director general
Michael Rawlinson
described him as "one
of the few politicians
with a true grasp as

to the importance

of the videogames
industry and its
cultural impact”.

My favourite game
Ed Vaizey

The UK’s minister for culture contemplates
a gaming room in the mother of parliaments

Other than professionally, how do
games factor into your day?

All of this stult depends partly on your
background, and p:rl\:,-r on your ifesh:,r\e-
| think the reason that social gaming and
apps have laken ott is that it I'm on the

Tube, tor example, I'm not going to be
able to look at my emails or anything, bu

| can take out my iPhone and get to the
next level of Planis Vs Zombies! So | think
that being able to dip into games when
you're travelling is the kind of thing that's
going fo make people like me play more.
Like | say, | wasn't culturally a gamer

it wasn't something that caught on with
me in my leenage years
pecause | wasn't very
good of them. But now,
middle-aged men with
iPhones are more likely
lo play games because
they re so easy lo get.

Outside of game
industry exponents such
as yourself and Tom Watson, has there
been a shift in attitude towards games
among MPs?

Yeah | think there's been a detinite shitt.
IGA and UKIE have been very good al
raising the profile of games and geffing
across o dilterent message to politicians
about the applicability of games to a
range of sectors — such as education -
and the tact that game companies
employ toprnotch graduates with
formidable backgrounds in computer
science and art. And | cerlainly think with
a new generation of MPs you're going o
see a significant shift [lowards] support of
gaming in parlioment.

Release Storahlags & Fantablag

“| think with a new
generation of MPs
you're going fo
see a significant
shift towards the
support of games”

Most people are aware of the Houses
of Parliament’s bars, but when are we
likely to see a gaming room for MPs?
It's quite an interesting point you make
there, because | asked it | could pul

a games console in my room in the
department. The powers that be were
against it, because people coming for
meetings would assume that | was
spending every spare minute playing
games! Yet I'm allowed o TV... | should
have been more firm. Perhaps | will be
more firm and say | want a games
console in my office to put on display
and show the best of British gaming -

| would happily do that!
And | think that's a very
good point: people don’l
think twice about the tact
that every MP has a TV in
their room. As for setting
up @ gaming room, why
shouldn't we? Especially
as | think we have a rifle
range somewhere —
although I've never found it... [loughs]

A lightgun range would be a lot safer.

Exactly! And it the indusiry wanted fo starl
talks along those lines with the Commons
Society, | would certainly support them.

OK, time to pick your favourite game.
Well, it's a complicaled question. At the
moment, it's delinitely Plants Vs Zombies.
But Defenager is the one that sticks mostly
in my mind, because that was the block
lo me becoming a gamer, as | wasn
very gﬂﬂd at it. ‘Favourite’ isn't the righr
word lo describe Defender, but ‘most
signiticant’ probably is. I
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Vaizey was a speechwriter
and adviser for former
Conservative leader
Michael Howard, and

has been on the party's
front bench since 2006

Johin Lastsrente
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The Tip Of The Sphere i, Lee-Lee's Quest
thetipofthesphere.com | bit.ly/p69mej
Game designer Jaime : Lee-Lee’s Quest, like much

WEB SITE 3 WEB GAME
N
'

g

Griesemer knows a thing or L PR e of indie developer Marcus
two about making games. - l‘!" Richert's output, riffs on

His work at Bungie has 1 gaming classics with some dry
been extensive, from early wit and well-timed laughs. Set

multiplayer work on Myth Il to

a role as game design lead on 1‘o‘rIDEn

in a parody version of Super
Mano World, Lee-Lee 1s on a

Halo 3 and most recently his Mega 64's Deus Ex tribute mission to rescue Lou-Lou -
contribution to Halo Reach. bit.ly/odt1ja the damsel in distress who,
Though only launched It's branded a tribute but, as it’s kaid out from the start, is
at the beginning of the year with all of Mega 64's output, actually a man who "just
The Tip Of The Sphere is you can't help read - and happens to have long
already bursting with his adore — it as parody. Shuttling eyelashes and likes pink "
unigue view of game design, the super-serious iconography The platforming is simple
how to get it right and and dialogue of Deus Ex into and smooth and the gags
how to get it wrong, the the modern world of a retail come thick and fast. While
fundamentals of enemy store provides some fine Richert's level designs are
design, plus a dissection of public confusion as a Denton basic imitations of traditional
football penalty shootouts. wannabe hacks anything layouts = though often
Griesemer's posts are electrical (including fax cunning in their own right -
short and succinct — as with machines). It's when the video it"s the voice-acting and script
the Master Chief himselt, pulls back to reveal itself as a that deserve the most praise.
there's not a wasted word - fake trailer for Deus Ex 3 - Rather than squish the foes
and his examination of game being shown at Comic-Con in littered around the place,
industry vocabulary and front of what seem to be Eidos vou find yourself holding off
codification is a valuable personnel — that you really for a quip or piece of dialogue.
conftribution to this begin to admire the nerve and Lee-Lee and his quest are
burgeoning field of study, gusto of the Mega 64 team. perfectly short and silly.

THIS MONTH ON EDGE

A sprinkling of things that tugged at our attention during the production ot E232

BOOK TWEETS

Pownload intlhrue B E format

BioShock: Rapture (John Shirley, Titan Books) Apologies to all my Carcassonne i05 opponents
Did you know that the patch of sea floor on which Rapture was Shifﬂng Falked screens tor neglecting my tumns of late. | have been busy
built is located just south-west of lceland? Or that the recordings of Roadworks sudd En‘}r Prediction: prerend being acquired by EA. It Is now your move,
Ryan's voice that play on audiclogs and over loudspeakers as you o ] N | it @Greenspeak
pass through Rapture were initially delivered as public addresses, a whole lof more screenshots will never
= but recorded so that edited sections could be later broadcast as annoying, right?  go out of tashion. Ever. Nintendo regarding i0S: we don't want to devalue
15 “inspirational talks" ? While author John Shirley's prose is games. Nintendo regarding poor 305 sales: have
= competent, if not exactly artful, in execution, BioShock fans will : 20 games free!
P find their appreciation of the game’s setting elevated by digesting _ Slap bass Tuk'ﬂg Hfﬂﬁnihﬂs @BinaryTweedDeej
ﬁ? the background details this novelisation provides. Like an ocean Driver's taught us Sometimes it might be
“:"' flooding a crumbled ballroom, Shirley does his best to fill the gaps. that cops can't cruise easier to draw you a 5ll'l1I:ll'-'Et':_l|'lat up 'ZDUI;EELTI;!;E FIIEII::.EEI':IEL 'm fucking
e . . oft to the seaside .
- through Cali without it.  picture of the game. &MarkRein
|.|__ k i ; : :
. - _j. 1:1.:' [,. " Augmanruﬁnns E:I.'.pil"ﬂd betas :';Imél IFI:;;rnhnhg.lrrr;E- |nEdEr~.r~.=InprnE-nl. It wall ship
.- e undied with a Neo Geo,
" Laser-enhanced eyes  Connect up the Ogiordancbe
= RAPTURE | GET - but when can we console, find the game
o N 10 apply tor new lungs?  no longer works. Yay.
h' b Blaming games  3DS accusations
- . It's reassuring to have First the Sun, now
one predictable thing  Private Eye claims it
in the face of chaos.  couses headaches.
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Within Dispatches this month, Dialogue
sees Edge’s readership propose a new
way of organising game retail, ponder
the most important sfeps forward in
gaming, try to decide which room in

the house suits a Wii U, and wonder
whether games — and gamers — really
are growing up. In Perspective, Steven
Poole % imagines a media mogul in a
compromising position, Leigh Alexander
[ finds herself shaped by personal
context, and Brian Howe @ gets the
inside track on Microsott's plans to shape
its entire gaming future around Kinect,
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Dialogue

Send your views fo
edge@tuturenet.com,
using 'Dialogue’

as the subject. Our
etter of the month wins a 3DS

Organising chaos

Yesterdav [ was browsing the shelves ot a
local videogame shop when [ began to realise
what a bizarre wayv all game stores display
their stock when compared to music, book
or DVD stores. I was standing in the ‘O’
section, reading the back cover ot a copy of
Okami, and wondered if the shop also had a
copy of Clover Studio’s other cult classic
God Hand. This meant wandering all the
way down the aisle to the ‘G’ section.
Wanting to peruse a copy of Viewtiful Joe
would mean trudging back past the point
where I started and onwards to the “V’
section at the back of the store.

Can vou imagine vour local record store
insisting vou flick through The Rolling
Stones discography by starting near the door
tor Beggars Banquet and ending at the fire
exit for Voodoo Lounge? Or how about vour
local book store demanding you go up and
down several escalators in search of a few
James Patterson novels? Of course not, it's
much more convenient to have the artist’s

whole discography or bibliography in one
place. And even more importantly, it creates
a celebration of the artist in their own right,
offering up unknown jewels to the
uninitiated and placing the developer’s name
in the limehight rather than just being a mere
logo to be button-pressed off the TV screen
as quickly as possible. It's almost as if the
very people who are trying to sell us these
games are missing out on the opportunity of
saving: “Hev, look, if vou like the game vou've
picked up, then take a look right here at some
other games by the same studio”. Yet again,
our hobby 1s set apart from established forms
of art by the general media refusing to
recognise the talented people within the
games industry.

Unfortunately, I guess we have travelled
too tar down the road to turn back now.
Game shops will be reluctant to lose the
revenue generated by Auntie Vera popping
in to buy Modern Warfare 3 tor her precious
little Jimmy and walking out of the store
empty-handed because she had neglected to
check the ‘I’ section. Of course this scenario
could never possibly happen due to the poor
woman being brow-beaten to within an inch
of her life by six-foot-tall cardboard soldiers
and wall-to-wall copies of the next in a long
line of by-the-numbers megahits.

And, as a final thought, | suppose the
main fly in the ointment with shops adopting
the concept of categorising their stock by
studio names is that customers would
probably develop arthritis while thumbing
through Nintendo’s entire back catalogue.

['ll make a mental note to wear sensible
shoes on my next shopping trip.
Melanie Bottomley

R i = ; - i e . ol |
||.".'.'fl."|“l S (eserve more crect1t 1nan tnes

usually receive In a retaill environment, but

we on't roresee a time so00n when a studio's

name will Bl Ll the kind of prominence that

the words ‘Stephen King' enjoy on book
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‘label” as 1n a record shop? Either way, vour
local Nintendo section wil

DUsSY thanks to the arrival of vour new 35,
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A giant step for reclining

S50 what 1s the biggest step forward in gaming
this century from a gamer’s point of view?
Sure, Kinect is amazing from a technical

DISPATCHES
DIALOGUE

standpoint, HD looks great and so does 3D
etc, etc, but I want to talk about the little
things that make a big ditference.

Autosave, mavbe? How many times has
autosave saved vou from replaving the past
two hours of a game? It's a simple step
forward but we all appreciate 1t, and just
imagine plaving without it.

Perhaps being able to play vour own
music from the hard drive while gaming 1s
your number one? [ must have soo0-600
songs ripped to my 360 hard drive, and while
plaving Tiger Woods with my tamily, having
my music on shuffle during our games of
Bingo Bango Bongo makes the evening!

For me, the greatest step torward 1s
simply being able to turn on vour console
with your pad. You can’t beat being laid on
the sota after a hard day at work, wanting a
quick blast on your game of the moment,
and simply reaching out to the coffee table
to grab vour pad and start gaming! I would
love to hear other readers’ thoughts, too. It’s

always the simple things that make us happy.
Phill Copes

We'll take the simple convenience ol
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Spreading the word
Nintendo’s Katsuya Eguchi [E230] failed to
mention another painfully obvious reason
plavers have lost interest in Wil a perception
of so few quality games.

