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EVERYTHING OLD IS
NEW AGAIN
EGM Replay goes retro with an in-
depth ook ata istoyof gaming
that never was with XSeed's Retro

Challenge. It a faux 8-Bit
extravaganza loaded with side-
scrollers, shooters and mare.

GAME OF THE YEAR

EGM&1UP PICK THE BEST GAMES OF 2008
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XBL vs. PSN

EGM's Shane Bettenhausen and
David Ellis square off Lo discuss
‘which anling gaming service
delivers the goods when they pit
the two rival networks against
each other head-to-head.

RISE OF THE

ARGONAUTS

‘The Crew dishes up their atest

scores on Codemasters’ Argo-

nauts, Race Pro, King of Fighters

98: Ultimate Mach and Ar Ton
Melody of Metafalica.

DAWN OF WAR It

Lead designer Jonny Ebbert pre-
Views the latest from Relic, in-

cluding exclusive info on their
upcomign Dawn of War Il and why
the company doesn't believe in
DRM.

BLU-RAY BUNGALOW
EGM Editor-In-Chief James Mielke
KILLZONE 2 digs into the latest batch of Blu-

Our hands-on previewat e Rays,including railer and more
Latest Shaptor i the Rdaick sa5a from new enties ke The Dark

b - Where Community Meets the Press... |

Knight, Serenity, Sukiyaki Western
Django.

..The Lost Issue Part Two - Featuring the 1UP Game of the Year Awards - Caming Soon..
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ynow youve heard the ru-
mors that EGM going to
be riding off nto the sunset

for one reason or another. Is it rue?
Well, | can't give you that answer,
because no one's told me what to
expect tomorrow o the next day.
What | do know is that f EGM does.
cease to exist, and if this i indeed the.
last newissue that you'll ever hold in
your hands,its not because business
is bad. Our circulation's il 600,000
strong, and newsstand sales have.
actually been better than ever. I EGM
does end it long, antastic run as the
industry’s leading voice, it worit be
because of waning interest. Weve al-
ways been the most trustworthy, rli-
able source of hard-hitting opinions.
and videogame news and reviews
since before many of you were born,
and the industry vets know it. Check

Ono's etter on pg. 71. Hewrole us

and Noble, Borders, and Whe

FROM THE EDITOR-IN-CHIEF

FINAL ROUND?

out Street Fighter IV Producer Yohinori

4

this ltter, unprompted, based purely
onthe rumors that EGM would be
closing. s an amazing, articulate,
heartfet letter from Ono to everyone.
who's ever worked on EGM through-
outthe years, and is indiciative of
the magazine’s permanent place in
the hearts of millions of ike-minded
readers.

And so, i this s actually EGM's
‘swan song, s fitting that we should
team up ane Last time vith the series.
that helped cement our reputa-
tion: Street Fighter. In thi
sue, you'l learn everything
you need to know about
Street Fighter IV, from full
character breakdownsto
ourin-depth hands-on
impressions to what
wethink Capcom
should offer as
downloadable con-
tentinthe months.

ahead to our historical retrospective
of EGM and SF through the years.
We've also got a wonderful timeline.
of EGM's own histary,from the very
first fanzine-like issue to the super-
slick mag youre reading nowe, So
much legacy—so ltte time to share

{qﬁ

I
YL 2

itall. And with that, 4 like to extend
my personal thanks to each and every.
e of you reading this magazine, and
toallof ourfriends who've helped
make EGM so great over all these.
years—from the writers who grew.
up and made their names in the EGM.
stable toall the developers and pub-
ishers who've helped us create the
consistently amazing editorial content
Synonymous with the EGM name for
almost two decades and 237 issues.
Its an understatement to say that ts
been my personal honor to helm the.
‘magazine (' a dream | never real-
ized would come truel, even it it only
been for a short while. I ts my des-
tiny o fnish what Steve Harris began
allthose years ago, then for that, Im
eternally grateful. I've spent the Last
decade of my lfe working in some
capacity with and for Electronic Gam-
ing Monthy,and | wouldn' have had
tany other way. @

[rr]l]
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XBOX LIVE AND
PLAYSTATION
NETWORK

BOTH RECEIVED
UPGRADES IN 2008—
WHO'S ON TOP NOW?

BY SHANE BETTENHAUSEN AND DAVID ELLIS

EGMNOWNEWS: )-onal With the Warld’s Leading Fighting Game Praducers In the New lssue Of EGM - On Newsstands Saon... I ...Bitmob - Where Communit,
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which service currently offers the b
online o 2 Alter spending time
tual
intrepid editors S
1 and David ELl
to deterrmine the current champ

TOPIC NO. 1: PRICE

tiered approac
9. The free
ship offers gamers  fe
IXbox Live Arcar
ce chal buty

pony up $50 ayear for the right to play
multplayer games online. Creating this

revenue stream has certainly beena

i for Micr

but Sony's
yStation Network up 1

ull-Teatured onlin

Given the level of

tinualy imp

that's such anint

experience.

TOPIC NO. 2:
MULTIPLAYER EXPERIENCE

gameabreeze.

tion Network

things such as cross-game i
saging. L theimpl

mentation of in-game XME fnal

the PSN multiplayer ex

bearable,but feature:

functionaity. Requiri
ndard U
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has allowed Live o offer an unm: and matchmaking problems since i
spite stumbling
[t ACCOLADES
SHANE: I'e never flt teribly
Playstation Home ox Live, ma e byintangible shiny
lets you get funky
and take your
avatar out fora
night, or day, on

server support all resonated with a large chunk of i

the town. in Resiste
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EGMNOWNEWS: ) Your Gaming News - Coming June, 2010... I ...Subscribe to the NEW EGM Today -- Visit EGMNOW.com For Details. Eternal Champions
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TOPIC NO. 4: HOME AND NXE
‘SHANE: Both servi

graphical-user-interface updates dur-
g the fourth quarter of 2008, and | ruly
feel that NYE succeeded n sprucing up
the! usly antiquated na

tion. But m ot that keen

tory Avatars—they exst ina nebulous

tofinish the game, there’s something  plistc Mis and the more sophist
e who a Home. I

Gamerscore will know that fm not an hoping to broaden its

Achieverent whore, bt ther it might
Igooutol togetan easy

(MICROSOFT'S) MANDATORY AVATARS EXIST IN A
NEBULOUS LIMBO BETWEEN THE WII'S CUTESY,
SIMPLISTIC MIIS AND THE MORE SOPHISTICATED,
DETAILED AVATARS OF SONY'S HOME.

very adult-riendly to me. As fo H
el that s been unfairly maligned
nd Life clone—the beta seems
somewhat bare bones, but the potertial
hencom- lfered by s interaciive game
s But  casual multplayer games, and
m certainly looking forward to lounging tion options seers immense.
on myvirtual God of Wor i beanib

EGMNOWNEWS: )-sue Of EGM - On Newsstands Soan... I ...Bitmob - Where Community Meets the Press...

Lost Issue Part Two - Featuring the 1UP.
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al feature set, | believe
focus on delivering lop-
t downloacable games has re:

rontaton pushed the et
xLive currently e et from doy
er to navigate than
clunky Ul Home's an interes
ing experience, and it has the potential

WHILE PSN'S STRUGGLED TO MATCH XBOX LIVE'S
OVERALL FEATURE SET, | BELIEVE THAT SONY'S
FOCUS ON DELIVERING TOP-QUALITY DOWNLOAD-
ABLE GAMES HAS REALLY HELPED ITS REPUTATION
HANE

to meet or exceed NXE. Until users, but they can't match the breadth of

bool direcly into Home, however, 1l filles that XBLA offers. From arcatle

never be the that Sony's count  updates like Pac-Man C.E. and
ingon. Galaga Legions tooriginaL ttles ke

TOPIC NO. 5:
DOWNLOADABLE GAMES y alsodonea

NS struggled to match

= Battle Within Begins - Final Fantasy Xl - In Stores Now... §

. v D) ‘
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Alan Wake - Our Exclusive Coverage In EGM #238 - Available At Toys R
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siream of content compared to the adaption of Blu-ray that they've been
haphazard release schedule of PSN  slow o embrace this medium, Micra-
games. Soft's certainly king of this domain,

MoViES -
SHANE: Lastyear, Sony fnallyhad upa  WHO'S ON TOP?
response to Microsoft's Xbox Live Video  SHANE: While | eel that Microsofts

Marketplace with ts own service for  time-tested service still has a slight
dovnloading films and TV program-  edge over PSN from a pure function-
ming directly to the PS3, Butshortly  ality standpoint, Sony's online suite s

thereater, Microsaft’s deal that allows  catching up quickly—even eclipsing
XBL Gold subscribers to stream Netflix  Xbox Live ina few key areas—and doing
content to their Xbox 360s launched ta it all with na added cost to the

rave reviews, Until Sony comes upvith  consumer.

USERS ARE INCREASINGLY INTERESTED IN BUYING
AND VIEWING THEIR MOVIES DIGITALLY, SONY'S
SO RELIANT ON THE ADOPTION OF BLU-RAY THAT
THEY'VE BEEN SLOW TO EMBRACE THIS MEDIUM.

