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Hello all and welcome to issue #2 of the Past the Pixels digital magazine. 
For those who have already downloaded the first issue, a heartfelt 
thanks. To the newbies, go get the first issue too!
This issue’s main focus is the 360’s biggest release of the year, Gears of 
War 3. There’s also a feature into my increasing disdain to elements of online 
gaming as well as an engaging insight into the world of programming with 
Nicky Hunt. Plus there’s a superhero review clash with Captain America 
and the Green Lantern.
The whole point of the Past the Pixels brand is to try and give you, the 
reader/browser/consumer something different from the other places you 
go to get your videogame media. When you click on this site, or read this 
digital magazine, I want you to read something new, from a new angle 
that is both entertaining and informative. From the feedback you have 
given me it seems like the site is on its way to doing so. 
It takes a lot of work to design the 15 pages you’re currently looking at, 
and I feel you’ll already see a progression in the overall design of this issue in 
comparison to #1. Past the Pixels will continue to evolve in many differ-
ent directions and only the feedback of the readers can help me in guiding 
it to where you want it to go. The back page of this issue has all the contact 
details you need to drop me a quick message or give me a tip about 
something I should perhaps keep an eye on. 
Once again, thank you for all your support and kind words, it definitely 
has helped when sitting staring at a half written article and wondering 
where to go next. See you here again in issue #3!

Grahame Gallacher



Onlne gaming:

How I fell o
ut of lo

ve w
ith it all

There are idiots in all walks of 
life, abrasive people who just 
plain piss us off by simply 

being who they are. In life though 
we can generally avoid them, and 
if we do tolerate them it’s usually 
for a good reason such as family or 
job commitments mean they can-
not be avoided. But to put up with 
these people just to play a game? 
Nope sorry, let me off the online train 
please, I think I may be done.
I think I’m an anti-social gamer, for I 
may have grown to hate online gam-
ing. This isn’t a snap judgement I’ve 
suddenly lurched to, I once played 
online nearly every night. Now? I 
sometimes don’t even bother signing 
in to my LIVE/PSN account, my gam-
ing time now consists of searching 
out the best single-player experience 
I can find. Being in control of my 
gaming experiences, and more im-
portantly not allowing others to spoil 
them, has become paramount.
Flashback time: The first time I really 
got into online-gaming was with Call 

of Duty on my dad’s PC. Many a 
Sunday afternoon was spent sniping 
Nazis from the (short-lived) safety of 
a bombed out building. I didn’t have a 
headset for my PC, so my allies and 
enemies were voiceless, faceless 
people I could run about with and 
try and communicate with in other 
ways. Mainly through lobbing smoke 
grenades into buildings and hoping 
they’d catch my drift and charge in 
with me.
It was an adrenaline rush I just didn’t 
get when playing against the game’s 
AI troops. Because I knew I was 
outsmarting, being outsmarted by, 
and shooting real people. But there 
was no human interaction as such, 
some words thrown up quickly on the 
in-game console were about as much 
as I’d get. Yet it was an adrenaline 
rush I just didn’t get when playing 
against the game’s AI troops.
Like many gamers, my first consis-
tent foray into the online arena was 
with the Xbox 360.  Epic’s Gears 
of War was the shooter of choice. 

Online gaming is reaching a point where many people 
have had enough. Can it win them back?

By Grahame Gallacher
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Unlike my CoD days on the PC, I 
was conversing with other people 
through a headset. Tactics would be 
discussed, nuances (and glitches) 
shared, and plenty of abuse thrown 
about as matches became ever more 
heated. I started to get a group of 
players I enjoyed playing with and 
talking with and we would play each 

other and others. Horrible matchmak-
ing options aside, it was fun.
As much as I enjoyed the novelty of 
playing online, there was an ugly side 
to the verbal sparring that inevitably 
happens. Anyone who has put on a 
headset and jumped into a shooter 
on the 360 knows that casual racism, 
sexism and sheer intolerance runs 
rampant.
Drifting away from Gears I got really 
into Warhawk on the Playstation 
Network.  For a service that is sorely 
lacking next to Xbox Live, I still loved 
my time playing Warhawk. It was a 
throwback of sorts to my PC CoD 
days, I didn’t have a Bluetooth head-
set and thus spent my time running 
around in blissful ignorance as others 
more than likely cussed me out for 
not having much of a clue as to what 
I was doing. I liked it though, for all 
the benefits voice comms bring to 
gaming, I was happy to not have an 
annoying voice in my ear telling me 
I was “doing it all wrong” as I worked 
out the different facets of the games’ 
vehicles and weapons.
In 2007 I underwent pretty serious 
knee surgery, I was resigned to spend-
ing a good few months pretty much 
housebound on crutches. When you’re 
recovering something from that, there’s 
only so much time people will come 
spend with you indoors before they 
make their excuses and leave. Which 
was expected, my friends were mainly 
from the sports teams I played with, fit 
and active people who played sports 
together. In a sense I was on the out-
side looking in, I needed something to 
fill my time.
Enter back into my life the Call of 
Duty franchise. I played CoD 4 a 
ridiculous amount as I recovered. 
It helped pass the solitary time as I 
waited on my family or friends finish-
ing work to come back to the house. I 
ploughed a crazy amount of time into 
that game, which in my defence was 
because I wasn’t going anywhere 
else in a hurry. As I regained my mo-
bility, lost the crutches, and got back 