In truth there’s quite a huge amount of
guality exclusive games both at retail and
online, but not so much the easy-access,
easily marketable Wi Sports or Mario Kart
types. Gaming gems of all types seem to
be privy only to nerds caring enough to
spread the word to previous non-gamers.
Nintendo needs a new marketing
department, not to mention more Nintendo
games. And, by the way, their own support
for MotionPlus has been pathetic.

John Oliva

Rm_:m with a Wii U

While I am enthralled by the concept of the
Wi U, I have a number of concerns about

the console. [ seem to be in one of the key
demographics outlined by Nintendo: I am
married with kids and am probably what is

considered a core gamer who bought a Wii
and all the associated paraphernalia, which ©
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Lee Hyde hails a new
era of mature games,
with titles such as
Irrational’s upcoming
BioShock Infinite

at the vanguard

30

now resides under the staircase. | purchased
a PS3 a couple of vears after the Wii.

|l can see the benefits of being able to
play a console while my wife watches the
abysmal soap opera Home And Away, or
while my daughter watches one of the
countless, clearly Pink Floyd-inspired kids’
shows. The problem 1 have is how we use
the PS3 and the lack of any feature-matching
by the Wii.

Our PS3 is no longer just the game
console, it is the centre of our entertainment
system. We use the Blu-ray, DVD and CD
capabilities, and the digital photo album
feature. All of our daughter’s favourite DVDs
have been uploaded to the device for ready
access and we quite often use the video hire
feature. We regularly put on the music video
channel on a Friday evening, and this one
device has made our entertainment device
stack nicely minimalist.

Bevond possible voice chat (which is

already set up on the PS3) and Web browsing

there is no talk of Wii U
entertainment features that
would cause us to consider
swapping. It would be
interesting to find out how
many other readers use their
PS3 for entertainment as much
as gaming, and whether this
sort of functionality is now
expected. If anvthing, the Wii
U is fighting for our bedroom
TV, as the battle for our lounge
has already been won.

Sergei Nester

Well, there's FaceTime-style video chat, af
least. Without a hard drive, though, Wi U 1s
never going to be a like-tor-like competitor
to Sonv's hardware. We have to assume that
Nintendo 1s entirely happy with that.

The growing-up game
| intended to write this letter some months
ago, which is only a little ironic given that

my subject of today is maturity — and in that

time, my own opinion has grown into a
different one than vou would originally have
received. One of your own columnists

recently said that our worst enemies in being

accepted by the mainstream are ourselves,

and in very many ways [ agree — both plavers

and industry alike. We've all heard a few

It anything, Wil
U is tighting for
our bedroom TV.
The battle for
our lounge is
already won

thousand Call Of Duty plavers throw out
the word ‘fag’ as an insult and be almost
vindicated by the fact that Infinity Ward
themselves used it in their marketing
campaign for Modern Warfare 2. What kind
of example does it set to a million horny
teenage boys when David Jaffe, creator of
several huge gaming franchises, had time to
suggest that Kratos would (oh please don't
make me write this) have a “FUCKALITY
and fuck the SHIT out of Sonya AND Katana
at the same motherfucking TIME!!!” if
included in Mortal Kombat? 1 kan but kringe.

And then | began to wonder if, mavbe,
these were actually just the teenage growing
pains of an industry which so wants to be
like its Uncle Hollywood, but simply hasn’t
vet realised its capacity to grow into its own
unique person. Are we doomed forever to
tantrums like Shadows Of The Damned or
Duke Nukem Forever, criticised for their
awkwardly juvenile humour and depictions
of women? I truly wasn’t sure.

And then I read vour
preview of Mass Effect 3. | was
struck by how it should have

nothing more than bad sci-fi,

The same too of BioShock
Infinite, which “at its heart...
appears to be a very human
story, centred on characters
who feel vulnerable and real”
Previews of Skyrim have already been

shouting volumes, while Journey takes players

on moving adventures without even saying a
word. There will always be kids, and those
who behave like them. But I can really see a
paradigm shift taking place where games,
game makers and hopefully even gamers are
growing up and becoming their own cultural,
as well as financial, force to be reckoned
with. To me, that's very exciting.

Lee Hyde

The time has long since passed when a
single title can be considered representative
of gaming as a whole, and there have always
been discerning plavers and game makers,
but as the average age of gamers increases,
developers will have to become better at
catering for them. Then again, vou did see
Duke Nukem Forever storm the charts, ves?! B

Release Storglags & Faniahlag

been laughed out of the room as

but in fact sounded like a deeply
engrossing and believable world.

ONLINE
OFFLINE

Your responses to the
lopics we invite you

to discuss on our Web
site at nﬁxlgﬂn.htz and
our Facebook page.

Should Nintendo
consider entering the
smartphone market?
Why? That's pointless.
Stupid and pointless.
Why would they ever

sell another handheld if
ﬂm}f put Mario Kart on
the iPhone? Stupid!

Brian Lelas ,

via Facebook

Just no. | think one iftfy
mobile gaming platform
is enough to keep them
busy for a while.

Pete Butler,
via Facebook

Depends whether you
view there being a future
tor handheld conscles.
Personally, | think there is
- My niece and n&phﬂw
love their D5 consoles. but
won't be getting a mobile
any hime soon - |ust nol @
long-term fulure at the
current pricing model,
Asking £30+ for 3D5S
games is just not an
attractive proposition;
gamers expect to pay
similar amounts for 360
or P33 titles. | can see

a handheld with £100
RRP for conscle and
£19.99 RRP for games
as atractive, a step up
from smurl!phcmasl but
admitting their place as
stop-gap gaming between
proper console sessions.
Edward Brown,

via Facebook

When things turn bad,
everyone is going to turn
back to Mintendo because
gaming won't ever change
as long as Nintendo is
about games. If Sony, and
Microsoft quit, Nintendo
will still be here muir.ing

games tor Mintendo.

Ppxexe DarkRose,
via Facebook
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STEVEN POOLE

Trigger Happy
Why Whack ‘Em and

Hack 'Em will not be
coming fo a game sfore
near you any fime soon

n America, the Supreme Court has ruled

that videogames are protected under the

First Amendment’s principle of free speech.
In Britain, the News Of The World has been
closed after turther revelations of phone
hacking. It is surely time to take advantage of
this double newstruit to produce an updated
version of the celebrated Atari 2600 porn
game Beat 'Em And Eat 'Em. In the new
version, the gentleman ejaculating copiously
from the rooftops would bear a curious
resemblance to Rupert Murdoch, and yvour
two tlame-haired naked female avatars,
horizontally jockeying with upturned mouths
for the precious savoury liquid, would
periodically 1ssue gargling statements denying

that they knew anvthing about phone hacking.

The SCOTUS decision is sensible in one

32

way — videogames, being a form of artistic
expression (even if they rarely 1n fact rise
above the level of ‘entertainment’), quahiy
as ‘speech’just as much as novels or movies
do, and should therefore escape censorship.
On the other hand, the judgment’s practical
eftect is weird: it was delivered in the context
of striking down as unconstitutional a
Californian law that made it illegal to sell or
rent ‘violent video games’ to children. That
statute defined the games under restriction as
those in which the plaver ‘kill[s], maim[s],
dismember[s], or sexually assault[s] an image
of a human being, thus proving Californian
lawmakers hopelessly confused about the
relationship between verbs and objects in
interactive mimesis. (How exactly do yvou kill
an image? Or sexually assault an image?)
Notwithstanding this conceptual muddle,
however, | found myself agreeing with the
failed law’s spirit, inasmuch as [ don’t think a
six-vear-old should be plaving Kane & Lynch 2.
Even had the California law not been
overturned, though, | am confident that my
jolly Murdochian nzz-quatfing extravaganza
would have been accorded an
exception under its wise rule
that a game would only be
banned for sale to children if it
‘lack[ed] serious literary, artistic,
political, or scientific value for
minors. My vision for Whack 'Em
and Hack "'Em obviously has all

it might still fall foul of US law’s
‘obscenity’ exception to free
speech — as though blocky,
brightly coloured images of spunking moguls
and sperm-swallowing editors would somehow
be more ‘obscene’ than what those characters
actually accomplished in real life.

The Californian legislature had attempted
to define what it was controlling by referring
to videogames that, especially, were found to
‘appeal to a deviant or morbid interest of
minors. According to the mores of
215t-century society, of course, an eight-year-
old staying at home to read a book might well
count as deviant and morbid, but graphic
representations of torture and murder are
perfectly normal and healthy. “For better or
worse,” Associate Justice Antonin Scalia wrote
in the court’s opinion, “our society has long
regarded many depictions of killing and
maiming as suitable features of popular

| ngreed with the
tailed law’s spirit.
| don’t think @
six-year-old

those values and more. Tragically, Shﬂl..l‘d plﬂ}"'
Kane & Lynch 2

entertainment, including entertainment that
is widely available to minors.” Roll on Modern
Warfare 3 — yvou know, for kids?

Meanwhile, the revelations about public
deviance and morbidity by hacks hacking
phones recalled, tangentially, an all-but-
forgotten paradigm in videogaming: that the
very rebarbativeness of a technical system
could itself be a site of challenging play and
exploration. It turns out that phone hacking
hardly required much videogame-like
methodological imagination or skill in lateral
thinking: default voicemail PINs left most
people’s messageboxes wide open, and a bit
of ‘social engineering’ with helpline operators
accomplished the rest.

But ‘hacking’ has long had a glamorous
aesthetic. In TV dramas and films hackers use
supercool operating systems (all sharp, flat
GUIs) that money can’t buy. And I remember
spending many happily suspenseful hours
playing Steve Cartwright’s Hacker (1985) on
the ZX Spectrum: it was mysterious from the
moment yvou read the instructions, which
explained nothing. (“We've told you how to
load the program: the rest is up
to vou.”) Sadly, mere gamelike
simulations of hacking no longer
have the same appeal these days:
partly because the eerie,
minimalist aesthetic of those
earlv games is now just one of a
near-infinite range of Ul styles
on modern computers, and
partly because hacking real
networks is so much more
interesting and has a much
bigger pavoff, even if just in terms of publicity
for digital Situationists such as LulzSec.

Of course, if any of today’s crackers
grew up on stuff like Hacker, or the film
Wargames (which heart-warmingly taught
that penetrating military systems persuaded
Als that thermonuclear war was unwinnable,
rather than just getting vou extradited to the
US to endure vears of institutionalised torture
known as ‘solitary confinement’), then such
apparently innocuous fictions were at least as
‘deviant’ as anv imaginable tits'n’guns-fest.
Indeed, they were surely incitements to
terrorism, and should have been banned from
sale to adults, never mind minors, before they
were ever released.

Steven Poole is the author of Trigger Happy: The Inner Life
of Videogames, Visit him online at www.stevenpoole.net
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DISPATCHES
PERSPECTIVE

LEIGH ALEXANDER

Level Head

Fow perﬁﬂﬂﬂf context
Ehﬂf::-ea our views of @
game’s level of quality
and importance

— when 1 say The Legend Of Zelda: Ocarina

Of Time 1s not one of the greatest
videogames ever made. It’s not even the
greatest Zelda game ever made (it might
perhaps be third-greatest, but not first).
The franchise’s formula, which asks players
to revisit and rethink all of the gameworld’s
parts from fresh angles as theyv gain new
skills, weakens when it’s slung across a
massive Hyrule that can be tedious to
traverse and listless outside of its handful
of relevant locations.

Ocarina wanted to prove the scope and
beauty of three dimensions, and as chunky
and imperfect as its visuals appear in
hindsight, it did succeed for its time,
superficially. Yet it also forced its designers

I 'm not trving to be smug — or controversial

to be more creative than ever about ways to
maximise assets; the game’s plot ultimately
catapults Link seven yvears into the future
and lets him swap between time periods,

a clever bit of psvchological trickery that
makes the game teel large when 1t’s really
just the same place, re-skinned a little here
and there. You mav remember the same
strategy from The Legend of Zelda: A Link To
The Past — a 2D Super Nintendo game that 1s
six vears older and gives players far more to do
in its world.