I

asimilar plan, PlayStation Networ's Xbox Lives stil the most
stllsquarely the bridesmaid on the. feature-complete and user-Triendly
e, but Sony's made
I have to wonder if Sany's great strides inthe Last year to vastly
painted themselves into a corner i this  improve PSN. The competiton from
Space. While users are increasingly  Sony's caused Microsoft o make im-
interested in buying and viewing their  provements to s own interface with
movies digitally, Sony's sa relianton the  the launch of NXE. @

dovinloadable-movi

. online console sers

EGMNOWNEWS: | J:ines Are Sold... I ..EGMNOW.cam - Your One-Stop Site For All Your Gaming News - Coming June, 2010... I ...Subscribe to the NEW EGM |
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Three new iPhone games hint of things to come

As game designers get increasingly comfortable with the unique characteristics of the iPhane, we're
seeing more and more experiences that couldn't really be done on any other platform. Sure, straight-
up ports and knockoffs still outnumber the novel ideas by a considerable margin, but we're getting
more frequent glimpses of what the future of iPhone gaming might Look like. —Joe Rybicki

LIVE POKER ZYNGA - Price: Free
Liue Poker may appear to be lttle mare than 2 basic Texas Hold ‘Em
game, but one fealure makes the game noleworthy—and t's a daoz.
See, Live Poker's essentially  client for the poker game played by hun-
dreds of thousands of players on Facebook, MySpace, snd other social-
networking sites. That means the game hits two major milestanes at

onces It supports nine players over the Internet, which s a first for the.
iPhone. And s cross-platform, meaning players on different operating
systems can play against each other. This definitely bodes well for the
future of multiplayer on the system.

Price: TEA
It's impossible to ignore the similarities to LocoRoco: The idea s to escort
a group of adarable puffball-like creatures through complex levels us:
ing a combination of tling, tapping, lcking, and swiping. The interesting
thing s that this is a pretty unapologetic Fiff on 2n already well-regarded
‘game—but s one that makes use of pretty much al o the iPhone's
unique abiltes. The end result makes you wonder i this is what LocoRo-
o shouldve been allalong, and that's some pretty powerful stuf,

L SOUL TRAPPER REALTIME ASSOCIATES Price: 6.9

over thr

EGMNOWNEWS: |} npions - EGM Gets Up Close and Persanal With the Warld’s Leading Fighting Game Praducers In the New lssue O EGM - On Newsstands
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BY JON DUDLAK

Tattoos used to be just for bikers, the armed forces, and people who wanted

I'VE GOT RYU UNDER MY SKIN

a dedication to “Mom” on their biceps. But they're not just for bad boys any-
more—body art has taken to the mainstream like Hannah Montana to Ameri-
can tweens. Heck, if TLC can trot out two reality shows about tattoo parlors,
someone’s gotta be into it, 50 why not gamers? More and more, hardcore
game fans are choosing to honor their favorite gaming experiences with cus-

tom tattoos—and some of 'em are simply awesome, even by biker standards.

JIMBRADLEY
Jim Bradley isa rare find, and not ust because his tattoos have nothing
ven remotely to do with The Legend of Zelda. His corporeal canvas is dedi-
cated entirely to classic arcade games. "Asa kid, | grew up playing Atari,
Bradley says. "And now it brings back memories for me.  started collect-
ing Atari 2600 games n the mid-'90s and have over 250 games in my col-
lection, 5o that's why | chose Atariart for my tattoos.

“The first videagame tattoo | got was my Yar from the Atari game Yars'
Revenge. Not one person has ever recognized it a5 2 gaming tattoo. Most
people just ask why | have a fly tattooed on me. | sayi's not a fly—it’s hall
human!

EGMNOWNEWS:

& Twa - Featuring the 1UP Game of the Year Awards - Coming Soon... 1

JIM BRADLEY

AESaRE -

([er]<)

The Battle Within Begins - Final Fantasy XIll - In Stores Now...
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“I got the Pac-Man leg tattoo sec-
ond. The artfor the tattoo was from
a plastic mug | had in my collection.
This tattoo brings me the most com-
ments in public; people walk by and
say, Pac-Man! That rock
“Lastly: My Atari sleeve—it
contains arcade [cabinet] side art
from Centipede, Space Invaders, and
Asteroids, This was done by Eric
Carlson over the period of one year."

SAMUEL MULLIN

‘The sweet thing about Samuel Mullin
is that at irst, he looks like he's wear-

ing the most badass Nintendo shirt
ever made. Then you get up close and
suddenly realize he just has two of the.
raddest human arms ever created,
“Igrew upa military brat, which
meant that | had to move a Lo, Gen-
erally, moves would happen in the
summer, and as such, when we hita
niew town, all the kids would already
be offdoing allthe weird things that
kids do. | would spend a Lot of time:
inmy basement playing NES games
unil the school year started and | got
to meet some new people. Nintendo
was a huge part of my life growing up,

mab - Where Community Meets the Pres:

Rich Criado

W

‘and my tattoos are a way of showing
recognition of the influence that it had

“The characters we decided to use
were the ones that really stuck in my
head from playing Mario when | was.
2 kid. We had to leave some out be-
cause they either wouldnt it inthe
design, like Bloopers, or they were.
too complicated to ink properly due to
the way that ink and skin react—Boo,
for example,is ll white, and white
reacts to everyone differently and can
turn o brown over time.

“I do know that my ink does close

1 ..The Lost

®
HE 2@

a ot of doors for me, but 'm Lucky to
have an employer who can see be-
yond my personal appearance and
judge me for the person | am under-
neath. My ink means a ot to me, but
I've never had itnterfere with my
personal lfe i the least. That might
be because my taste in women tends:
to gravitate me to those that share my
interests, which generally means that
the girls | see tend to have almost

a5 much ink as | do. Butif someone
can't respect your decisions, then
they shouldn't be in your lfe to begin
witht”

([er]<)

sue Part Two - Featu

g the 1UP Game g
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TIMOTHY TRAINI
Peppered with colorfultributes to the
most memorable games of his child-
hood, Timothy Traini is 3s fond of his
tattoos as he s of the games that gave
rise tothem. Something tells us he's
not wearing V-necks to Thanksgiving
diner, though.

“For me, tattoos are more of a time
stamp. Evenif 'm ot that fond of a
‘game series n ts current state that
doesnt mean | can't still hold some.
‘good memory or mark that a game had
‘onme and then gettinked at later
date. Zelda always fueled my imagina-
tion 35 3 child.Id be i the backyard
swinging a bat and wielding a shield
I carved outof a pizza bosx. I some-
thing | can always ook back on and
remember as good, happy memory.

“When| borrowed my friend's
GameCube to prepare for a Smash
Bros. tournament, he included Resi-
dent Evil 4 in the backpack. | Lostn the.
first six minutes of the Smash Bros.
tournament, but | had two weeks of
glory playing through RE4 a dozen
times. | wanted something in tribal
artwork that would wrap around [my

Within Begins - Final Fantasy XIll - In Stores Now... 1

neckl..and the Lo lluminados sym-
ol kept sticking out, nogging me for
menths, It was too prfect [t pass upl.

“The art style of the Mana games;
has always been ane of my favorits.
‘When | was geting the appointment for
his one, | handed the arista lown-
up sprite of the beast and asked himto
redrawt. Ive never liked sprte ta-
toos;they tend to ot age well. | prefer
0 have the artist add his own flare
than copy something, One day, | hope
tomake my leg a fullSecret of Mana
pattern”

RICH CRIADO
Rich Criado'sright calis a veritable.
‘who's who of contemporary gaming
greats: Castlevania, Gears of War, Un-
real, Metroid, Splinter Cell, Half-Life2,
Mortal Kombat, Quake, and Star Wars:
Jedi Knight li—Jedi Outcast are all.
featured in one hellof a tattoo, which
tooksix sessions and almost 20 hours.
to complete. Our experts calculated
that maintaining this games-to-skin
Fatio could allow Criadl tofitthe entire.
NeoGeo catalog on justa single.
kneecap. @

4

EGM wauld like to recognize the
following five gamers with some
[ ———
‘came up with before even see-

ing these tattoos. Regrettably, we.
already blew their prize money on
temporary Incredible Hulk tattoos.
for the entire staff,

UBERARTISTIC SHOWPIECE AWARD:
John Wilbur

THE LOVE TO DISCOVER ABOUT
YOUR GIRLFRIEND AWARD:
Melissa Stiiner

WHERE'S WALDO? AWARD:
Dave Burke

FARLEFT FOIGHANT VT
WORK-FRIENDLY TATTOD AWARD:
Mark Langston

LEFTMOST LIKELY TO GET YOU HIRED
SV KONAM AW George Ettinger

Alan Wake - Our Exclusive Coverage In EGM #238 - Available At Toys R Us, Best




[image: image16.png]Ex oN oFF.

INSERTCOIN | PRESSSTART COVERSTORY | EGMREPLAY | NEXTWAVE |MEDIAPLAYER| GAMEOVER
THE LOST ISSUE

FACTFILE ; e
s RISE OF THE ARGONAUTS e
ContuASTERS = THEBAD

B
VLSS God Of Bore Heroes
JBsATERMe hauh Fise ofthe Argonauts Acbole, Wit that | THE UGLY
foyeres biggest problems are the i i, o can [
;
Same anes associaed with imagine thatyour | sieresyes
£sns canfinio
M-wEORE many action-role-playing games, combat allies ot
RELEASEDATE i’ got more thn s share of fun- (molipe select-
Tas 2008

damental mechanical and technical able characters
eventually join you

i your sojourns to various parts of
Greecel aren'tall that helpful—and
you'd be right. While they manage
to take down enemies from time

to time, they largely just function
as damage sponges [and as utter
nuisances in ane Later area, where
you're required to kill enemies on

issues. The game looks ke zome-
thing that spawned on the original
IECTCIIN oo s then portes o e
current generation of consoles,
Many of the environments exhibit 2
flat, generic look, doing e to push
any sartof interesting styl, so the
geme fails to stay entertaining even
on a purely arisic level Worst (and

Weak combat and a boring, predictable story kill Argonauts.

most embarrassing)of all, most of firm ground].
the character models vaguely re- Nothing about Rise of the Argo-
Semble a rejected cast of characters | and oulright bumbling at its worst. | until they're dead, which is about a5 | nauls stands out, and just when it
from some long-lost Masters of the | The combat's functional i thal you | exciting as it sounds. Granted, one | about o take a lurn for the belter
Universe spin-of (the worst culprit: | can swing one of three weapens—a | or two boss battles require the use  (the reworking of the Jason and the
Argonauts’ hulking rendition of Her- | sward, spear, and mace—to bt vari- | of a shield o block incoming at- | Arganauts staryl, its fundamental
cules and his tiny coconut head). | aus enemies with normal,sirong, | tacks imagine that!), but much like | and technical problems—including
s for those basic mechanical | and special attacks. But conflcts of- | fights with regular enemies, these  some annoying oading times in the
issues. wel, Argonuts is com- | ten boil down to Just whaling on said | encounters packall of the depth of | Xbox 360 version—bring it way back
pletely unremarkable at ts best | enemies with a single type of attack | an ancient Greek portrayalof Whac- | down. & — GIANCARLO

EGMNOWNEWS:| )= Sold... I ..EGMNOW.com - Your One-Stop Site For All Your Gaming News - Coming June, 2010... I ...Subscribe to the NEW EGM Today
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RACE PRO

Console Racing Goes Ultrahardcore

|,
P
P
s oy wod et
G evtone S i
e oy s
T e 3 oy

Complex
driving
physics.

Funky
callsion
concerns. The cal-  detection

But | have some

tision detection's
5o forgiving that Z,":@:T:’Zu
youlloccasionally  Slam care ito
feelyoure trapped  walls

inside your com-

petitor’s cockpit, The scenery-packed
graphics tend to get chappy when
Youte inthe midst of 2 gaggle of
cars. And as for the damage model,
let's just say that your car feels the
effects ofa crash long before it
shows .

re-created real-wortd circuits. The Race Prodelivers more hrillsthan any other racinggame currenty ), (R NI TS P
vehicle ineup's stunning by any on the market. drive sntwith your controller.Sure,
standard, featuing everything from SimBin dida fine jobof developing
sroduction Mins o od-schaolopen- | But Race Pros all about the overall | monitored during heavy braking and | gamepad algorithms and offering
wheel classes, hol-to-rot G cars, | driving model, and i certinly deliv- | nursed through turns..yettheyre | a ton of coniguration tweaks,with
and monstrously powerful concept | ers a more accurate, more authentic | eminently capable once you pay at- | admirable results. But SimBin's
machines. Plyers conrunsingle. | look at the inticacies of igh-speed | tention to SimBin's excellentdepic- | sims wil ikely sways play btter on
races, season-long championships, | driving than virtually any other racer | tion oftre squeals and spend enough | 3 PC wheel. Sl a more authentic

2 ful-blown career, and several mul- | n the console marketat the moment. | time behind the wheel fand even o experience on the 360 s hard o
Uplayer permutstions, ncludinga | The cars are weighty and hyper- | more hours learing the nuances of | finc—tis i no Sundey dive, @
turn-based"hot seat” mode. tuitchy, sothey mustbe carefuly | each track] ~Goro

sme Praducers In the New Issue Of EGM - On Newsstands Soon...

Bitmob - Where Community Mests the Press... |
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FACTFILE ‘THE GOOD
“wiws: KING OF FIGHTERS °98: ULTIMATE MATCH o
ORVELOEE Same As It Ever Was.. B

PLATFORMS en years afterthe inaugural theartqualitys  THEUGLY
it appearance of King of Fighters wnenandive [ hice
2 '98 comes the PS2 version—in animation isn't as the same

Eske seronics

7.558R altits grainy 20 fghting glory. Your
RELEASEDATE  favorite characters from the SNK
03032009 iverse—tike Terry Bogard, Geese
Hoviard, Kyo Kusanagi,lori Yagarn.
and Mai Shiranui—return for ven
more pugiistic apporturites. KOF
98 hils from the original SNK's
heyday, befare the company was
bought by Playmare, which has done
a great job of sustaining a brand that

fluid as Capeom's
best, the action is
quick and nimble, with forward and
backward dashing that's much more
accommodating than in Street Fight-
er. While this latest regurgitation of
SNK's most popular fighter offers
more characters, they're largely
regundant clones whose impact is
negligible. That sai

you'e re

Ul woud have otherwise faded nto allydying to have this cition of KOF
abscurity. But the question remains: KOF:98 collects the SNK Superstars lincluding a few Ken and 98—or are a completist who needs
Do you we really need anather KOF, Ryu clones) ina batle to the death—or at least elimination. ‘o il is collection—chances are-

especially one that's a decade old? that you probably have it already.

The upside is that Ultimate Maich In case youre unfamiliar with the | lineup consisting of many Kenand s a solid (if unessentiall fighting
is based an the Dreamcast porlof | KOF franchise, it basically collecls | Ryu clones (nol surprising, since | game thal captures the KOF team al
KOF ‘98, which gives you the option | superstars from SNK's deep back- | SNK's development teams were the peak of its powers. Anyone else
to replace the original backgrounds | catalog and puts them together in | compased of former Capcom staff | Looking for a goad reason to part
with new 30 backgrounds as well as | a team-based free-for-allinwhich | members), any 20 fighting-game | with another $20 should just tuck it
customizing and saving individual | selected characters battle itoutin | fan willfind the controls comfort- | away for SNK's upcoming Samurai
color configurations for each 5 process of elimination, with three | able and intuitive, even with the Shadown Callection. @

character. characters per side. With SNK's adjustments to SNK's style. While — MILKMAN.

EGMNOWNEWS: ) ng Soon... Begins - Final Fantasy XIll - In Stores Now... I ...Alan Wake - Our Exclusive Coverage In EGM #238 - Avai




[image: image19.png]SCREEN MODE: _EXIT AUDIO: ON OFF

INSERTCOIN | PRESSSTART | REVIEWCREW | COVERSTORY | EGMREPLAY | NEXTWAVE |MEDIAPLAYER| GAMEOVER
THE LOST ISSUE

FACTFILE REVIEW CREW Novel batl

e AR TONELICO Il: MELODY OF METAFALICA

Sus1  Induces Titters...Not So Much Titillation Corvoluted

ston
s e steampunicish fantasy dered in the name g
warld of Ar fonelico revalves. of the game's Constipated
! around sulry songstresses Plodding, me- running
animations,

15BN called Reyvateils—who, in that an. diocre plot, which

cient anime tracition, can fell massive demands that the
01.20.2009

armies with the power of music—and
the loyal knights who protect them
Ar tonelico l: Melody of Metalslica sees
Croix, perhaps the most generic of
these warriors, teaming up with her-

Reyvatels get constantly swapped in
and aut of your party.

AT pedesirian Localization doesnt
help matters,either. Sure, t's a step
up from the first game’s barely trans-
cines Luca and Cloche, who just hap: lated gibberish, but with smart scripts
like Soul Nomad & the World Eafers un
der their

pen to gain levels via bathing together

Ibecause that helps absorb the ef. NIS clearly has the writ-
fects of er, crystals. or..something. ing chops to deliver much better.

yeanl ATZ's digital dames come in three flavors: haughty, Alter several recent niche Japa-
Newly sapphic undertones aside, and bats*** insane. nese role-playing follow-ups that do

ATZ biggest upgrade is its combat, feellike substantial upgraces (Lo-
which eschews the first game's turn- | presses as they shaut out helpful Enter a Reyvateil's subconscious to | minous Arc 2and Disgaea 3, to narme
based affairs in favor of real-time. hints on your sexual pr—er,battle | work out her various emationalis- | just twol, AT2, while enjoyable, simply
battles divided into two segments: the | performance. (Rule of thumb: The | sues—and learn assarted magicin | feels underwhelming in comparison
attack portion, where you've got aset | more double entendre-induced the process. Completing each “world" | And that's 2 shame—underneath the

= amount of time to get in as many hits | snickers they elici, the betler you'e | also unlocks various schoolgirl, maid, | silly sexual metaphors and ridicu-

. as possible, and the defense phase, | doing.] witch, and dominateix costumes. Un- | lously revealing outiits, this concept's
where you'll protect your hand-grawn | As n the first game, ATZ5 most | fortunately, this surprisingly intrigu- | got 2t of untapped potential. €
hoties via a series of timed button | interesting portion is the Dive system: | ing character development gets hin- — MILKMAN.
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e to take a look back and
the best games of 2008—
an easy task, especially
EGM and 1UP's behemoth
rgues for hours on end
every last category. Some
s were shoo-ins, while

(notably the Game of
ar itself] resulted in pro-
d discussions and careful

ounting. It's definitely been
a tough year with a lot of great
games...but, then again, when
isn'tit?

And because we're the curious
sort, throughout the pomp of the
ceremonial write-ups we mixed in
insightful Afterthoughts with the
people behind some of year’s best
and brightest games.
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Welcome Back (Best Port/Remake):

SUPER STREET FIGHTER I
TURBO: HD REMIX

BIONIC COMMANDO:
REARMED
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WINNER
.

< AFTERTHOUGHTS

SUPER STREET
FIGHTER Il
TURBO: HD REMIX

CAPCOM'S JOYSTICK JOCKEYS
TALK STREET FIGHTER BY RYAN SCOTT

2008 1UP
NETWORK
AWARDS

uringitslengthy develop-  cycle that's ever been. The major
ment, Super Sireet Fghter  cause for delay was a reset n the art
[ Turbo: HD Remix evolved  pipeline; we initiallystarted outin one
from a simple cosmetic  art style, and about midway thaugh,
port toa full-fledged sixth ediion of it changed~as did the whole method
the Sireet Figher 1 saga. For the full  and team for reating t. But you guys
story, we spoke with Associate Pro-  should be glad for t. In the nital
ducer Rey Jimenez left) and Commu-  scope of thettl,itwas just going to

nity Manager/all-around Street Fighter be Super Turbo with new graphics and
quru Seth Kilian [next page) abaut this  online play.

new version of the timeless 2D fighter.  With the art delay, we thought about
Al EGM: HD Remix was announcedin  whal the game could be with the extra

April 2007, but it just came out this development time and decided to 2dd

past November. Why'd ttake solong 1o the game. Among many things, we:

togetitout!? added tournament play, the Remied

Rey Jimenez: A year anda half mode, and the Rewind tech netcode.

isnttoa bad from announcement to  Initaly, the netcode was just gaing to

FEY JIVE! release. Well..OK, maybe itis. Butits  use an advanced version of whats nor-

definitely not the worst [development  mally seen in fighting games, but with

EGMNOWNEWS:| }ing News - Coming June, 2010... 1 ...Subscribe to the NEW EGM Today - Visit EGMNOW.com For Details... I ..Eternal Champians - EGM G
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the extra time, Backbone develaped
an extra netwark Layer that also tries
to predict what's going to happen to
make up for network lag time.