Regardless of how one might look
critically at Ocarina, and no matter how many
arguments one might engage on whether it’s
‘perfect’ or not, there’s no debate that it's one
of the most loved videogames ever made.
Plenty of games earn favourable critical
reception despite traits that would have sunk a
different game in the court of public opinion
even before launch.

As well they should, arguably. The list of
games that have captured hearts, imaginations
and a place in history is full of titles with deep
flaws. And while such unlikely favourites can
be tough to explain, their
champions will tell you
something interesting: much of
their passion is not about the
details of the game, but instead
its overall feeling — and playing a
primary and much-overlooked
role in that sentiment is
individual context.

All Nintendo-made games
thrive on simple concepts that
create familiar patterns for fans,
but the Zelda series in particular operates on
the archetypal story of a boy who leaves home
for the first time to become a man, becoming
stronger through lessons learned along his
way, until he’s able to support the people
and things he cares about. That story arc is
almost as old as humankind itself, probably
because allegories for growing up are
fundamentally relatable.

Many of the fans who so zealously treasure
Ocarina today seem to care for the title as a
singular, sentimental experience that they have
rarely, if ever had repeated. Gaming is a young
enough medium that it’s only just now
beginning to see its third generational group
join the space; for the second-gen console
gamers who are now in their 20s and early 30s,
Ocarina was a formative experience during the

Release Storgilags & Fanialag

Context and
re|c1tc1bi|i1'y are
underestimated
in how they
shﬂpe opInions
of our games

span of teen vears. Launching in North
America and Europe right around Christmas,
countless gamers recall exciting holidays
spent with siblings or cousins, the game a gift,
after-school winters spooling into terminal
summers of quiet exploration, or of joyful
discoveries shared.

People don’t talk about Ocarina in terms
of graphics or level design; they talk about it in
terms of the context in which thev remember
playing. Evervthing about the game spoke
directly to those who were intended to enjoy
it, and as such it was intangible things, shared
culture, that made it brilliant and beloved —
not the sort of things vou could ever hope to
quantify on Metacritic.

Context and relatability are woefully
underestimated in how they shape our
opinions of the games we play. The mind of
the game designer tends to prize specifics,
not abstracts, and to him or her designing
a great experience comes from practical
iteration on design components, not musing
on ways to be sure a 14-year-old will never
forget having gotten the product as a birthday
gift. Meanwhile, the gaming
press has long operated under a
sense of obligation to dissolve
personal experience and discuss
games neutrally.

None of that helps. Games
that define how people recall a
period of time in their lives or
with whom they shared the
experience are the ones that are
remembered as truly great.
Playing Mario 2 in a basement
with my neighbour, making up songs for luck,
is a sharper memory of ‘social play’ than
anything I've ever done on Facebook.

There are films about wartime, songs about
youth issues, books about living in the digital
age. Alongside them, videogames — from how
we make them to how we talk about them and
what we call ‘good’ — often seem disinterested
in the hard-to-define elements that create
greatness and permanence in others’ lives,

It's a shame we're often so eager to divest
ourselves of personal feelings around games.
The lasting memories we have of childhood
play don’t need to be the province of our past,
so long as we've got games that can speak to
who we are today — and we listen.

Lolgh Alowmwder s « widkly pbliched wiiter o th
business, design and culture of videogames and social media
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BRIAN HOWE

You're Playing
It Wrong

A behind-the-curtain
glimpse at Microsott's bid
to bring hardcore gamers
and Kinect together

ith its many contact points, the
traditional videogame controller is
like a violin: great for adepts but

unwelcoming to newcomers. As business
models go, ‘impregnably arcane’ can fare poorly
in the open marketplace. How do yvou convince
somebody’s grandparents or little sister to
master the violin for the privilege of playing
Halo? With Kinect, Microsoft ingeniously
answered: “You don’t. Just give them cymbals
and let them crash around.” Thanks to Kinect,
we game in a new era of total accessibility,
except for paraplegics, asthmatics, heavy
mouthbreathers, people with small flats, the
terminally lazy, the tragically uncoordinated
and mummies (as mummies are very slow).

36

Given the runaway success of Kinect,
it's no surprise that Microsoft is pushing all
of its firstparty IPs to support it, per an E3
announcement. What is surprising is the
depth of integration that’s being called for,
as revealed by a secret presentation that an
unnamed Microsoft executive allegedly gave
to the gathered developers. We obtained
this transcript from a somewhat dodgy
whistleblower — under the trenchcoat and
false moustache, we're pretty sure it was a
mummy. So take this with a grain of salt
(mummies are honest, but easily confused).
Mostly, only the executive’s voice was audible
on the recording:

“As vou know, Kinect offers one-to-one
motion tracking, so gamers can feel the
difference between their palsied bodies and
those of their godlike avatars more keenly.
Voice recognition enhances realism and
immersion: instead of pushing a button, vou
verbally command someone whose back vou're
riding on to toss a grenade, just like yvou would
in a real battle situation. And the

user interface makes you feel like ThE‘ Kinect REﬂl

Doll features
tull-spectrum

biofeedback

and 11 warm,
steamy USB ports

you're in Minority Report, if the
entire plot revolved around
listlessly queuing up episodes of
The Office on Netflix. While we
understand the importance of
not implementing new tech
willy=-nilly, it isn’t an issue in our
case, because there is literally no
[P imaginable that deep Kinect
functionality would not improve.
To help you achieve it, I've got notes. Ready?
“Halo 4 team, we think the core players are
really going to enjoy brandishing a mop handle
and velling “bang! pow!” to operate their
weapons. Sure, there have been snafus with
the vocal command recognition, but now that
we've got the profanity filters humming along
in voice chat, we shouldn’t see any more
incidents of Master Chief trying to “go fuck
himself”. Our concern is that the game is still
too hard and too dark for a casual audience.
We’d love for the user to be able to just shout,
“Master Chief! Winning!” from which point
the game finishes itself. And as for the dark
tone, don’t forget that Kinect has augmented
reality capabilities. Why not let the user scan
in her own textiles, replacing all those gloomy
textures with a nice pink rockrose pattern?
“Fable: The Journey team — this one
practically designs itself. What players love

Release Storglags & Faniahlag

most about Fable is the evervday realism it
brings to human interactions. Personally, I was
hopeless with ‘the ladies’ until I learned from
Fable that intimacy blossoms from an obscure
combination of singing, dancing and belching.
That’s how I wooed my wife — she cursed my
disreputable character at first, but 100 Funky
Chickens later, she only had eyes for me. If
vou thought pushing a button to trigger a
dancing animation was engaging, wait until
you get to actually dance that animation, over
and over and over. Obviously there will be
some health liability waivers stashed in the
EULA for this one.

“Mass Effect 3, I've got three words for
vou: total physical immersion. And three more:
softcore space porn. See where I'm going here?
We've got another team working on a
peripheral, the Kinect Real Doll, which features
full-spectrum biofeedback and 11 warm,
steamy USB ports. We'll talk more.

“We’'re running low on time, so I want to
open the floor to questions. Yes, vou in the
back, with vour fists balled
madly in your hair. Hmmm... |
hear vou, but as a term of art,
we prefer ‘logically innovative’
to ‘absurd?

“Next question? Uh-huh.
We've definitely considered that,
and we’re pretty sure that virtual
coitus is like virtual killing — the
parents of Mass Effect fans won't
mind as long as the skins read
alien or robot.

“Fable team, vou have the floor, though
we’d appreciate it if you'd cut out the gentle
weeping. There, there. That's better. Yes, we
know this is risky, but we figure we can do
whatever we want as long as our competitor,
who shan’t be named, keeps leaking its
customers’ personal data like a sieve.

“I think we have time for one more...
ves, the gentleman here by the podium,
with the wire on his trenchcoat and the
crooked moustache.”

[Inarticulate moaning, ]

“What'’s that? You're moaning... um, OK.
I'm not sure what your aversion to fire has to
do with this meeting, but we appreciate the
feedba... wait a moment. Who let a mummy in
here? A bugged one, no less? And shambling
towards me! Guards! Guaaaaaaards!”

Brian Howe writes about music, books, games and more
for a variety of publications, including Pitchfork and Paste
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Building connections

A tew years ago, developers needed only to whimper the word

‘microtransaction’ to guarantee waves of Internet outrage. The tlames of
that debate have long since been extinguished beneath a deluge of
hats. Our prediction: the same thing will soon be said of the latest
tinderbox — games that require a permanent Internet connection.

Diablo Ill (p40) may have sparked controversy with its auction house,

but it's the ‘always online’ requirement that has really set fans afroth. It's
not the only one. Ubisoft’s titles, Driver San Francisco (p112) included,
routinely make such a demand of PC players. Furious feedback threads
imply Ubi’s servers fail to validate connecting players more than is
really acceptable, but the system works — which remains to the chagrin
of laptop owners who wish to play their purchased titles with nary an
ethernet cable or access point in sight.

The truth is that this portion of the playerbase is a small bubble on the
Venn diagram - and it's shrinking further. Being always online is
increasingly a fact of our lives, not to mention a tact of PC usage.

Obviously, many services such as Steam make use of your connection
to update software in the background, but games

MOST

themselves rely on it beyond their explicit multiplayer
WANTED 4 4 PRET TPy
he Bider Scvalle Vs Bhvrion modes. What would Super Meat Boy or Trials HD be
e st v sl o oo without leaderboardse With Journey (p68), the frisson
stobbed our way through the smoggy " .
sl e ol N, Sy of human contact is vital to the game’s sense of scale
locking tor the next unwieldy quest , -
.':|-—|'r""!-.. world to tumble !“I::I ﬂnd |5.{:]|ﬂhﬂn,
Jkyrim promises thot plus drogons . . 3
R Developers need to make online functionality
360, P, PS5

fundamentally meaningful in order to sell the idea of a
e e w05 constant connection. In the case of Diablo I, this
[|I'~I|Ir seems more than likely, given the sort of sophisticated
- TR social featureset that Blizzard’s Battle.net provides.

: underwoler combal With wireless tech providing ever better coverage and

ArenaoMet's laudable exaecuhon ol thie

Its predecessor may have stumbled in the
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DIABLO 111

Skill trees are out and real-world money’s

in as Blizzard redefines the ARPG

Publisher | Blizzard
Developer | [n-house
Format @ Mac PC
Origin | US
Release @ [EA

=
.

Blizzard’s imagination is
unmistakable, regardless of
which of its worlds you're

exploring. Diablo Il proves A
that dark fantasy doesn't e
have to be gloomy: its

beasts are a comic-book *

pleasure to behold
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iablo Il is a game of revolutionary
shifts and instant gratification: an
RPG built for an audience that craves an
almost impossible combination of excess,
depth and immediacy. It's revolutionary in
that it seeks to entirely rewrite the
fundamentals of character crafting, and it’s
gratifying because despite those changes it
will feel like you've been doing things this
way forever, from vour first click to yvour last.
The results are also, to use the stage-managed
understatement of Blizzard’s vice president of
game design, Rob Pardo, “quite fun to play”
And it’s no paradox, either. Blizzard has
the resources to spend the best part of a
decade working — and reworking — every last
detail of a complex formula, vet it also has the
design experience to ensure that such an
enormity of interlocking svstems and variable
mechanics all end up channelled directly into
a game that unfolds with no friction and no
confusion. As the beta nears, every element in

D

-';"he Monk bristles with heavy-

damage arcade finishing
moves and combo fodder

Diablo IIl bows down before the power of one
simple click: the click that busts up zombies,
vacuums loot, activates audiolog lore books
and — now — even allows vou to re-spec vour
character on the flv.

And there lies one of the game’s two big
ideas: a reshaping of the RPG progression
system that does away with points and trees
in favour of simply giving yvou a new skill —
which will grow more powerful as you do —
with each new level. Although Diablo IIT still
forces vou to focus vourself somewhat,
offering at first only two and eventually just
six active skill slots (along with three
passives, an evolution of the series’ troubled
traits system), within that yvou can then swap
abilities in and out to yvour heart’s content,
changing the fundamental nature of your
character from one encounter to the next.