EGM: Based on Lead Designer
David Sirlin's series of development

2008HUB] 1105 over at Sirlin.net, it seems like
o o 1 Sirln.net, it seems lks
BWARDS| = oost was to bring each character

to:3 roughly equal power level. Daes.

Such a thing even exist? Can that
exist?

W actually weren't
siming to improve balance—or, at
least, not exactly, The original Super
Turbo has remained a brillant and
hotly competitive game for 15 years,
but nabody would say it was because
of great balance: it s great, but it’s
pretty unbalanced, i anything

Instead of balance, Super Turbo
offersa really expressive and unique
style for each character. If you have
great characters with a (ot of options,
players will have fun using them, even
if same characlers are beller ona
rankings chart. When we began the
Fetuning process for HD Remix, that's
howwe ried to approach it: by focus-
ing on the characters and removing
obstacles to fun. dentiy fights where
certain characters have trouble and
give them extra tools there, or remove
the most brain-dead, abuse-riendly
techniques. | think our approach has
really made the characters shine, and
it's made some formerly frustrating
fights nto really fun matchups.

RJ: [m no designer, but in my per-

EGMREPLAY

sonal opinion, the only way to achieve
2 perfect balance is to give every
character the same maves, prioriles,
and power level. Of caurse, this would
be pretty boring, | guess, if you go by.
my theary,the first Street Fighter was.
the most balanced Street Fighter ever.
You could only play as Ryu and Ken.
and in that game, Ken played exactly
the same 25 Ryu.

What we can do—and David did a
great job of doing—is make the dis-
tance between the best character and
the worst character much smaller.
Some characters in Super Turbo were
arguably just not worth using in high-

oN oFF.

NEXTWAVE |MEDIAPLAYER| GAMEOVER

tevel competiton. Hopefully, those
characters are now much better, and
well see ther more in tourraments

EOM: The hardcore SF2 commu-
nity—the sorts of people who frequent
sites like Shoryuken com~—is flled
with skeptics. Will HD Remix win these
cranky bastards over?

Well in part, “those guys” are
us. | helped start Shoryuken.com—
1 still even have my own forum—

David i very active there, and Rey is:
a regular as well. More to the point, |
think that we'll win them over because
we've worked really hard to lsten to
them throughaut the process. @

EGMNOWNEWS:| ). Of EGM - On Newsstands Soon... I ...Bitmob - Where Community Meets the Press... I ..The Lost Issue Part Twa - Featurin
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BEST STORYTELLING
TECHNIQUE:

License to Create
(Best Use of User-Generated Content);

LITTLEBIGPLANET
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BANJO-KAZOOIE:
NUTS & BOLTS

BEST FUSION OF STUDIO GHIBLI
AND STRATEGIC WARFARE:

BLAST WORKS; BUILD,
TRADE, DESTROY

EGMNOWNEWS: ) - Year Awards - Coming Soon... 1 ..The Battle Within Begins - Final Fantasy Xill - In Stores Now... I ...Alan Wake - Our Exclusive Coverag
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BEST BUMP IN THE NIGHT:

THE BOX ART THAT COULD
PASS FOR REAL ART AWARD:
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WINNER

2008 1UP
NETWORK
AWARDS

2ND PLACE:
LEFT 4 DEAD
(XBOX360/PC)

MIRROR’S EDGE

initial training level didrit go wel for me. It tock three or four  Left me, but what | discovered as things progr
falls before | even had the basics figured out—  What DICE has created is a game that puts you, quite literally, or
th ltte (eeps you there,

3RD PLACE: 410 keep the controls tight, Worse, | couldritfigure out Jouive made your peace with the controls, i
NOMORE HEROES

oy design ar driver errar. 'm nol sure that feeling ever camplet eut right now? Exaclly,

EGMNOWNEWS:  )-oducers In the New Issue Of EGM - On Newsstands Soon... I ..Bitmob - Where Community Meets the Press... I ..The Lost Issue Part Twg
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MIRROR’S
EDGE

A REWARD FOR RISK

rror's Edge doesn't really see like a game developed by EA's DICE studio. For

one thing, ' just about the complete opposite of the developer's Battlefield

franchise, replacing typical frst-person shiooter destruction and bleak, war
torn enviranments with a vibrant, whitewashed city and a nimble female protagonist—
herself the antithesis of the portrayal of women in games. We spoke with ME Producer
Tom Farrer to get some insight into making a genre-busting first-person game and how
the team wanted to balance hand-to-hand combat with the use of gur

rt Twa - Featuring the 1UP Game of the Year Awards - Coming Soon... I ..The Battle Within Begins - Final Fantasy XIll - In Stares Now...
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just ignore the comments of
who didrt, though. Studying the
negative aspects people bring up

vastly important. Ifa ot of common
issues are being brought up acr

the board, then those are things to
earn from.

TFWe mads the decision to it
the control-customization optons
for the very reason that it was im.
portant to master them. We found
that many players inti
edto move the "up’ button to A
Tom Farrer, We always suspected on PS3—since that's where they are
thatthe game would plarize peo- used to having jump infirst-person
e, with some loving games. We'd removed sl move
not. That's generally the case when  controls from the face buttons, be
you make something tht e cause having them there actually
with tradition, Soitwasn't reallya  lessens the degree of control avail
surprise when we saw that some able to the player. fyou have to
people didn't seen o get” it The  your thumb of the right analog to
most pleasing thing has been that jump, you immediately lose a Lo of
| THINK IT'S VERY INTERESTNG many people do “get” it and reading  control and make the game more
AT A LOT OF PLAYERS WERE QU althe forums and tlking to layers _dificul for yourselt
APRY WITH THE IDEA OF NAT) about how they ve enjoyed the game o for this reson we wanted the
USING GUNS AT ALL. couldrt make me happier. movement controts to sty on the

— PRODUGER TOM FARRER That's not to say that you should  shoulder buttons. We actually used

EGMNOWNEWS: Alan Wake - Our Exclusive Coverage In EGM #238 - Available At Toys R Us, Best Buy, Barnes and Noble, Borders, and Wherever Maga
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WINNER a similar control scheme for Battle-

feld 2: Modern Combat on the PS2.
After some initial complaints, play-
ers started to realize the benefits

there as well,

2008 1UP
NETWORK
AWARDS

TF: The hand-to-hand combat and
the gunplay don't have to be mutu-
ally exclusive. They can be, and that
choice is up to the player. The com-
batin the game is certainly consid-

erably easier if you take advantage  players on a second runthraugh. But
of both. it seems to have encouraged many

Ithink we probably placedtoo  to attempt it the first time, with the TF: We're able to get those fig-
much emphasis on not using the result that they find the game harder ures, although we don't have them
weapons by adding things such and some areas frustrating, yet. It does seem like a lot of people
as the Test of Faith Achievement went for the Achievement, though. Of
fearned by beating the game without course, we have to wait for the final
shooting anyonel. This was intended figures, but  think it's very interest-
as something for more hardcore. ing that a lot of players were quite.

hapey with the idea of not using guns
atall. It certainly shows that there's

THE HAND-TO-HAND COMBAT
AND THE GUNPLAY DON'T HAVE TO BE a lot more to the frst-person genre
MUTUALLY EXCLUSIVE. than just shooting—and, yes, f we

PRODL M ] do make a sequel, itd definitely in-

fluence the design. @

EGMNOWNEWS:| ) Sold... I ..EGMNOW.com - Your One-Stop Site For All Your Gaming News - Coming June, 2010... I ...Subscribe to the NEW EGM Today - V
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Simple Satisfaction
(Best Comfort Game):

PIXELJUNK EDEN

THE DOING NOTHING IS SUPERFUN AWARD:

ka garden, ping arour
2d cor mes’ other
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Saints Row 2
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assault ifles take onaton of knife-  sion to go with four Survivors and
Wielding terrorists, we're wondering:  four playable Infected was made re-
What “a-ha” moment that lead youto ally early on in development, and that
gowith Infected zombies? Did some-  L4D's tuned for 4-on-4 and nathing

one happen to host a Return ofthe Liv-  else. Why four? Let our readers see
ing Dead viewing and say, “Damn, we  why four Survivors wark while, say,

should turn Terror-Strike - five doesnt

into a zombie game! MB: We wanted to sup-
Michael Booth: The port as many players as

decision to go with zom- we could, while at the
bies flowed directly from ‘same time retaining our
gameplay necessities. focus on cooperation.
Inour prototype, we had Through experimenta-
hordes of clawing/knif- tion, we found four to be

¢ AFTERTHOUGHTS ing/slashing enemies that the ideal number. Having
‘Would swarm the players, even five Survivors would

LEFT 4 DEAD andwe knewthat thisking _ MichaelBoBt cftenresutin the team
o swarm created  niquely hiling  splitingntoa team of two and  team

YOUR ZOMBIE SURVIVAL GUIDE experience that we wanted to pre- of three, since a three-player team is

BY THIERRY NGUYEN serve. Sowe needed a backstory that  stilfairly robust. With a four-player
‘would not only be rich and engag- team, no subgroup feels big enough
tsa bit surprising thatsuchan  opment. Project Lead Michael Booth  ing but also supply a credible reason  to separate for any length of time,
obvious concept, the zombie- chats about why “four s fab what  for our hordes to rush headlong into  which helps keep the players together
apocalypse frst-person shooter,  Louis used to look like, and the ins- players and to not have any kind of  throughout the game,
never really come to fruition until  and-outs of designing L4D's zombies.  gunlike weaponry. It didn'ttake us EOM1E3 2008 revealed the rede-
Valve's Left 4 Dead. Since most Left & EGM: Sinco o/ 4 Deads contral very long to decide that itwas time for <ia1 o (he four Survivors, and wiile
Dead sessions resultinstoriesand  concept stems from the Counter- the Long-awaited zombie apocalypse = do 1k 1 was ulimately or the,
anecdotes, we asked Valve for thelr  511/kc o Torror-Sirke,In whichs  tobegin. Itsa perfectfit better, we're curious about one Survi-

own tale behind Left 4 Dead's devel-  =mall aroup of counterterroristswith M We imagine that the deci vor: Louis. What drove the complete
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Benefits With Friends (Best Multiplayer):

LEFT 4 DEAD

ntastic as Left 4 Dead is—mostly due to its quartet o
nd the assuray
e sometimes sadistc Al Director s

el . th thre other peapls
ation (Help,a Hunte
put this game do

mode, its a rlen

MB: The pre-E3 Louis was actually
a redesign of an earlier Louis whose
character was a religious zealot. For
[P ———

cided to avoid an overtly
religious character,
stripped him of his various
bits of religious parapher-
nalia, and changed his
backstory to the current
one. However, that left
Louis visually bland—his
‘appearance no longer had
any significant character.
The post-E3 Louis very clearly rein-
forces his backstory, down to the fact
that he keeps his tie on. He's sure that
“any day now.” things will get back to
normal, and he'll go back to his job
selling electronics.

EoM:

Michael Booth

AUDIO: ON OFF

MB: When we started this proj.
ect, there were many unknowns and
risks involved, and the
team was very small then.
We made it a high prior-
ity to stay focused on the
unique elements of coop-
erative procedural game-
play and build a very tight
game that only included
what needed to exist to
achieve those goals. When
it came to weapons, we in-
cluded representatives from the ma-
jor FPS categories—pistol, shotgun,
automatic rife, sniper, and grenades.
Each category was chosen for its ulil-
ity as well as its discoverability to the:
player—shotguns are for close range,
Snipers are for long range, and o on.
Having the weapons be iconic in this
way gave players one less complexity
toworry about and also helped to de-
fine roles for the players to assume.
We wanted players to grab a gun and

(32)
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] [
TER A1 artsuvning th e spocaypse o i e dea tht
N 7 Without being paralyzed by lots of basically gave the Hunter silent-and- D
- " uiiteweapon choices. eadly renaiesand eft the Survi-
- EoM: Thegomes commentary  vorswandering what st it rem. 4] |
Yy . points out how the Sereamer wasan It was quickly removed. —
Ineced ot uimatlymerged ity Anather example westhe Boomer. (5]
the Boomer. Canyau il Vo used toactually -
usabout some ofherspe- 1‘ plode ke abomburen | )
cial Infected that sounded S —— =

ruled out?
ME: We didntreally
have 3 huge lit of Special
Infected designs—we pri-
marily introduced special
Infected to address spe-
LEFT 4 DEAD cific gameplay issues, like ~ Michael Booth  ing explosians often re-
the Smoker's tongue to break upan  sulted in intense team debates about
here's nothing like the human element to keep something interesting; overly close-knit team. We did, how-  the Boomer-popping player's deci-
2ND PLACE: shame that said ele ntagonistic. Couldn'tw ever, experiment with many different sion-making abilties and tended to

e ety kol o
e s henew

team with asingle errant
bullet. These game-end-

PEGOLE NIGHTS jrk together toward some common goal? Like survival? The only attacks for the Specials. For example, alienate the new player and leave him
SOANSSUAS PSRN ... . .. ... oy, vl iefore he feelin..unlved. ntead, by g
eSp— nthe 4 pecle earn i
[P STRRAOPINIININ ... .. . ..., o frov o one nhode.atractig sre, ot oy
FE .- them,offering resaurces right wh jects that would cause damage f they o we give the Survivors a chance to D
[ s Keeping veryon working agetor. b Wi the Survors. We'd pt s staccaf  sav themselves, bt we miraduced
3R pLACE ekt g that becomes dull and precitsl, and o2 Hunte eap p hre,hecold of drea ot feed o many postgame
ADVANCE VAR, way o preventing tha ra " <end them aining downon the Sur- stories, @ [f]
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e
2
Genre-Twister (Best Multigenre Game);

PATAPON

Although t bears a passing resemblance to its fellow flat-and-proud PSP

ands out 35 3 true original, expertly blend)

BEST VIRTUAL VACATION:

SadvMV-INIW 8002 IHL

hythm-action gameplay with tac playing depth, I's 3 heady mix, to

care. Some may gripe a MOST INNOVATIVE MULTIPLAYER:
grinding) o ts lack of pause functionality but | found Patapon imme
my busride home, Id find myself toe-tapping and head-bobbing
25 my vicious silhauetle army fele
re of quizzical lances, but afew brave on

VALKYRIA
CHRONICLES
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< AFTERTHOUGHTS

PERSONA 4

MAKING A MORE PERSONABLE PEF(SDNA/
BY ANDREW FITCH

ersona 45 spookyrural  scoop on the development of one,
Japanese mysterycap-  the best RPGs in 2008,
tivated EGMs Review EGM: Was it harder or easi r\u
Crewlastmonth—the  crat the game's setting i the. Ja
P52 game even surprisingly snagged  nese countryside, as opposed tothe /
co-Game of the Month honorswith “big city” backdrops of previous Per-.
Valve's zombie shooter Left4Dead.  sona games? To put itanother way:
We tracked down Director Katsura  How many membersof the develop.
Hashino (below) and Art Director mentteam are from rural areas?
Shigenori Soefima for the inside Katsurs Hashine: It wasn't easy.
In P4, for example, we set the party
headquarters tafoad court inside
 shopping center—a place that
‘wouldt be found in a guidebook—
butat the start of development, we
had trouble coming up with an image.
of the countryside. Our staff comes
from all over Japan, 5o our notions of
the countryside vary, but the process.
of putting it together was fun as we
traded our memories.
'EGM: One thing we noticed is that

“ﬁ"

y

2

-l--____

\

h

Caming June, 2010..

T
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WITH YOSUKE IN PARTICULAR, | GAVE HIM
/ACCESSORIES, SUCH AS HEADPHONES AND
A BICYCLE, TO MAKE IT MORE OBVIOUS
THAT HE WAS FROM THE CITY.

— ART-DIRECTOR SHIENORI SDEIMA

mw fide—te Y - ;,%n intoday’s society. Butas 3 means.
“ahist—have more siyls tovisually distinguish between char-
others. Was drawing that i Immnn acters from the country and the city, |
between thetransplants and the Inaba  consciously drew their har diffrently.

[E— With Yosuke in partcular, | gave him

Shigenori Saei e ——
real world, the differences between  bicycl, to make it mre obvious that
the fashion ofthe country and the ity he was from the city.

have become smaller than Ithought  EGM:f we were designing a game

thanks tothe ease of sharing informa- like Persons, we donit tink we'd be
4 g abletoresist the urge to create char-

~ AL acters based on reatf high st
iriends and rivals. Are characters like
| | Yosuke, Chie, and Yukiko based on
anyone the deélopmentesffwent
1o igh school with? And you didn' go
1o sehool with any Japanese pop cols
like Rise,for example,did you?

55 Thergaren'tany characters di-
rectly based off of friends, but the first.
things | thought of when 1 heard about
the story and setting e

Now... 1 ...Alan Wake - Our Exclusive Coverage In EGM #238 - Available At Toys R Us, Best Buy, Barnes and Noble, Borde

and Wherey
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AN IMPORTANT CHARACTIN

OF THE PERSONA SERIES IS T
'YOUNG-ADULT FICTION WOR
ECTOR KATSURA HASHIND

membered from my school days. The
fat guy,the class nerd, the jock, and
S0.0n. The Social Link characters are
based mare on real friends than char-
acters in your party. | usually receive a
ot of direction when it comes to party
members, so in most cases, | create:
them without real-life models. Believe
itor not, | was in the same class as:an
idot once. [Laughs] But | didn' base

Rise oft he;Shefiad a comple e
ferent persanality.

EGM: Since many of your fans ar
‘working adults, have you considered
creating a Persons game that may re-
flect their lives?

¥4 An important characteristic of
the Persona series is that it's a young-
adult fiction work, 5o even though we
know there are many adults in the
fan base, we still chose to focus on
adolescent boys and girls. But there’s
the precedent of Persona 2, where.
the party consists of adults, so we
can't say there won't be an adult party
member i the future. Also, another
important aspect of the Persona se-
ies, from P3 on, is the sense of real
life. For the story to take place in
America or Europe, we'd need more
staff with firsthand experfence in
those areas. &

Subscribe to the NEW EGM Today -- Vi
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NOMINATED AV Club President
(Most Technically Impressive Audiovisuals):
METAL GEAR SOLID 4:
GUNS OF THE PATRIOTS

" than th

PRE BEST USE OF FAKE WORDS:

GEARS OF WAR 2

EGMNOWNEWS:| ) and Personal With the World's Leading Fighting Game Producers In the New Issus Of EGM - On Newsstands Saan... I ...Bitmob - Whers G
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Featuring the 1UP Game of the Ye

FALLOUT 3

LIVING IN A POSTAPOCALYPTIC WORLD

ot being quite observant enough, but
it seems like the game has references
to previous Fallouts but not quite direct
connections. For example,
the Chosen One in Fallout
2was supposedly a direct
descendent of the Vault
Dweller in Fallout.Is there
afamilial thread in Falout

3that we just didn't notice?
And i s0, was there a par-
ticular reason to not tie the
Fallout 3 Vault Dweller to
the previous games?