[t's startling stuff. Instead of plotting a
course through each of the five classes and
connecting the dots that would normally spell

ReleasesstonelaysEsqigantalllaly

out ‘tank’ or ‘healer’, Diablo III encourages

yvou to play across the entire class at once.
Naturally it helps that, in order to encourage
yvou further in that direction, its various skills
generally possess a sugary sweetshop clarity
that can leave other games seeming
flavourless and ill-defined. The Barbarian,
the only class to make the transition from
previous games intact, could be your standard
melee-master enlivened by some stone-
shattering audio, but his skills make him new
again, allowing plavers to chain Frenzv attacks
that pick up speed with each blow, or harpoon
enemies and then reel them in with Ancient
Spear. It’s a move that augments the class’s
limited range, but it also turns him into a
deadly fisherman, vicious and, to borrow the
quiet precision of game director Jay Wilson,
“very durable”

Elsewhere, the Wizard can shift from
satisfving standards such as Electrocute to
arcane mortar attacks and laser beams, and
the Monk - like the Barbarian, another melee
class, but built around speed rather than
damage — seems to have launched himself
into Sanctuary from the coin-op world of
Street Fighter II. He bristles with heavy-
damage arcade finishers like the Seven-Sided
Strike and combo fodder such as Exploding
Palm, which grows more powerful on every
successive click. In sharp contrast to his
pious backstory, his choppy animations and
lightning punches make him a blood-boiling
delight to play.

Blizzard’s just getting warmed up,
though, and it’s the Witch Doctor and the
Demon Hunter that truly demonstrate the
game’s firework combat designs at their most
excessive. The former is more pet shop than
pet class, as vou wobble through the world
summoning toads, teetering Jenga towers of
zombies, spiders, “and all that stuff that ten-
vear-old boys love”, as Wilson puts it, while
the Demon Hunter could be mistaken for a
Camden Town neo-dandy in his boho scarf
and leather skinny jeans — but plays,
thankfully, like Batman. He's a ranged
gadgeteer who's able to summon everything
from smoke screens and spectral bear traps to

a trio of grenades that can be lobbed, casually, ©

4]



DIABLO I

BELOW Although the
graphical style is simple and
clear, lighting and particle
effects make Diablo Il a
game you'll want to see
running well. As ever,
though, it will scale to

all kinds of machines

o
aF
z
2

at whichever of Hell's tootsoldiers happen to

be 1n his way at the time, and although he may
head into the Festering Woods looking as it
he's more likely to try and secure a six-month
lease on a loft conversion than scour the land
of the undead, he still leaves an enviable trail
of smoking ribcages 1n his wake.

Diablo I1's five heroes look like specitic
people, with the Witch Doctor’s grasping
hands and long-limbed frame bent almost
double as she inches forward, bringing a touch

of swampish, gumbo-intused voodoo to the
game’s mostly European fantasy landscapes,
while the Wizard, according to Wilson, is
named after a term, that “in the world ot
Diablo, is used almost in a derogatory fashion.
Mages and sorcerers see ‘wizards’ as voung
upstart Kids that are messing with magic

that shouldn’t be messed with. They're
dealing with stuff that normal sorcerers

47

and mages are frightened of: the weather,
time, and space”. It's a revelation that adds
factional nuance to the fiction even as it
explains the class’s wonderfully precarious

combination of punchy, overpowered attacks
and fragile defences.

Furthering the distinction between classes,
each comes with its own resource, some, like
the Barbarian’s Fury, requiring damage to top
up, while others, such as the Wizard’s Arcane
Power, regenerate quickly over time. If that
wasn’t enough of a balancing challenge for the
design team, the Demon Hunter heads into
battle with two meters: a fast-building Hatred
for powering offensive skills, and a slower
Discipline, for defensives.

[t’s a system that points towards a wider
cross-class trend: attack skills built around
specific situations. “Diablo has always had a
very simple combat model that tends to focus

Dungeons are generated
procedurally, although they
rarely feel like it. It's only
on your third or fourth pass
through the campaign that
you'll begin to notice

Leah is there to provide clues
to the game’s backstory and
aid in combat during some of
the more intense moments.
Blizzard is focusing more

on story content than may
be customary to Diablo fans

on a single attack that vou just use over and
over again,” Wilson admits, unconsciously
clicking as he speaks. “One of the things we
wanted to do with Diablo Il was create a little
more depth in combat and give the player a
little more to do. So we've still got spammable
attacks, but we also have this concept of
breakout abilities, which can’t be used as
often but really change up what the plaver’s
doing. Lastly, there's escape abilities. One of
the things we focused on here is making sure
the player’s a little more threatened than they
were before. In previous Diablo games you
could out-run, out-potion or Town Portal
yvour way to safety. We're tending to focus
away from those mechanics, so now each class
has a different way of dealing with threats.”
Abilities that aid an easy getaway may not
sound like much fun, but in Blizzard’s hands
they've become colourful and ingenious.




The wizard makes up for
poor defensive options
with some of the most

agreeable offensive tricks.

It’s a typically extreme
approach to the class

bit.ly/p3CNeR
Screenshot gallery

Wizards can create little bubbles of slowed
time, allowing them to control tights better
once the projectiles start firing, Monks can
lay down sanctuaries that enemies can’t pass
through, while the Witch Doctor can summon
a tloating Shaman that turns foes into
chickens. It's escape, in other words, of the
ACME Corporation variety.

Meanwhile, to counteract the steady,
regimented unlock of each class’s skills,
plavers are encouraged to mess around with
rune stones whenever possible. These are loot
drops that act as modifiers, each one fitting
into a skill's single socket and tlaring 1t in an
Interesting direction. The Witch Doctor’s
toads can become a rain of toads, flaming
toads, or one giant mega-toad depending on
which rune you add, for example. When skill
loadouts are combined as a whole, it’s even

Dark artisans

“One of the things we wanted to do in Diablo Il was give you a
lot more ability to interact with the item game,” Wilson explains,
while introducing the three NPCs that make up the new artisan
crafting system. “We've got a blacksmith, whose job is to craft
items, a jeweller who focuses on gems and socketing, and the
mystic who can enhance items.” Blizzard's ensuring that the
system offers a good balance between predictable outcomes and
random elements. "We didn’'t want to take the randomness out
of the system, but we wanted the player to be able to direct
what they were going to get a little bit more,” Wilson admits.

possible, as Wilson demonstrates, to take the
fragile ranged-fighter blueprint of the Wizard
and transform her into a close-up battlemage
by socketing defensive skills with a range of
splashback damage modifiers, or turn area-
of-eftect abilities into something that feels
more like armour. “You can modify a skill so
drastically that vou change the nature ot it,”
Wilson savs, adding that while there’s
currently no cost for removing runes on an
ad-hoc basis, the designers are exploring ways
to incentivise sticking with certain decisions.
The forthcoming beta provides a welcome
chance to explore the early stages of each
class in some detail, and the hour-long nine-
or ten-level ramble from the zombie-besieged
town of New Tristram — where the sky is
falling and the dead are rising — through to
the halls of Leoric the Skeleton King will
leave you fizzing with magic and loaded ©
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down with trinkets. Quests chain together
effortlessly in a manner that suggests Kiting
lessons from Cataclysm’s pacy reworking of
Azeroth have not been forgotten, while there
15 a4 promising range of enemies available in
even the early levels, from Wretched Mothers,
who eat the dead and then spew zombies from
their mouths, to Grotesques, rotten little
marshmallow fatties that can take an
astonishing amount of damage betore
exploding in a toxic shower of worms.

The beta supports fourplayer co-op, but
also throws vou into questing alongside Al
‘tfollowers’ tairly regularly, including major
NPCs such as Leah, the adopted niece of
series standard Deckard Cain, who quickly
becomes a swashbuckling expositionary
device to tie the complex backstory together.
The demon-slaving fiction of the Diablo

If Blizzard’s right, the
economics of the situation
may obliterate gold farming

series is epic drama on restless fast-forward
— 1n 1ts abrupt segueing from creation myth
to end-days saga, it can feel like the bible cut
down to just Genesis and Revelations by an
editor with the thrifty white-trash smarts ot
Elmore Leonard — and that same drive for
immediacy can be seen in many of the game’s
new ancillary systems, too. Beyvond the
dynamic reinvention of skills and the
clockwork unlock of fresh slots to store them
in, plavers can now sell items, break them
down into crafting materials, and even
activate a town portal from within their
inventory screen once they've collected the
three requisite artefacts. Speaking of the
inventory, asked if there's a danger that Diablo
[IT's central abilities are now so captivating
that they may lead the eve and the brain away
from the more modest charms of the loot
system, technical designer Wyatt Cheng
suggests that “on the flip side, the rune
system is item-based, so in a sense, once
you start to see the runes and how they
totally modify vour skills, you could say that
in some ways we've made the best loot ever”.
[f skills and runes define the first of Diablo

Characters should remain
recognisable regardless of
what they're wearing - no
mean feat given the depths
of Blizzard's randomised loot

tables. Luckily, readability
lessons learned in WOW
have been carried over

III's revolutions, it's loot that lies at the heart
of the second — and far more controversial —
change. Diablo IIT will allow you to trade the
loot you pick up in-game with other plavers,
via auction houses built directly into the
client. One allows you to make purchases with
in-game gold, the other offers the opportunity
to spend real-world currency. It's not only the
Wizard that is playing with lightning, then.

Blizzard’s official line on this is that
Diablo’s always been a trading-based
experience with no bespoke system to
support it, and so the addition of auction
houses is merely a chance to bring
transactions back within the game, away
from the wilds of eBay and the badlands of
unaffiliated forums. It's an admission of
previous oversights that, given the developer’s
obsession for both detailing and patching,
doesn’t seem very convincing, but the team’s
sticking with it: the new trading mechanics
are design-driven and largelv concerned with
keeping plavers safe and taking ‘nominal’ fees
at the points of listing and sale in order to
ensure that only loot of value gets posted
(although there will be an additional fee
extracted by a thirdparty money provider if
yvou want to ‘cash out’ of Battle.net).

[f Blizzard’s right, the economics of the
situation may well obliterate gold farming
by driving the costs down — when we’re all
gold farmers, it’s going to be harder to gouge
— and it will be interesting, at least, to see
if anv of the wider game gets caught in the
blast. Diablo III's instanced campaigns should
be fairly well protected from forces of hyper-
deflation, as long as vou've got the willpower
to avoid bargain-priced swords, but there’s no
telling whether the option to legitimately
work the game’'s loot tables means that merely
exploring them will start to feel a little more
like toil for some players.

[t's bold thinking, but this is Blizzard,
where bold thinking fits in nicely alongside
the apocalyptic story arcs, the luminous

Turner-influenced colour palettes and the
Jack Kirby hero designs. Diablo III, then, is
about as bold as games can get, ceaselessly
driving you towards violence — and now
commerce — with each shift of the mouse,
and confidently reshaping its players, one
click at a time. B
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Wyatt Cheng
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Stat-heavy dungeon-crawlers can often
leave players feeling a little empty — how
can you give the formula more substance?
For me, it's the idea | can always fry
something new and feel like it's me. By
the time you're level 30, you've got
around 25 skills and all the rune
customisations, and it almost becomes an
exXpression of my own creativity,. When |
step away from the game, and | go to
Disneyland or something, | could be on o
ride, and I'll say: “Wait a minute, what if
| combine Locust Swarm with Haunt and
HI:Irrht}-rE | can't wait to get back home
and try that out.” That idea that | came up
with something interesting and unique to
me i5 reu”:.r cumps”ing.

How do you dﬂsign enemies that can
cope with player choices?