Emil Pagliarulo: Looks like your
observations were pretty dead-on, ac-
tually. I’ true that there are a few ref-
erences to the characters, events, and
locations of Fallout and Fallout 2, but
they're mostly there as cool nods for
fans that played those earlier PC

arulo
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‘games. And, yeah, there’s no familial
thread—your characterin Fallout 3is.
natia descendent of the Vault Dweller
if any way, shape, or form, It just

idn't seem necessary. We wanted to

tellour own story, without
to0 many direct ties to what
had come before.

EGM:

Ll

EP: Well, when we put the main
Storyline together, we paced it out
with certain quests and gameplay
events, and that Behemoth scene at
the Galaxy News Radio plaza was.
one of our showcases. So we didnt
really feel the need to repeat our-
selves. Don't get me wrong—we love
the Behemoth, but so much about
Fallout 315 about exploring the world
and discovering what’s out there, and
that includes the other Behemoths.

MO )

041510

BEST DEPICTION OF A DEPRESSING PLACE
THAT WE'D NEVER WANNA VISIT IN REAL LIFE:

SadvMV-INIW 8002 IHL

BEST ROBOT SINCE STAR WARS:
KNIGHTS OF THE OLD REPUBLI

HK-47:

R Us, Best Buy,




[image: image41.png]They're there; they're part of the
world. You can find them if you want
to. But we didn't feel the need to
‘add another one into the main quest
line—it would've fel like we were
just reiterating something that we'd
already done.
EGM: Fallout had the Master and
the Supermutant army s the main
\ antagonists, and then Fallout 2 fea-
tured the Enclave. Why did you de-
cide to feature the Enelave rather
than introduce a new faction or an-
tagonist? Did you ever have a sfory
draft that featured a different fac-
tion?

EP: No. Actually, there was never
a draft of the story that featured’a
different faction—it was.
always the Enclave. Why?
For us, it just made so
much sense. | mean, Fallout
2established the Enclave.
asthe remnant of the U.S.
government,yet they d
set up shop on'an ol rig
off the coast of California.
Wouldn't they eventually
want to get back to Wash-

WHEN WE ORIGINALLY WROTE THE

MAIN STORY, YOUR CHARACTER
DIED AT THE END. THERE WAS REALLY
ONLY THAT ONE ENDING.

— LEAD DESIGNER EMIL PAGLIARULO

ington D.C.—the nation's capital—
and set up shop again? Our game's
setin D.C., 50 they were the perfect
antagonists for us.

EGM; The first time you played
the game all the way through, what
character build did you use?

EP: I've played the game at the

All Your

AUDIO: ON OFF

041510

office so many times, with so many
different characters, at so many dif-
ferent stages of development, that

| honestly can't remember the first!
Butl do remember one of my favor-
ites. 19 made this guy with Tag Skills
in Science, Energy Weapons, and.
‘Speech. And every time | hit alie op-
tion i ialogue, | would take
tually took me several hours of play.
before | looked at my character—and

Itac-





[image: image42.png]THE LOST ISSUE

on oFF

42)

041510

his suave little moustache—and then it
hit me...'d inadvertently created Tony
Stark. Id been playing the whole game
in the role of Tony Stark and hadn't
even realized it

EGM: Now that the game's out and
‘we know about the companions, which
ones your favarite, and why?

EP: Fawkes, the sentient Supermu-
tant, is probably my favorite. Wher you
first meet him, you have no idea he can
come along for the ride.
Andthen ater, he's waiting
for you when you get out-
side of the Enclave base—
andhe’s got a really cool
scene there—and i's like,
“Oh, yeah—now 'm gonna
show the Wasteland who's
boss.”

EGM: Can you discuss the.
decision to have the main
quest end the game? Why not et the.
player wander the Capital Wasteland
afterward and put in alttle more ex-
ploration time?

EP: When we originally wrote the
main story, your character died at the
end. There was really anly that one:

ending. We liked the serious tone of it
‘and felt the theme of sacrifice was re-
ally important for what we were doing
with the game. But theri we realized
that, well, ot having multiple ways to
complete the game was pretty contrary
to the spirit of Fallaut, So we designed
and implemented a few ways to end the
game: You can sacrifice yourself nside
the purifier, you can have Sarah Lyons.

g0in, or you can just stand there and
refuse to do anything fand
the purifier complex will,
blow up around youl.

But with each of these,
even if the player charac-
ter doesn't die, the game.
ends. We'd discussed this.
and were like, “You know.
what? Fallout and Fallout
2ended. We should end

hat we

our game, too.”
didn't realize is that, largely because of
Oblivion, people really expected Fallout
3ot to end! It's something that they've
come to expect of us, and we underes-
timated that. You can be sure that its

a mistake that we WOt repeat in the-
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Fun With Space Bucks (Downloadable Game Of The Year):

SUPER STREET FIGHTER I
4., | TURBO: HD REMIX

If sueh a thing as

WIPEOUT HD
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I THINK A HEALTHY MIX OF NEW IPS,
CLASSIC SEQUELS, AND EVEN LICENSED
PRODUCTS IS A GOOD THING.
EXEGUTIVE PRODUCER GLEN SCHOFELD

this year. EA Games.
President Frank Gibeau's

intellectual properties
these days. Did this make
Dead Space 2 hard sell?
Glen Schofietd: Not
really. It wasnt easy, but
I talked with the execs.
about the concept, and
itwas 2 solid idea—a pointed to Dead Space
[ —— specifically as the pub-
DE AD sp ACE oped genre,inmy opinion,  Blen Schofield o o model for
‘and one which Electronic Arts wasn't  cresing original properiics that can
SURVIVING THE HORROR in yet. There was also a groundswell e expanded nfo other mediums.
BY PHILLIP KOLLAR oftalk wthin the company that we ¢ formats. We already know 2t &

needed more new IPs. They also saw  Desd Space sequel’s lkely, bul doce

< AFTERTHOUGHTS

e T
original inellectual properties ex-  contains spoilers, though, 5o be wary 3 daring call togreen-lighta game €4 Fedunod Shores?
utilized well. We fought our fears and EGM: |1 scems (hat fewer publish-  vertical slice [of the gamel, I think mix of new IPs, classic sequels, and

In EGM #238

At Toys R Us, By
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thing.You can' just v by new P
sl Asfor EA Reitwo
ahedofus
EGMsWas the character e5ign
for main characte saac Clrke's
suitmodelzd afer or inspired by
renowned comic-baok atist Jack
Kirby? The grity,realistic art style
Kind of masks i, bt f you tink of &
more comic-bock versianof 53ac,

thears and his helmetremind us6
sk Kbyl his New Gods period.
05: Actually, i's not at all: Any.
resemblance is  caincidence. We
Started with a gothic ribbing look. We
have well over 100 drawings, paint-
ings, and designs for Isaac. We used
different artists, and finally, after
weeks and weeks of work, we start-
ed to setile on a look. Then when we
were happy, we built one in 30 and

041510

IT WAS A LONG CREATIVE PROCESS,
¥ 'WHERE OUR END RESULT WAS TO
ACHIEVE SOMETHING NEW AND UNIQUE.
— EXECUTIVE PRODUCER GLEN SCHOFIELD

then realized it needed more refin- EGM: Did you ever have plans to
ing. Once that was complete, we had 1 ude rmoriine zero-gravity o
todo four more versions of it just for  ments? Thost (66 a it underused

the upgrades. It was a long creative 651 guess it seems that way,
process, where our end result was to  but there are actually 14 or 16 zero-g
achieve something new and unique.  areas. We have tons of ideas for
Youare actually the frst to mention  more, but we took the “less is more’
Jack Kirby. Good reference. ‘approach—we'd rather have you long-

EGMNOW.

()]
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ing for mare rather
than getting bored of it.
I think zero-g's paced well
throughout the game,
and based on feedback,
it seems to be afan
favorite.

Eo!
gravity basketball come

jow did zero

about?

651 We like to add little
minigames and surprises to our
‘games, but we had to think up some
that would make sense on a ship like
the Ishimura. We figured that they
would have recreation on board and
tried to design one that would have
evolved over 500 years. Our goal the
whole time was to make the Ishimura
feel like a real place people lived in,
with recreation, eating places, living
quarters, bathrooms, etc.

GM Gets Up Close

of elements borrowed

e see a lot

from other games—like
Resident Evil 4 and Sy
Shock. Also, in the mess

hall,there's a poster for
Rancid Moon, the original
concept for Dead Space.
Are there other subtle
Easter eggs?

051 Did you see the first letter of
each chapter? Put them together.
The Unitology language also ives
hints along the way. My photo's used
for the farmer products in the hy-
droponics bay. Of course, there's the
Shooting gallery. And the big one is if
you play the game a second time, you
realize that Nicole just isn't always
Fight. | know there are more,
and I've got to leave some to be
discovered. &

AUDIO: ON OFF

THE BEST FIGHTING GAME THAT
DIDN'T WIN A BEST FIGHTING
GAME AWARD:

THE "HARDCORE, YES—ACCESSIBLE, NO” AWARD:
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GEARS OF WAR 2

KEEPING THE MACHINE RUNNING

BY GREG FORD

ears of War 2 delivers big
time, one-upping its fantas-
tic predecessor in nearly

every way. But that doesn't mean
we don't have a few nits to pick with
it. We talked to Cliff Bleszinski, de-
sign director of Epic, about the de-
velopment of Gears 2 and what we

can ook forward to in the series’
future.