When it comes to player skills we want
variety and novelty. VWhen it comes to
monsters, ﬂ-buiﬂugl}r we want ::hu”ang&,
but on par with challenge is interest. We
can make a monster thﬂllenging by
raising HP. What's trickier is mnk'rng it fun
to fight. Player skills are important with
that, but interesting monster behaviours
are designed on their own. Some builds
are going to come across certain types of
monsters and will annihilate them, while
some will have a lot more trouble. There's
always going to be trade-ofts.

Was it scary to remove skill points?
Relative to the development ﬂ}rc\e of the
entire game, skill points being removed is
rnsrh:ltiﬁ.walﬁl,.r recent. We had skill points al
BlizzCon, and that was not very long
ago. It came out of playtesting, ultimately.
An example | like to use is the Wizard.
Magic Missile: it's Very ::rbviﬂus.\}-' a sing\&
target skill. Then there's Arcane Orb,
which is multi-target. But what happens
when | have ten points in Arcane Orb?
Now it does more damage in AOE
situations, but it also does more domage
in single target situations, and that's all
because of the skill points. It became very
obvious that we had to fix this.

Blizzard’s audiences often see classes as

puzzlﬂs, with a race to the opfimum build.
Are runes a means of countering that?
Some players, if you said the optimal way
to play the game would be to use one
skill, starve yourself, and hit the same key
every two seconds, they'd do it. Other
players would be like: "l actually just play
creative expression style. | don't care
about doing the best”. Sometimes, in these
contexts, that kind of player can get left
behind. The rune syshem is about calering
to both audiences at once. A min-max
player is always going to min-max.



LEFT Blizzard's character
designs retain their painterly
quality even when they're
transformed into 3D models.

RIGHT Just as much time
has been spent crafting the
enemies as its hero classes.
The best designs instantly
key you in to the things you
should be worried about

{iarmel

ovniced [ True PO

LEFT Hero banners will

allow you to show off your
in-game achievements and
the level of your character.

RIGHT It simply wouldn't

L
Design be Diablo without skeletons

to fight, and the series’

showcase i sobpudisnsn ooy

When it comes to fantasy art, in fine rattly form here.
Blizzard is in a league of its own BEL W Elirfard’s hi-_gh-lil.'.‘rhill.ll'
- exteriors give the lie to the
thought that dungeon
crawlers are dank and dirty
: games set underground. This
) 15 a glittering landscape
filled with rich detail, and a
journey that will take you

from forests to deserts
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Unleashing the fury on the first two *
o ¥
hours of id’s scorched-Earth shooter :
Publisher | Bethesda Softworks
Developer | |d Software
Format | 360, PC, P53 -
Origin = L5
Release | October 4 (US), October 7 (E|
-
Enemies are quickly alert - :
to your presence, and the ' A
game doesn’t offer the - ¥ -
opportunities for stealth . #
seen in Deus Ex: Men In
Vents. Nonetheless, a few
silent takedowns with the
wingstick help thin numbers.
These bladed boomerangs |
will take off a head, or bury _ ',.r...'
themselves in a brainpan v bit.ly/pYeyva ~
for later retrieval, but More from 1ds -
shatter if they clip scenery Tirq Willits ’
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RAGE

Some enemies will rush you
with melee weapons while
others sit behind cover and
shoot. Grenades are handy

for flushing out the latter or
otherwise exploding them into
a fine red vapour. The flip side
to this tactic is that their spare
ammunition and inventory is
also lost in the bloody mist

hen astronomers decided to name a
near-Earth asteroid ‘Apophis; after

the Egyptian god of darkness and
chaos, 1t wasn’t just because they liked the
name. Its exact trajectory 1s uncertain, but if
we'te unlucky — to the tune of 250,000 to
one — then on April 13 2036, Rage happens:
Apophis will plough into our planet creating
the pertect post-apocalyptic plavground.
You'll be OK, though — plugged into a
stasis booth, veins full of hite-replenishing
nanites, locked beneath the surtace in a
heavily shielded chamber called an Ark.
When you stumble trom the container vears
later, vou discover that America 1s now an
irradiated desert, plagued by mutants, harried
by bandits and ruled by a draconian force
known as the Authority — which appears to
have an unhealthy interest in Ark survivors.
There are some good men lett, however.

Attention to detail is evident
in every rusting pipe, in
every staked, rotting head

One by the name of Dan Hagar saves vou from
becoming a bandit’s trophy-kill moments
after yvour emergence. He drives vou back to
his ramshackle outpost, whereupon the
game's RPG-lite aspirations slowly emerge.
Rage remains a gutsy shooter at its core, but
distributes its action across the wasteland in
discrete, linear missions, bouncing the player
between human settlements and funnelling
action from the sprawling desert hub into
more conventional corridor shooter spokes,
gated by loading screens.

As in an RPG, distractions slowly rack
up as we talk to inhabitants of the Hagar
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settlement, and later their Outrigger
neighbours. Eventually we find ourselves

in the larger hub town of Wellspring, in
which a jobs board advertises a multitude

of deliveries, and the nearby racecourse
challenges us to pit our buggy against others
in exchange for upgrades. Rage eases you in to
its RPG mission structure, however: the only
quest available at the start is to mop up the
bandits who first attacked us — the Ghosts,
as they are known — before they turn their
attentions on the Hagar settlement.

[t's a short trip on a quad bike to their
stronghold: a dishevelled hotel, since
converted into a macabre shrine replete with
staked skulls and other grisly mementos, its
crumbling facade teetering on a precipice

strung with zip-lines and circled by dirigibles.

While the first few Ghosts fall beneath our
wrath, the mission doesn’t play out quite as

Relense Slonehlans & Fanlaia

Returning to areas sees
enemies respawn, and
the wasteland offers an
endless supply of cash-
creating corpses. The
game takes you back to
the mutant lairs and
bandit camps, anyway

we intend, for reasons that we shall not spoil,
but culminates in a bloody exfiltration
through collapsed corridors and lobbies —
cramped, linear environments which leave
little opportunity to flank or circumvent your
foes, but offer plenty of short-range brutality
and a few slickly staged scripted tricks. Later,
when vour toolbag involves spider-bots,
sentry guns and explosive RC cars, the vicious
possibilities of combat open up — but such
advances are, naturally enough, drip-fed.

The claustrophobic scenery does prove to
be a minor but recurring problem for us. The
intense detail of the environment comes at
the cost of navigation, some areas bounded
off by invisible walls or rubble that it is
impossible to scale. Yet it still remains easy
to catch yourself on protruding debris, as vou
trv to leap around the tightly enclosed spaces.
In the open expanse of the wasteland, vehicle
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combat 1s the rule — pacey, riotous and over
quickly if yvou find vourself on the wrong end
of a rocket. It's here that the longer-range
weapons come in handy, hopping out of vour
buggy to depopulate a distant bandit blockade
betore their missiles can dent vour fender.

It’s here, amid the sheer faces of red
rock and precipitously stacked strata, that
the game’s beauty 18 made most apparent,
throwing out massive vistas of unusually
credible geology. But the crumbling, jury-
rigged hideouts and outposts are stunning in
their own decrepit way — attention to detail
15 evident 1n the twist of every rusting pipe,
in every staked, rotting head. Rage’s lighting
engine encourages this madly hot,
hallucinogenic teel, painting depth and shacde
in lurid colours. As sumptuous as its macabre
art direction is, the 360 we were playving on

Without warning

Rage marks a brief reconciliation between id and the USK,
Germany's ratings board. “One hundred per cent uncut in
Germany!” Willits says. "Can you believe that? For us on the
production side, it makes things way easier. We don't have to
make a separate German version which no one would buy
anyway - they'd just have bought the Austrian version.”
Tragic events in Norway may yet have an effect, however.
“The German office has said that cultural sensitivities are
already beginning to ratchet back up,” says Willits. “If we'd
submitted a week later, we might not have passed.”

’

-~

When the Authority shows
up, items like sentry guns
and spider-bots become
much more valuable: you

wingsticks, lock grinders
and health tonics, so long
as you have the blueprints

clearly creaked under the pressure —

seemingly unloading textures the second you
looked away from them, then hurriedly (but
not hurriedly enough) popping them back in
when vou turned around. No doubt id is
optimising as we speak, but this, combined
with other shaky 360 outings, suggests that
Microsoft’s hardware 1s nearing 1ts limat.
The mission possibilities really begin
to proliferate just as our demo time ends, but
it's already clear that Rage dips into a much
broader palette than id shooters past. The
confined missions have the craft and control
that comes with linearity, but thev are hung
together by sorties to settlements and
punctuated by panicked dashes across the
desert. Id hasn't traditionally done down-
time, and it’s ironic that it’s in a game called
Rage that relaxation becomes such an
important part of the pace. B

Relense Storehlans & Eanlaia

can build these, along with

Q&A
Tim Willits

The FPS has been iﬂtrﬂﬂiiﬂgl'_r dominated
h}r linear, |1Eﬂ‘l|’i|]|’ Hfip‘lﬂd games. Is a lack

of choice quintessentially massmarket? |s
a non-linear game almost a boutique
experience these days?

That's a sad cbservation! But | don't

think a lack of choice makes something
massmarket. A really good game is
massmarket. The great thing about games
like Call Of Duty is that they're easy to get
into and everything is presented really
well. Rage is a big game, but we tried to
work on accessibility. In the first two hours
you're led around by the hand: you've
got one ploce to go to, one guy to talk to.
If we were to dump people in Wellspring,
we'd lose a ton of gamers who'd be
overwhelmed. The wasteland's prethy
straightforward, it's hard to get lost, but
when we first started making the goame we
just hod a compass to point you in the
right direction. No one could find what
they wanted. Then we added a minimap
with a dot. No one could find what they
wanted. So we added a minimap with

a dot and a breadcrumb trail which
blinks in the direction you're meant to go.
Games like Roge now face expectations,
not based on the last id game, but the lasth
Call Of Duty game. We had about 100
or 5o ftesters come to this facility in Dallas.
They had no idea what they were going
lo play, other than it was an FP5. And we
hod @ number make statements like: “In
Call Of Duty, when | do this, this
happens, but in Rage something else
happens - are they going to fix that?” So
people bring their perception of the rules
trom Call Of Duty, or whatever the lasi
popular game they played was, and
that's something you have to overcome.

What did those people make of the
crafting system?

They thought it was a fantastically new
thing! They look at cur games in g
completely different way. A game like
Black Ops sells 20 million copies; a huge
percentage of those players will have
never played an id Software game. We
had one guy come in who said his
favourite game was Block Ops, but then
said he didn't play firstperson shooters.

It's a different world.

And id’s a different studio - you've
grown up, got families.

Oh yeah, at home | have friplets so we
play fourplayer co-op games like Castle
Crashers and LitleBigPlanet. Kinect games
are popular in the Willits home, too. IF |
can get myself and three seven-year-olds
to jump from one platform to another
moving platform, | deserve a trophy:.
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RIDGE RACER
UNBOUNDED

Namco goes FlatOut to give its

old-school racer a modern twist

illed by producer Joonas Laakso as a
“new branch of Ridge Racer” and, he

asserts in his drv Scandinavian tones,
“definitely not Ridge Racer 87, Unbounded sees
Namco's long-standing series on loan to a
European developer. Bugbear’s track record
with the FlatOut series 1s clearly what drew
Namco Bandai to the small Finnish studio
(with a headcount of 45 — and no intention
of going too far beyond that). Regardless ot
the game’s position in the Ridge Racer canon,

the team’s intentions are made loud and clear
by Laakso: “We are going atter the arcade
action crown.” The success of Criterion’s Need
For Speed Hot Pursuit may have encouraged
the team but the closest gameplay relative to
Unbounded, we discover, is actually Black
Rock's Split/Second.

some hands-on time with the game
reveals a successful marriage between
Bugbear’s penchant for destruction and the
drifting, pedal-to-the-metal gameplay of
classic Ridge Racer. As we blitz around the
track on our first |z;]1, there's no need to let

off the gas. Tapping the B button sends vour
shiny little wagon into an immediate drift,
allowing vou to build up vour power meter.
Carefully navigating each bend and darting
around the many posts and |:|i”e!r&=; strewn
around the map requires concentration.

[t’s at this point that Laakso lets us

20

Publisher Namco Bandai
Developer Bugbear Entertainment
Format 160 PC P53
Origin Finland
Release @ 01!

know that we're playing it wrong. To really
fill that power meter we need to crash into

as many objects and smash through as many
cement fixtures as possible. The
indestructible nature of traditional Hiff,ift‘
Racer vehicles has been taken to another level
by Bugbear: a head-on collision with a stone
pillar is rewarded with more bars on your

rower meter and not a millisecond knocked
off your lap time. Once the power meter is

Tap a button within range
of your target and bang -
you turn stone to dust

filled, map-specific walls and opposing racers
are highlighted with a reticule. Tap the A
button within range of your target and bang —
you turn stone to dust and metal to Hl‘ll'-ill.'.l'l'li':"r
Successfully exploding through a wall or
wiping out the opposition is rewarded with
poInts that feed into the overall campalgn and,
of course, a Burnout-esque cinematic money
shot of your handiwork. The other payoff for
successful collisions is a plume of particle
effects and some quite exquisite, beautiful
destruction. Shards of glass rain down,
cement crumbles, and the pulse rises.
Intentionallv crashing into evervthing

in your way is a hard pill to swallow for any
dedicated racing fan (and anv law-abiding
citizen), but after a few \;l.p:-; it becomes
second nature. The task becomes less about
sticking to the beaten track and more about
identifying the most rewarding fixtures
littered around the streets. Not everything is
destructible, of course, and there are some

things that must be avoided even in this big,
bombastic battlefield of a racecourse. Head
on collisions with civilian cars are show-
stopping, bonnet-crumpling affairs that
severely hamper your progress. And hitting a
wall at 1oomph (as we foolishly do numerous
times) without the power meter filled has
the expected, fatal effect. It’s perhaps
unsurprising that the game’s environments
are among the stars of the show, as Laakso
explains: “We’ve been making destructible
environments for 11 vears.”

The cars look like hybrids of Ridge Racer’s
smooth, shiny automobiles and FlatOut’s

more rough-and-ready powerhouses. Neither
brand has ever been particularly obsessed
with tuning statistics, and Unbounded doesn’t

look set to buck the trend. Though Laakso
maintains that it's a “racing game at heart”,
the impression from our time with Unbounded
is that it’s more about the action than the
thrill of the race. Taking pole position plays
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Unbounded is colourful,
bold and bursting with
action. Developer Bugbear
15 quick to separate its title
from the many predecessors




In Unbounded,
unstoppable cars
meet countless
maovable (and
destructible) objects.
It's undoubtedly the
fastest and most
aggressive Ridge in
the legendary series

RIDGE RACER
UNBOUNDED

Initiating your power boost
obliterates almost anything
in your path. Taking down
the opposition blocking your
route is a satisfying moment
that feels more like an FPS
headshot than a typical
arcade vehicle collision

second fiddle to yvour exploration of

the track, as vou scavenge for every barrel,
statue and bollard yvou can see in the blurred
edges of vour peripheral vision. There are
special, as-vet-unspecified, rewards for
taking down hard-to-find structures and
monuments, though Laakso promises that
the difficulty curve will be much slighter
than that of FlatOut.

One of the crucial challenges facing
Unbounded will be striking the perfect balance
between 1tem placement and funnelling vour
efforts into winning the race. As it stands, it’s
too easy to get sidetracked by all the shiny,
smashable objects dotted around the track.
The extravagant, instant drifting also needs to
be carefully balanced with the supreme power
of the vehicles. The criteria for what 1s
destructible and what isn’t can be unclear,
too, leading you to drift around corners under

22

the false impression that vou can smash
easily through the scenery on a bend when,
in fact, vou’ll be stopped dead in vour tracks.
The option to highlight or colour-code
destructible barriers might be a way out ot
this trap, but in Bugbear's defence this is
still verv early days. Though still in a pre-
alpha state, if the game can successfully
merge these two unlikely breeds of racer,
resulting in a game that’s hectic and
lightning fast but honours the focus and
simplicity of Ridge Racer, Unbounded could
be a force to be reckoned with and a sort
of spiritual successor to Black Rock’s
explosion-loving game.

Vehicles zip along at a cracking pace, and
he handling is as sensitive and responsive as
hat of any other Ridge Racer. Bugbear’s
nfluence on car handling shines through in
1e bouncy suspension and physics of the

— p— i —
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cars. Take a corner too hard and vou'll find
vourself on two wheels instead of four. Launch
vourself at an awkward angle from a steep
ramp and vour front bumper will be eating
tarmac for seconds at a time. “The point is to
provide an environment for aggressive racing,”
Laakso explains, “and reward you for it.” The
setting, a fictional amalgam of Chicago and
New York called Shadow Bay, is currently a far
crv from the foreboding, dimly lit streets of

sl .
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Culture crash

The mode we try out during our demo, entitled Crash
Race, brings FlatOut to mind once more In that it's all
about racking up points and staying within the top
three qualifying positions. With the FlatOut licence now
out of Bugbear's hands, Unbounded is the team's chance
to showcase its talents on the massmarket, world stage.
Whether we'll be gifted with new incarnations of

FlatOut’'s riotous stunt challenge modes is yet to be
revealed, but Laakso tells us we can expect "“surprises”

as the game gears up for its launch next year.

Izt

1

-—
—
—_

Yownioad [ True B0
. -ﬁ

W
LN

o
: The level and detail of the the announcement trailer. It’s drenched in sounds dangerously like a dodgy narrative is
= damage is breathtaking, : e gt _ i, ; . : e : Ll
= even at this stage. Glittering  CTANEe hues and beiges as sun flare blasts creeping into the series, fear not: Laakso
":TB' shards of glass, crumpled between the high-rises while vou careen assures that the story “won’t have any soap
i:|_r_" i:fﬁl ?I:I: tﬂ?ﬂ"ﬂ':?;':ts Yy around the twisting, turning streets, capturing opera going on... there are no characters”.

} — if only for an instant — that melancholy, If there's an immovable object in the way
§ carefree sense of purist driving that defines of Bugbear’s vision for Unbounded, it’s likely
j the Ridge Racer brand. The proprietary engine  to be lurking at retail rather than in its game
i looks capable, even at this stage, of handling design. The Ridge Racer brand has become
‘g all the assets Bugbear can throw at it, and something of a niche in the west, and it may
T‘? while the game may lack the polish of a Gran be difficult for Unbounded to convert fans
.% Turismo or a Need For Speed, the rougher unfamiliar with the acquired taste of its

edges feel suitable rather than slapdash. drifting mechanics. It's nonetheless refreshing
Visually, and perhaps in genre categorisation,  to find Namco taking a chance with one of
Unbounded feels like this generation’s its mainstay IPs, moving with the times
Destruction Derby. while still tryving to honour its heritage.

The lack of boundaries referred to in the With Driver San Francisco (reviewed on p112)

title, while a clear nod to the game’s freedom trying something new this month too, the
from some of the core tenets of the franchise,  automobile revival shows no signs of stopping

bit.ly/nxhVbi refers to a street-racing gang of the same name  any time soon. And the genre is a better, more
Screenshot gallery that has its sights on tarmac domination. If it  chaotic and unpredictable place for it. B
EDGE 53
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CALIBUR
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The swords-and-shields fighter
returns. Does it still have its edge?

Publisher Namco Banda
Developer | Froect Soul
Format P53, 36(
Origin

Release @ 01!




Ivy, Setsuka, Sophitia, Taki,
Cassandra, Hilde, Tira, Seung
Mina, Xianghua, Talim and
Amy line up to illustrate
their respective dimensions.
Director Daishi Odashima

i5 keen to emphasise that
the Soul Calibur sernes’
female fighters aren’t

cast from the same mould

3



The stages shown thus far
have been a mixture of the
grim, grand and beautiful.
In the more desolate stages
the extravagant lighting
effects — particularly striking
during a clash of arms — are
given the chance to shine
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CALB

he mythology of Soul Calibur now has a
grand, inspiring tale in the non-hction

realm: with the team at Project Soul
disbanded following Soul Calibur IV in 2008,
a tan-lead Facebook petition caught the
attention of producer Katsuhiro Harada and
here we are: a fifth title in the offing and a
fanbase appeased. The core team at Namco's
in-house studio has returned for the title
that's set some 17 vears after SCIV. The
question 1s just what Soul Calibur V can do
that its predecessor couldn’t. If our strictly
hands-ott presentation 1s anvthing to go by,
the answer 1s blunt: nothing.

Watching Ivy take on newcomer (and son
of Sophitia) Patroclus aboard a floating wreck

The game looks familiar, and
there’s a sense that Project
Soul is playing it safe

E
:
S

is almost indistinguishable from, say, Ivy
taking on Sophitia aboard a floating wreck in
Soul Calibur I'V. It may partly be down to the Character animations and

protracted hardware generation that the game = move-sets are familiar, but

s , distinct and polished. If
looks so familiar, but there’s an unshakeable anything, Ec,ﬁ[ Calibur V

sense that Project Soul is playing it safe rather  looks to be taking SCIV's
than stepping out of its comfort zone. It’s not :’;ﬂg‘:ﬁhﬂ:‘:ﬂfgﬁl‘:'"g
just a visual comparison that conjures the
sense of déja vu; the new characters revealed
thus far are direct descendants — whether in
the context of the narrative or their move-
sets — of the original cast. Natsu, a student
of Taki, is every bit the image of her master.
With the exception of some inspired, zany
and acrobatic specials (the best of which
belong to Zwei’s animal-conjuring antics),
there doesn’t appear to be anything but fan

service inspiring the game’s development.

Lo

\

disaster by any stretch, and SCV does have all
the production strengths the series is known
tor. The backdrops are crisp, detailed and
active without being too busy, while the
rousing score 1s as over-the-top as ever.

The paradox ot Soul Calibur V, then, 1s that
it’s intended as a clean break but seemingly
treads the same ground as its forebears. A
story set far in the myvthology’s future that
won't forget its ancestors and traditions — a
case of stunted growth, perhaps, rather than
meaningful evolution. The coming vear looks

whistles and costumes

And perhaps that’s the point. Salivating
fans will no doubt find plenty to keep them
going in the promised extensive character
customisation options and returning online
battles. But for evervone else SCV may be
more expandalone than worthy purchase,
and certainly appears to be far removed
from anything as enticing as a fresh start.

Still, aping what's gone before isn’t a

Still burning

It's been promised that both the Soul Edge and Soul Calibur

swords will play a role in Soul Calibur V (in the narrative, at
least), a further nod to the past for a series that began in 1996
with the arcade debut of Soul Edge and a Ver Il a few months
later to add new moves and characters and fix an over-difficult
final boss. Since being ported as Soul Blade to P51, Namco has
steadily maintained the brand on home consoles and, with the
exception perhaps of some uneven spin-offs in the form of
Legends (Wii) and Broken Destiny (PSP), has managed to set
the standard for swords-and-shields fighting games.