EBM: Can you tell us what your de-
sign philosophy was going into Gears:
Zafter all the teration that went into
theori

Cuff Bleszinski: We sat down and
said, "What can we do that's new, what

canwe do better, and what would we.
like more of?” Each lead voiced s,
opinion, and we then hashed through
itall and came up with 2 game plan.
s important to have buy-in from the
various talented people that are not
only running the project
butalso helping to build i,
and we've found that Epic
developers respond when
they feel invested. That
said, we also let plenty

of room for “gotta have it”
moments, such as the mo-
ments that led to having

walk that line between changing what
doesnt workin the original versus
what needs to be changed for the
better of the franchise. Weapon bal-
ancing, player movement, cover en-
try—all of these things go through an
additional eyele of balanc-
ing and tweaking.

EGM: Whatled o the
creation of the Riftworm
stage, which we can't
help but think feels very
much like a platformer?
Is this what Jazz Jackrab-
bitwould've evolved nto if

Py ——— /| tne series had continued?

chain-saw-stat-wielding CUMYB  isthisa Hoby Dick fan-

boss character tasy? Whatsthe player response o
Wesill knewwe wanted toter- s ike?

ate quite abit o our formula—except

this time, we had to iterate within
certain parameters. When one builds
asequel, i incredibly important to

€B: 'L always adore that litle
green rabbit, Jazz, and everything he
did for us! Gears, in some ways, has

always been a “platform” game, only

WE SAT DOWN AND SAID, “WHAT
CAN WE DO THAT'S NEW, WHAT CAN
WE DO BETTER, AND WHAT WOULD
WE LIKE MORE OF?"
EPIC DESIGN DIRECTOR CLIFF BLESZINSKI

Featuring the 1UP Game of the Y
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ALso
NOMINATED Console Game of the Yea

GEARS OF WAR 2

filled with impressive ftles. LitleBigPane
1P edit
bed intentions fruiless endeavors. Grand
blackbuster
supposed to—bigger

y.from an initial

h0's most definitely not a hardcore gamer, iny

with him every few nights. And | can never re

he game’s cover-based combat and visceral theillof taking down brutish
o that fuel And really

it Well.that and one of therm fan
LITTLE BIG PLANET

onthe Xand Y axis. The player's leap-
ing from platform to platform, but
instead of going through the ai, you're:
qoing from cover spot o cover spo.
Plus, you've got 2 gaggle of guns, so
perhaps our recent hit has more in
common with our old clas-
sic than people might have
originally thought
Regarding the worm,
the majority of users have
Loved this level in the
game—their reactions
Fanging from awe to ds-
qust. We puta lot of work
into balancing this level

onthe various diffcutes, clitty 8 Eol

For example, the timing puzzies with
the digestive chompers are basically
in slow motion on casual and really
requie good timing on the tougher
settings. One rule | learned a long
time ago from a friend who taught

EPIC DESIGN DIRE

EGMNOWNEWS: ).~ Awards - Coming Soon... I ...The Battle Within Begins - Final Fantasy XIll - In Stores Now... 1

AUDIO: ON OFF

children was to know when to stop the
game that they are playing. If they are
playing kickball and having a ttle bit
offun, try to end the game shortly—
otherwise, the kids become tired and
bored. The same can be said of a core
[ ——
out good, sold doses of
itand then switch up the
gameplay with some ex-
ploration, narrative, or
other gameplay mechanic
Sothat when the users.
return tothe meaty center
ofthe experience, they are
readytogo.

o the part where
Dorm fnally finds his wie, Maria, and

then blows her away—what the hell
was that all about? A few square
meals, a haircut, maybe some cos-
metic dentistry, and she would ve been
wellon the way to  full ecovery!

IR CLIFF BLESZINSKI

y (49)

041510
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(CB: I's not that simple. The Lacust  us—and for some strange reason—  player glitches, with shots not going
- were capturing and torturing people  dialogue’ funnier when it comes from  where peaple aim or the shield be-

f {othe pointwhere heybreak. The  behinda mask. Carmine's meant o be ing used withany weapon, Are hese
ok step s grueing process s as humorous ashels endearing.  problms boing foed?
{olobotomize thei prisoners,andits.  EGMs We'v scen e Who Wants G We'e aware o <o ongeing
aone-way tip Domdidtheanly i Toast?F” Esteregg. Anyather secets _ balancingissues with Gears2mult-
mane thinghe coulddo. Therewas  thatyou can pint out 10 us? layer, and we'e workingaround he
nthingin Moria's yesotaglim B Thercs o wey o unlock owboy clock o address these concerns. n Tom Farrer,
mer of recognition, not an ounce of hats for everyone in an early level. I'm  our history, we've always supported
hope. She was alreacy dead. notoingto el youhow oo, un-  our customers andour products,and |
EGH How come we never see G- fortunatly canassure you thatrend i ot going
mine’ace? EsM:There'sbeenquiteasticon  tostop anyime soon.

EGM: Trus orfalse: The Locust
Queen s Marcus’ mom, and s dad
helped creat the Locust.

B False. We've gven gamers a
fowanswers about the Gears universe
in Gears 2—everything else remans to
be seen.

[ —
version of the Lancer with abelt
9 b~ sanderinstead ofa chain saw bayonet.

It makes your enemies smooth and

e

CB: We can call i the “Extolator”

€B: Because, as Red vs. Blue taught  message boards about some multi-

Michael Booth,

Emil Pagliarulo,

| andi can be powered by peach apri
coscrub. Ad nanendorserment est
from Bath & Body Works and a “Giter

Grenade,” and we're good to go. @

EGMNOW.com - Your One-Stop Site For,
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‘{Ee Kino will speak
Listen carefully.’

A RETRO COLLECTION OF GAMES THAT
NEVER EXISTED

e're still a little surprised that XSEED's taking Stat et
a chance in releasing DS pseudo-old-school -
collection Retro Game Challenge, but we won't o

complain: Despite the obscurity of the source material, it's a

convincingly nostalgic journey through a gaming history that b i‘;‘,'ﬁ“‘;?':*ﬁf
never was. e

The Source: Game Center CX
Retro Game Challenge’s original Japanese titleis Game Center CX, the same
as the cult-favorite TV show on which t's based. As a series that revolves
around Japanese comedian Shinya Arino playing old videogames, Game Cen-
ter CX might not seem Like the most compelling premise. But the fact that

Subscribe to the NEW EGM Taday -- Visit EGMNOW.com For Detai

Eternal Ghampions
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s .. THERE'S ONLY ONE TEAM THAT MATTERS. (5]
retro games are hard and Arino’s fre—— THE ONEYOU BUILD. " I

N\ /7/

not terribly good at them [combined  and Retro Game Ghalenge s an im-

with the Japanese penchant for pressive homage to that time. But
overdramatic TV narration] makes  even though Americans had  dif-
for a show that everyone who's ever  ferent 8-bit experience than their
struggled through a ridiculously im-  Japanese peers, playing through the
possible game can relate to. progressively more sophisticated

50 how do you make 2 gome about _ fitles offered here fand reading the
a show about playing games? Relro  tips and previews that appear in the

t[ A

‘Game Challenge's solution isto send  magazines on Arins bookshelf) Sl
{0 playersbackintime to experience  should provide a familiar experience A > -
fUCi theB-bitera—1983to 199%—first- for anyone who remembers the B-bit ks 2
©0c handNintendo'sNESwashugein days. 5
tribute to Japan, where it was called the Fami-

Galaga. com and sillserves as the vanguard 1+ i
Cosmic Gate and Star Prince
SCORE 0057700 REST 04

Inthe old days, “shooter” meant “tiny

. it nrace e than Trapere | =7 MiB
FRREEF sonviewofa dudevithagun’ sots | MLE siiANAEER

R A AR ot urpring tht et Game -

" s STl = — =
bod il | v -
X e lﬁ

. aplenty. Later in the game, you'll
Uik St Prive, an g to St
‘Soldier; Hudson's shooter was a mas-
el Jpar e ortaet
remakes androrlaases romaingi-
" PErEET— i

e
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» OLO-SCHOOL SGM 10 Years Ago,

THE RACER: Rally King single warrior) but not quite as epic

Retro Game Challenge's driving en- as Dragon Quest IV, For an extra ON THE COVER:
tryis extraordinarily 8-bit: Rather touch of authenticity, the in-game LEGACY OF KAIN:
SOUL REAVER

than using the 3D arcade approach  magazines repeatedly tease Gua-
of Rad Racer, Rally King's a top-down dia Quest's launch, only to follow up
racer in the style of Namca's Family  with a seemingly endless string of
Circuit or the Micro Machines titles. delays..ust like pretty much every
More interesting is the “sequel, Dragon Quest Launch ever.

Rally King SP, a reprise of the game

Our comprenensive cover story
revealed the radical shift n style

and gameplay from the original
Legacy of Kain, but it alsa focused on
the team making the game. Filled with

BlEe[«4]@)E

hiSEOTY  _ ring corporate branding from  THE PLATFORMERS: interviews and photos, the feature
of the i, ) company—a nod tosimilar  Haguru Man 1-3 attached some faces to the game—
Famicom c.ovicom tites ke the utrarare s any genre more symbolicofthe s something we drit see to aten.
would be ) jimeNges Ramen version of 8-bit era than the side-scrolling s
COMPIELE  Gragius (starring instant noodles as  platformer? The Haguru Man se- RpE vy IMPORTING

THE DREAMCAST
We treated those anxiously awaiting
the U, launch of the Dreamcast to an

WIthOUE & power-ups) or All-Night Nippon Su-  ries encapsulates the evolution of
nod £0 the  per Mario Bros., which featured ra-  the format through the years, with
SYSEeM'S gio personalities in place of Goom- 3 simplistic arcade-style first en-

best-  bas and other foes try that plays ke the only-in-Japan in-depth look at Sega's next-gen sys-
selling RPG Ninja JoJaMaru-ku, Haguru Msn 2 e e
franchise, builds on its predecessor with add- and covered every inch of the hard-
Dragon  Nofake game history of the Fami- ed depth and a slight Mega Man feel. ‘ware, with revealing screens of the

parts under the hood.