56 EDGE
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set to be an interesting one for Namco’s core
[P, with Ridge Racer Unbounded going boldly
into the action racing scene while Project Soul
stavs true to its roots. Which one pays off
most for Namco — which recent reports
suggest has the leading share of boxed

Japanese software revenues — the gamble
or the safe bet, is an intriguing wager.
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AWESOMENAUTS

Ronimo brings Defense Of The Ancients
to consoles with ‘80s cartoon flair

Publisher | DTP Entertainment
Developer | Ronimo Games
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Origin | The Netherlands
Release | ()3 2011

bit.ly/nfxjul
Screenshot gallery




' , b — .
ST 2, ELJ ;jj e |

Environments are bright
and attractive, with many
incidental details such as
reflective water. Stages
also include features such
as low gravity and lethal
traps. While individually
versatile,

has a role to play and
benefits from close
collaboration. Yuri and

Valtar make a formidabil
defensive pairing
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Jasper
Koning
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he past few vears have set a strong

precedent for multiplaver character
designs that share the values of classic
saturday morning cartoons. Ronimo Games’
Awesomenauts marks the consolidation ot
the two: a competitive online action game
with the bearing ot a toy tranchise, trom its
vibrant roster to the gleaming synthesiser
of 1ts theme song.
Awesomenauts 15 a side-scrolling
multiplayer online battle arena (MOBA) —
a variant of the action/strategy subgenre
ploneered by Warcraft III mod Defense Of
The Ancients and spinofts such as League Of
Legends. T'wo teams race to destroy the other’s
base while batthing NPCs and static detences
as well as one another. Characters have diverse
special abilities, but fulfil fluid roles defined
by skill progression rather than fixed classes.
As a hybrid of realtime strategy,
roleplaving and tower defence, it’s hardly

“When we came up with
the idea, we had to check -
is no one else doing this?”

surprising that the MOBA originated on
PCs — but what is surprising is the relatively
low number of games seeking to replicate
that success on console. Monday Night Combat
was the first, reinterpreting the genre as a
thirdperson shooter. Awesomenauts, then, is
a game with many sources but few obvious
peers — 16bit platforming with modern online
implementation and a deep competitive
sensibility that feels, for all its novelty, very
natural. “When we came up with the idea, we
had to check — are we sure no one else is
doing this?” savs designer Jasper Koning.
Matches are three-on-three and take
place over large, multi-pathed environments.
Despite the shift in perspective, characters
fulfil similar roles to their isometric
counterparts: ranged attackers, tanks, healers
and support are all represented, albeit with
vivid high concepts on proud display. Sheriff
Lonestar, a gunman capable of lobbing
dynamite and summoning a holographic bull,
is about the most familiar space marine
analogue on offer. The rest of the line-up

includes Yuri, a jetpacking Russian monkey;
Froggv G, an amphibian gangster with aquatic
powers; Voltar, a brain in a jar that summons
helpful droids; Clunk, an exploding German
robot that bites enemies to regain health; and
Leon, a French assassin who, as a chameleon,
has the power to become invisible and create
a doppelginger of himself.

Each is lovingly presented, with a charm
that pays tribute to the cartoons that inspired
them, but Ronimo doesn’t seem to have a
huge interest in parody. Koning explains: “We
have a general enthusiasm for that whole style
of animation — nostalgia for our childhoods,
and all that. We figured that we wouldn’t be
the only ones who felt that way.”

Characters are profoundly different
to play, too, both in terms of ability and in the
way they navigate the world. Whereas Yurni
thes, Frogegy G charge-jumps and Voltar
hovers — inconsistencies that sometimes
challenge Awesomenauts’ accessibility. Plaving
a match with each of the six, we found
ourselves learning and re-learning the game as
we went, favouring some characters at the
expense of others. Getting under the skin of a
character is an undoubtedly satisfying
experience, however, and results in personal
attachments that bode well for the game as a
whole. Chaining together Froggy G's dash
attack and high jump allows for a hit-and-run
strategy that the enemy can do little about,
while Yuri's time-distorting forcefield can be
upgraded with a healing property that allows
him to defend allies single-handed. From the
little we've seen of the abilities and upgrades
on offer, there’s potential for hundreds of
such combinations, and it’ll be interesting to
see what players come up with on release.

Ronimo promises an extensive programme
of post-launch support, with additional
characters to come and the potential for extra
maps farther down the line. There’s full bot
support and threeplaver splitscreen, but no
dedicated singleplaver: Awesomenauts will rely
on establishing a dedicated audience to keep
plavers interested. If the game is met with the
same enthusiasm as DOTA, however, the
future’s bright indeed — and perhaps this
tov-franchise-that-never-was could become
a tov-franchise-that-is after all. B

Relsase Storahlags & Famtablkag

This is the second time you've u-duph!d a
traditionally PC experience for console.
Why have you chosen this route?
Swords & Soldiers was our attempt o
bring StarCraft to consoles, and this game
is our attempt to bring DOTA to consoles
- but it wasn't ever that conscious. There
were a few games we saw that did side-
scrolling strategy stuff, and we thought
that there was a lot more o get from it - a
lot of low-hanging fruit, gameplay wise.
We toock StarCraft as a starting-off point
and fried to squeeze as much as we could
into a side-scrolling mould. Now we're
irying to do the same thing with DOTA.

What's the appeal of 2D platforming?

It gets picked up very broadly by a lot

of players, and that's what we intended
for it. Our goal is to have it be more
pick-up-and-play than league Of Legends.
It has to be - it's being released on
console, and nuhﬂdy takes any crap on
console regarding usability.

How do you go about explaining the
core concepts of DOTA to a console
audience that doesn’t necessarily have
a precedent for it?

We did a lot of user testing, and | think
we re prelty close - | don’t dare say
we've nailed it but there are a few core
concepts that are very important to
convey in the tutorial. Like not dying,
being scared of turrets and not running
blindly into them. The main problem is
that it you don't know what you're doing
}-'-:ru’re das’rrﬂ}ring the fun of YOur
teammates and maybe even the enemy
if they don't have a challenge. The
demands on players are pretty high, but
as |-|:|-ng as we can teach them to stay
safe then that's the most important thing.

s there anything else you'd like to fix
about DOTA?

The way the siore works. In lLeague Of
legends and DOTA you have a character
who gains experience, and levelling up
lets you make little choices about skills.
Then there's currency, which allows you
to improve your stats and maybe skills

as well, | think that the way we merge
the two is really nice and elegant. We
have one currency, so that means we

can drop players in and out because

Wea Can gi'-.r& them the same amount of
money that their teammates have. The
number next ko your name is the amouni
of gold you've gathered divided by 100 -
50 it's more of o strangth indicator than a
level, but it works for people who don't
know League Of legends as well as
FTIE'EIFII‘E who do. I'm prefhy hup Py with
how that turned out.
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THE ADVENTURES OF

TINTIN

Can Hergé's sleuth survive two tiers
of adaptation to come up trumps?

> PDF format
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Publisher | Ubisoft
Developer @ Ubisoft Montpeller
Format | 360, PC, P53
Origin | France
Release @ Oclober
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Although the game lacks
the crisp, solid linework that
typifies Herge's drawings,
the amimation manages to
capture the exaggerated
poses of his characters in
action, and the palette also

THE deftly matches the original’s
e flat colours — distinctively
ADVERNTLIRES placid at a time when most
e comics opted for ganish
OF TINTIN

aving witnessed one pillar of our
childhood crumble beneath the

fumbling hands of Michael Bav, the
prospect of a big-screen adaptation of Tintin

(in 3D, no less) fills us with trepidation. Early
trailers make 1t look worrvingly more like a
thirdperson cover shooter than a tale of
adventure and intrigue unravelled by a plucky
journalist and his dog. What hope is there,
then, tor the game of the film ot the comic?
More than you might think, judging by our
recent hands-on with Ubisoft’s tie-in, which
recasts the action of its cinematic sibling as a
2.5D plattorm-puzzler of taut control and
understated ingenuity.

You might wonder whether this is the
perfect fit tor Hergé's voung sleuth, who
might have indulged in the odd bit of
swashbuckling, but was rarely to be seen wall-
jumping like the Prince ot Persia. But that
thought soon evaporates in admiration at how

The animation and sense of
caricature match the tone and
tangible form of Hergé’s style

closely the animation and sense of caricature
matches the rambunctious tone and tangible
form of Hergé’s ligne claire stvle. Bonk a
patrolling sailor on the head and he flops to
the floor, legs and rump protruding into the
air, stars whistling round his head. And such
an end is achieved by typically Tintin means:
straight-up fisticuffs are rarely the reporter’s
first resort, but upon locating a group of
enemies, we're able to hurl what looks to be a

Concussion campaign

On the evidence of the barmy co-op mode, it would seem the
devs have more ideas than they know how to fit into the Tintin
theme. 50 they step away from Hergé and enter a dreamworld -
one experienced by Captain Haddock while unconscious, in fact.
Levels form and reform according to no real-world logic, while
doorways link entirely disconnected areas. Characters even mop
up coins like Sonic and, by passing through portals, can turn into
Snowy. The sequence ends with the two characters jJumping into
a giant clock - all very odd, but testament to the robust and
intriguing platform-puzzle mechanics that lie beneath.

bed pan at one of their heads, causing the
targeted villain to swing out blindly and clock
his two companions.

The levels from the singleplayer campaign
we see take place on a ship, with Tintin
descending through its decks and avoiding
the salty sea dogs who might hinder his
investigation. The format is a series of single-
screen puzzles, in which Tintin circumvents
his foes either by knocking them out with

projectiles or unleashing physics traps —
cutting the rope to a heavy sack hanging
above a pair of sailors, tor example, or rolling
an o1l barrel across the deck to take out
threats Donkey Kong-stvle.

Should Tintin find himself 1in close
quarters, however, a few blows will soften an
enemy up, and he’s then able to grab them by
the collar and hurl them back into other
sentries. Not all enemies can be thwarted
hand-to-hand, forcing smarter tactics. A boss
fight sees the camera pull back to reveal our
antagonist, the ship’s captain, Alan, firing a
tlare gun from a vantage point down on to the
2.5D scene. Tintin must dart around the stage,
luring Alan into shooting a flare into boxes of
fireworks, which explodes, sending spiralling
projectiles toward the screen. If enough of the
fireworks find their target, a slightly singed
Alan eventually jumps down into the level to
finish the job by hand. Tintin then uses that
most Hergé-esque of weapons to vanquish his
opponent: the banana peel.

Shortly afterwards Tintin, now
accompanied by the irascible Haddock, flees a
torrent of water as it surges through the ship
— the plane of action flipping so that Tintin
runs toward the camera, hurdling obstacles as
they zoom from the foreground to the back.
When the action returns to 2.5D, the level
rotates with the sinking ship, turning ladders
into monkey-bars, and culminating in a tricky
platforming challenge as Tintin tries to stay
above the waterline, bounding between crates
which float up the now vertical cargo hold.

Our demo may have been cut for display
purposes, but this shows a remarkable density
of ideas. If it can keep up the pace and variety
of its smarts and slapstick, then even if the
film soils our nostalgia, the game looks to
offer welcome refuge. B

-
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Super-zombies appear
occasionally. The Ram
walks slowly, but takes a
lot of damage. The best
approach is to lure him
close to explosives before
hurling whatever's in your
hand to detonate them

BELOW Any item can be
thrown. In some cases,
this makes them more
powerful: knives, cleavers
and axes do extra damage
if hurled. For other items,
like the hatstand, it can
be a less effective tactic

DEAD ISLAND "

Once the zombies are
within chewing range,

TEEhlﬂﬂd;E hﬂlldﬂ'}/ fr{:}m hE“ they're more of a threat.

You guickly adopt a
relentless backpedal

doesn’t look like the brochure N chdabiat St

slashing away at thin

air with your weapons
Publisher Deep Silver

Developer schland
Format %3, 360, PC
Origin | Poland
Release | September 9

bit.ly/ptwckV
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he inveterate rummager will find a
callback to Dead Island’s much-discussed

CGI trailer ten minutes into the game. A
man and a woman lhie, dead and chewed, on
the tloor with a fire axe between them. In the
trailer, thev're real people. In the game, theyv're
just another pair of corpses. Making a game
as thoughttul and composed as that trailer
seems to have been bevond the reach of
developer Techland and, as a result, Dead
[sland 1sn’t quite sure of 1ts tone.

[t's by turns fatuous and frightening:
the game’s opening cinematic is an airy,
firstperson view of a drunken night in Banoi,
studded with warnings ot a zombie hangover.
[t’s silly and sweary, and serves as an
introduction to the cast of four playable
clichés — mncluding a hyvper-macho Texan
quarterback laid low by injury and a bling-
mad rapper. It suggests a schlocky take on
zombie horror, where your enemies are
hilarious shambling meat-sacks.

But the undead’s first real appearance
is genuinely affecting. Asked to find a

Bench press

Complete a mission for a survivor and they might hand you a
weapon. Generic items — wrenches, knives, paddles - come in
varying conditions. Use a weapon too much and it'll break,
requiring repair, but do a job and the implement you receive
will almost certainly be of a higher quality.

For bigger missions, you might get recipes for combination
weapons. These are put together at workbenches, and generally
last longer and kill faster than their vanilla components. An
early example is a spiked bat - made by combining nails and a
plank - that removes heads with one quick swing.

maintenance cupboard by a friendly voice on
the radio, vou hind vourselt facing a corridor
full of monsters. To survive, you have to turn
tail and sprint. Look back and vou're food. It’s
closer to the poignant, life-threatening take
on the mythos suggested by the trailer.
Survive that, and the game swings back
again, abandoning subtlety and drawing itself
with wide brushstrokes. It seems you're
immune to zombification, and you come to in
a beachside safe house crowded with the
moaning survivors of the infestation’s first
wave. Outside, the survivors’ de facto leader,
and vour first quest-giver, is battling a
handful of the horde. He needs help, but your
safe-house chums are too busy contemplating
their own imminent putrefaction to step in.
Luckily, there’s a kavak paddle by the door.
Like much of the game, Dead Island’s
combat is a touch clumsy — but in this case
it feels like a deliberate decision. In the early
stages, fights are close-range affairs: swinging
a four-foot length of wood feels as unwieldy
as you'd expect. Players have a stamina gauge

You'll come to treasure
your best weapons. But
Dead Island forces
constant scavenging —
a wrench or sickle
discovered in a tight
spot can be just as useful
as your well-oiled AK47

that determines how they can fight: take a
broomstick as yvour primary weapon and each
swing drains it quickly; with a carving knife
yvou can stab for minutes without stopping.

Dead Island’s zombies are too quick to
make on-the-spot strategising much of a
possibility. Locational damage means putting
yvour crosshair over a rotting head before
commencing vour swing will likely pop it
straight off the neck, but most fights start and
end with the player backpedaling frantically.

But fights feel weighty — connect wood
with flesh and vou're rewarded with a hefty
thump and an arc of claret — and the constant
reliance on scouring your surroundings for
lethal toys ties missions to the game world.
Those missions are doled out as in an RPG,
and players will have several in progress at any
given time. As vou begin to understand the
resort’s layout, you'll be able to complete and
cash in two or more of these at a time, and
plot a route around the game’s safe areas and
workbenches (see ‘Bench press’).

Early quests are largely simple: go here to
press A on a thing, then come back for a pat
on the head and an XP bonus. That XP feeds a
levelling system that yields access to new
skills chosen by the plaver, adding an extra
level of customisation above character choice.

Dead Island feels like its antagonists:
ragged and not quite fresh. But, like the
zombies, it has the potential — thanks to a
crunchy, satisfving combat system and open
game world — to sink its teeth in and not let
go until vou've come over to its side. B
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BELOW The sand is a
dynamic height map
subject to a fluid
simulation, so that wind in
the environment pushes
the fluid, as does the
movement of your
character across it
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JOURNEY

Thatgamecompany'’s enigmatic
desert quest beckons us into its beta

There's more of an
explicit narrative in

But, Clark says, "the

point of Journey isn't
to deliver a story; it's
to provide a context

_ _ for your experience”
Publisher | Sony

Developer
Format @ P53

Origin | U%
Release | Oclober
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Loncept art galken

Journey than in Flower.

"The character went
through a whole lot of
iteration,” Nava says.

“We started with a very
humanoid character; it had
eyes and arms and hands”™




n some respects, Journey couldn’t be more

distant from thatgamecompany’s previous

offering, Flower — a lyrical plaything in
which vou investigated the soaring dreams
of a houseplant. Verdant pastures have been
exchanged for horizons of hot sands.
Civilisation has been transformed from a
dubious encroaching force to a mysterious
relic. The plaver has evolved from the
extremes of ethereality to a stvlised character.
It possesses eves and legs, but is otherwise an
elegantly simplified sketch of red cloth. And
now there are two of you — Journey marks
thatgamecompany’s first foray into the
cooperative space, albeit one that discards
normal notions of what that entails; neither
friend lists nor voice chat will be found here.

Sink yourself into Journey's brief but
mesmerising beta, however, and vou’ll find a
clear thread of DNA. Like Flower, it's loosely
a puzzle game, but one that never seeks to
confound: instead, the objectives simply
unfold before you as vou toy with it, gently
probing the environment through intuitive
exploration. This is the anti-Portal.

Although some early press misconstrued
Journey’s desert for an open-world experience
like The Endless Forest, it’s structured like
many more conventional puzzlers, comprising
a linear sequence of enclosed spaces. Yet with
their vague objectives, it feels inappropriate
to brand them levels; the requirements for
progression are obliquely, playvfully presented,
but the degree of raw challenge is barely
existent. Just by being in the environment,
yvou'll begin to intuit the ways that vou can
affect it through movement and sound = and
simple though they are, these discoveries are
the game’s delight.

“We avoid puzzles whose only purpose is
to provide a puzzle to the player,” says lead

Zigzaggurat

“At the beginning of the project | was looking at a lot of
Romanesque architecture,” Nava says when we ask about the
origins of Journey's architecture. “But Romanesque arches are
very smooth - and [due to limitations of the engine] we had to
simplify them. So | looked at various rug design patterns — as
they're grid-based woven patterns, it's very hard to do curves,
so they have a lot of stair-steppy design. Journey also references
Moroccan architecture, the Alhambra [a 14th-century Moorish
fortress in Spain], Islamic buildings - but it's really a mix of
various things from the ancient world.”

designer Nick Clark. “The experience is more
exploratory. It’s about being about in the
environment, discovering things for vourself,

and not getting stuck — that’s important to us.”

Matt Nava, lead artist on Flower and
Journey, elaborates: “A lot of what we think
about when we design a space is how it makes
yvou feel — what are the colours, the scale? A
hard puzzle can break that mood and put you
in a frustrated state, or detract from the
atmosphere. That’s something we think about
a lot: does it take you out of the moment?”

It's for the same reason that avenues of
communication and interaction between
playvers are limited. Journey’s atmosphere
would be quickly dispelled by the shrill tones
of a 12-year-old questioning yvour sexuality; it

Requirements for progression
are playfully presented, the
raw challenge barely existent

would be equally tough to commit if yvou knew
your partner as a real-world friend. So the
game throws together strangers who can do
little more than sing wordless, haunting notes.
“We experimented with a lot more explicit
multiplaver mechanics,” Clark says, “but it
shifted the focus away from the more fleeting
interaction where you're just genuinely happv
to see someone and have them on yvour
journey. So we backed away from that. There
are certain things players can do for each
other — and that varies from level to level —
but that’s part of the mysterv of the game.”

Whereas Flower relied on colour and
composition alone to instil moods in the
plaver, Journey introduces images that are

assuredly totemic. There’s a vast mountain in
the distance, a beam from its summit reaching
into the sky; the dunes stretching away
beneath, dwarfing the traveller; an implied
historv to the world. Rarely has desolation
seemed so captivating.

“We had the concept of sand there from
the very beginning,” Clark says. “We started
with the feeling we wanted between players in
a multiplayer space, and we started with the
desert journeving to a mountain.”

The two ideas have more in commeon than
you might think, as Nava explains: “One thing
that we were thinking about was making an
environment that really made vou focus on
the characters and made you want to be with
someone else. So we theorised that a really
desolate landscape would draw vour attention
toward the one living thing in the scene.”

The colours used in Journey, too, contrast
with Flower. It opens with vour russet-red
character struggling up a dune. As the figure
reaches the summit, the camera peels back to
reveal a landscape of oranges, vellows and
salmon pinks, the mountain’s silhouette
puncturing the horizon. Later, the sky
becomes a pale turquoise, the sands a rosy
hue. Later still, as vou stand awed beneath a
vast half-buried mechanism, the sky bruises
to a gloomy, smoggy green.

“We start with a map of the experience
and make a chart of the colours over the
course of the game,” Nava says. “At the
beginning of the project I designed that colour
spectrum to match the emotional arc we
wanted to portray. So we use a lot of bold
colours — golds and reds and oranges. But we
also wanted to have a magical otherworldly
feel, so we do use very impressionistic colours
at certain points in the game.”

Gamers may be better used to magic and
otherwordliness than to investing themselves
in the pastoral longings of plantlife, but that
makes Journey no less bold a game. It’s still
one that rejects challenge, or explicit game
mechanics, and in its manipulation of
multiplayer attempts to evoke not cooperation
but a far more subtle emotion —
companionship. A fantasy world may be the
most conventional of thatgamecompany’s
chosen settings to date, but with Journey it’s
still very much walking its own path. B
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DEAD RISING 2:

OFF THE

RECORD

It you're glad,
we'll be Frank

Publisher
Developer
Format
Origin
Release

One of Dead Rising 2's
key features, combo
weapons, returns with
new options. Though
inventive, collecting
and assembling them
5 boring — but the
massive PP boosts
force you to use them
or be underpowered

There are bikes dotted

around Fortune City that

can be used from the off -
unlike the tempting but
unlockable sports cars. It's

a hoot ploughing through
zombies with such power,
sending ragdolls and limbs §g
spinning — and even better | 4
when you get chainsaws

fitted on the handlebars

E

bit.ly/onm&IH

sereenshot gallery




One area in which OTR
excels is costumes: in our

rather haphazard time in
Fortune City, we dressed
as everything from Ulala
to a pro wrestler. This
early build's blood
spatter effects are
comically overdone

eed v True Pl

e careful what vou wish for. In the case
of Dead Rising’s tans that would be
Frank West, the original game’s chunky
brute, who was sidelined tor Dead Rising 2
amid much Internet wailing and gnashing of

teeth. His replacement, Chuck Greene, was
serviceable but not nearly charming enough.
And even post-release DLC that returned
Frank to a starring role didn’t fill the hole.
Dead Rising 2: Off The Record is a... a what?
A remake? A director’s cut? More than any of
these, 1t's a game that we all plaved last
September, now with West instead of Greene
in the lead role. Off The Record seems
somehow akin to Q] Simpson’s notorious If |
Did It, but we digress — who knew character
was so important to zombie slaughterfests?
And 1t really must be, because 1n
Adventure mode OTR has little to distinguish
it from Dead Rising 2: though the opening'’s
slightly tweaked, and obviously the cutscenes
have been re-done with West, this plays out
(for its first few hours, at least) exactly as DR2
did. Even DR2’s central MacGuffin, which had

Greene searching out the rare Zombrex
medicine to keep his daughter alive with one
dose everv 24 hours, has been kept through
the convenience of West himself being
infected — so now he needs Zombrex. Barring
some new combo weapons, we came across
the same survivors in the same places as when
we did it all with Greene. So what's new?

West's a big presence, literally. He's fatter
these days, with sizeable haunches that are a
nice change from the immaculately curved
rears of every other thirdperson avatar, and
learns different moves when levelling up. The
best feature he brings is the return of the
photojournalist’s camera, sorely missed in
DR2, and the scoring system operates on the
same principles as in Dead Rising. The points
for each picture are totted up in a similar
fashion to the first game, but the quickfire
circles around points of interest here are
clearer and the numbers stack up faster than
they ever did before: some decent crowd shots
was all it took to boost us up a couple of
levels in the early game.

Psycho no-no

Though the ‘psycho’ bosses are responsible for many of Dead
Rising's most memorable moments, this has everything to do
with the cutscenes rather than how the fights play. There are
few games with boss fights as absolutely terrible as Dead Rising
and its sequel, and OTR does nothing to rectity this - they're
still attritional wars against overpowered characters that ignore
the fact you're smacking them with a broadsword and uppercut
West to the floor. The total lack of progress from the first game
Is bewildering: the series seems to wear these encounters a<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>