GOTM: THE LEGEND

OF ZELDA: OCARINA OF TIME
Big surprise: Link's N6 debut earned
top scores in nearly every category.
Like Mario 4 before it Ocarina of Time
set the standard for 3D games inits
genre.

com would be complete withouta  The third and final chapter, however,
nod to the system’s best-selling plays like 3 sophisticated late-NES-
RPG franchise, Dragon Quest, Gua~  era platformer 3 ta Ninja Gaiden or
dia Quest s closest in feel to the. the never-translated Kid Niki 4, with
second and third games in the se-  impressive graphics, more moves,

ries; the 15-hour adventure’s more and better weapons. In fact, Haguru
complex than the original Dragon  Man 3 just might be the best NES
Quest (whose party consisted ofa  game that never was. @

(er]<)
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- A KILLZONE 2

HAMNDS—0M FREVISW

EGMII]'S LAST-MINUTE BRIEFING
BY SHANE BETTENHAUSEN

awaited PS3 sequel to 2004 Killzone, and

fans' expectations are now approaching
stratospheric levels. Hopefully, the game will
deliver—developer Guerrilla Games has spent
the last several months meticulously polishing
the game in hopes of avoiding the pitfalls suf-
fered by both the original and its PSP offshoot
(mixed critical reactions, the need for substan-
tial patches to fix online play). Anticipation for
this shooter has ramped up considerably in the
wake of a well-received public multiplayer beta

I n February, Sony will finally deploy its long-

(]
8
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test, but even those lucky souls
‘Who've spent weeks sniping Helghast
aren' fully prepared for the task
ahead of them. We recently had the
pleasure of giving 2 nearly final, fea-
ture-complete version of Kilzone 2a
whirl,and we've discovered plenty of
ey, previously unknown details that
willfurther whet your appetite for
Helghan destruction. Sure, some of
this info treads treacherously close
to spoler territary, but we promise
that nothing here will permanently
ruin your enjoyment of the upcoming
planetary invasion.

FIVE THINGS YOU
DIDN'T ALREADY
KNOW ABOUT
KILLZONE 2:

ITAIN'T REAL TIME ALL THE TIME
Ever since K22 first debuted with
that impossibly beautiful CG trailer
backin 2005, debates have raged on
concerning whether or not Guerrilla
‘would be able to pull off that high
level of in-game visual quality. While
most agree that the final product
comes surprisingly clase to the tar-

r Magazine: EGMNOW.com - Your One-Stap

For All Your Gaming News - Coming June, 2010... 1

on oFF
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get render, they may be shocked to
discover that some of Killzone 2 will
not be in-engine. We've gazed upon
the game's unfathomably epic open-
ing CG cut-scene—an artsy endeavor
that seamlessly zo0ms across the.
cosmos, al the way from the ISA
homeworld to the sinister depths.

of Helghan—and it clear that no
amount of coaxing could've gotten
that out of the PS3 in real time.

=]

SCOLAR VISARIIS A VILLAIN
YOU'LL LOVE TO HATE

Our intense love/hate relationship
with the menacing leader of the Hel-
ghast dates back to the original Kil-
zon, in which he memorably steals
the show during the intro cut-scene
thanks to the sublime voice acting of
Brian Cox (Braveheart, Manhunter].
Cox returns here, and this time look
for Visari to play a much larger role
inthe action—in the previous games,
he's remained a shadowy recluse, but
in Kiltzone 2, you'l come face-to-face
with the dictator. Wil you be able to
depose this tyrant? Should you even
depose him? The guys at Guerrilla

(€]
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openly adrmit to taking inspiration
for Visari from Apacalypse Nows.
cracked genius Col. Kurtz (portrayed
by Marlon Brandol, and this game's
mission to terminate Visari's com-
mand has parallels to that legendary
film,

ONLINE'S DEEPER THAN IT APPEARS
Anyone who put some quality time.
into the online beta test already
knows that Killzone 2's multiplayer
action offers intense firefights be-
tween different types of soldiers, but
the full extent of this customization
goes further than expected. When
youirst enter the online fray, you'll
choose one of seven classes: Scout,
Rifteman, Engineer, Assault Trooper;
Medic, Tactician, and Saboteur. As you
build up experience in a chosen class,
You'll earn equippable “badges.”

Such as a Rifteman's cloaking device
or Tactician's turret-building abil-

ity. Class mastery even adds up, as
‘earned badges can then be shared
with other classes to create a jack-of-
all-trades ibersolder.

EGMNOW.

HELGHAN HAS A
SERIOUS VERMIN PROBSENS

g aur heads
trying to figure aut where all the dodge-
drafting Helghans have fled to, we were
relleved to spot a few other organisms.
scurrying about as we blasted through
Killzone 2. You'l encounter several dif-
ferent creepy crawlies lurking inthe
shadows, but be forewarned thal these
beasts aren't merely atmospheric set
dressing—some of these giant alien
bugs can latch on and start sucking
‘away your life force. Our adviee: Shoot
anything that moves.

While we're sill scratc

YOU HAVEN'T SEEN IT ALL
By this point, Sony's lifted the veil on
most of Killzone 25 environments, but
rest assured that plenty of surprises
remain safely under wraps. We had
the opportunity to play through the
‘game’s final four stages and vere:
absolutely floored by both the visual
diversity and unexpectedly original
‘gameplay twists these areas offer.
Fans whining for new weapons and
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BIG TROUBLE
E IN LITTLE ASIAN TOWN

he Wii needs MadWorld. While the
IT’wn certainly isn't experiencing a

shortage of software, the console
does have a rather serious dearth of quality

games geared for hardcore gamers. Mad-
World's set to change that, as it pays homage
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Uike Manhunt, MadWorld' violence  his head. While t's perfectly sc- D
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games, from Homeworld to Company of Heroes. But

unlike other companies, they've never reskinned an
older title and released it as a new franchise; instead, they
adapt good ideas from previous works and integrate them
into their next game. When it comes to Dawn of War ll, Relic’s  \|
got plenty of experience to draw upon—Lead Designer Jonny
Ebbert tells us what they're bringing to this sequel.

R elic’s made several memorable PC real-time strategy

5

TRUE TO ITS ROOTS
Dawn of War's 3 real-time sirategy game based on Games Workshop's ludicrously
popular Warhammer 40,000 universe. Though this s a turn-based tabletop

r Magazines Are Sold... I ..EGMNOW.com - Yaur One-Stop Site For All Yaur Gaming News - Coming June, 2010.,
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Series—complete with miniatures,
dice, and tons of fake terrain—Relic
blew expectations away with the
original Dawn of War. Not only did the
‘game stay true to the look and feel of
the 40K universe, but Relic also man-
aged to create a strategy game that
challenged traditional RTS ideas—it
wasn't about mining resources, as
income revolved around territorial
control. DOW also introduced a basic
cover system and units that acted with
‘some intelligence, which meant that
players could identify with them on a
deeper level than in most RTS fare.

'SOMETHING FOR EVERYONE
Relic knows ths could be some players’
firstRTS, though, so they srive to caer
to both newcomers and experienced
‘gamers alike. “We've buil our single-
player campaign from the ground up to
be simpler o learn...and to be way less
‘overwhelming than your typical RTS,”
Ebbert says. But it should still chal-
lenge veteran players; Ebbert points
out that the multipayer experience was.
built with experienced RTS players n
mind. While bases are present in multi-
player, DOWZ streamlines the minutize:

the NEW EGM Today

Visit EGMNOW.com For Det.

of running a base, allowing players
tofocus on the action, not tedious
micromanagemen.

SMART DECISIONS
Since DOW, Relicsreleased the critical-
Iy acclaimed franchise Company of He-
roes, which again built upon s prede-
cessars by adding a true cover system
as wellas further improving the units”

intelligence. Incorporating some of
these COH deas, Relics turned their at-
tention to making the units “work very.
hard to stay alive..even f you aren';
says Ebbert. Units dive for cover when
under assault, and they use their path-
finding abiliies something many RTSes
still struggle with) o close on—and pick
off—fleeing enemies, imparting what
Ebbert hopes s “feeling that you're

EXPECT THE DAWN OF WAR Il ONLINE
EXPERIENCE TO CONSTANTLY EVOLVE.

JONNY E

ERT, LEAD DESIGNES

1..Eternal Champions

041510

‘commanding real unts rather than toy
soldiers.”

CONTENT, CONTENT, CONTENT

‘We don't believe in DRM at Relc,” says
Ebbert, referring to the software-based
copy protection. Instea of taking time
totryand stop piracy, Relic ke devel-
‘opers Valve and Stardock, wans to use
their resources to create new content
for the people who purchase their ttle.
Mostimportant? They plan on making
this content—irom missions to war gear
to challenges—free of charge.

=]

BALANCING ACT
Justlike in Company of Heroes, Ebbert
explains that Relics “worked hard

1o puta pipeline in place that willal-
low us 0 patch [D0WZ] regularly and
often,” enabling the team to quickly
address various balance issues. And
while plenty of developers have said
the same thing over the years, Relic's
track record proves that they back it up
with results. They stil patch Company
of Heroes regularly,and as long as an
audience exists, Ebbert says, “expect
the Dawn of War Il nline experience to
constantly evolve." @

(€]

EGM Gets Up Close and Personal With the World's Lead
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We're scrambling to get the next action-packed ssue of EGM together to please your pecpers. Be
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