“As much as I enjoyed the 
novelty of playing online, 
there was an ugly side to 
the verbal sparring that 
inevitably happens.”

to driving places, I ditched CoD. My 
tolerance for people playing music 
down their mics, shouting the stupid-
est things and generally being a dick 
went from slim to none.
Developers try to provide tools for 
players to avoid players who are well, 
tools. But why should I have to enter 
a game and immediately mute up-
wards of four players before a bullet 
has even been fired? The anonimity 
afforded by hiding behind an online 
identity has been abused to cre-
ate a breed of gamer whose modus 
operandi is to simply try and inflict as 
much misery on their fellow gamers 
as possible. “Trolling” they call it, the 
sub-culture of being a dick.
Yet there’s light at the end of the tun-
nel, recently I’ve enjoyed playing Civ 
World on Facebook, with the Kotaku.
com Game Club. It’s amazing how en-
joyable a game becomes when played 
with a community that looks to help 
each other out and share knowledge. 
I’ve avoided so-called “social gam-
ing” for so long, but there’s no reason 
that good quality franchises cannot be 
adapted to this framework, allowing us 
to play games with people we know 
and can co-operate with. I urge you to 
give Civ World a try, it’s social gaming 
for gamers.
Right now I’m at a crossroads with 
the whole online thing, on one hand I 
hate the negative experiences a room 
of random people playing a game 
together can throw up. On the other 
hand I feel I’m missing out, maybe I’m 
playing the wrong games. If I was to 
join a community of gamers who want 
to play games properly in an orderly 
environment, I’d probably love online 
gaming again. So I’ll throw it out to 
you, the gamers reading this, if you 
have a community/guild/team that can 
perhaps save me from hating, let me 
know through the website. Perhaps I’ll 
grow to enjoy it again.

Halo and Modern Warfare, two 
games that bring out the worst in 
trash talkers.
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CAPTAIN AMERICA
SUPER SOLDIER
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CAPTAIN AMERICA
After my last experience with 

a super hero movie tie-in 
you’d think I would be a bit 

more hesitant to take on another 
such game so soon, yet here I am 
reviewing Captain America: Super 
Soldier for Xbox 360. Except this 
isn’t anywhere near as terrible 
as the other summer superhero’s 
game, in fact, I found it pretty enjoy-
able. Well, enjoyable for a movie 
tie-in anyway.
Captain America sees the player 
take control of the ‘original Avenger’ 
Steve Rogers as he tries to put a 
stop to the Red Skull’s new super-
weapon plans in a mountaintop 
fortress. Before the Cap can get 

to the Red Skull however, he must 
deal with the rest of HYDRA’s 
agents. Thus ensues a quest that 
spans the entire fortress as the 
player tries to not only stop the 
Red Skull, but also Dr Zola’s rep-
rehensible human weapons. The 
story is as light as a feather, but 
we’re not here for story, we want 
to crack some skulls!
The first thing that struck me 
about this game was just how 
pleasing the combat is. Obviously 
the shield plays a huge part in 
this combat, with it being used to 
block, deflect projectiles and as a 
projectile weapon in its own right. 
The athleticism of Rogers is con-

Format Tested: 360
Dev:Next Level Games
Publisher: Sega

“The first thing that struck me was 
just how pleasing the combat is”

veyed excellently as he uses his 
acrobatics to seamlessly engage in 
combat with a room full of enemies. 
Also, the sound effects are really 
satisfying, with every finishing blow 
greeted with a meaty crunch or 
thud.
It isn’t just in combat that Captain 
America’s strengths are displayed, 
even navigating through the for-
tress needs a spot of gymnastics. 
In these acrobatic sections the 
player needs to time their button 
press to link together jumps and 
vaults around obstacles. What this 
amounts to is precise timing of 
pushing the A button in order to get 
to the next area, It looks nice, but 

ultimately it takes very little player 
input to pull off any of these impres-
sive high-flying moves.
Littered throughout the game are a 
ridiculous amount of collectables, 
if you have any sort of collecting 
fetish then this game may be your 
thing. There are dossiers, docu-
ments, ornamental helmets, antique 
eggs and more all left in the most 
bizarre of locations to be picked up. 
If you, like me, wonder why impor-
tant HYDRA documents are left 
lying about then one of the loading 
screens actually takes the time to 
explain this:  “Weary of carrying 
around reams of documents, the 
HYDRA resorted to stashing them 

review
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in nooks and cran-
nies.” Err ok, well 
at least they gave a 
reason.
Navigating around the 
areas can be frustrat-
ing, the lack of an 
onscreen mini-map or 
waypoints means that 
when trying to see 
where the next objec-
tive is located, the 
player must bring up 
the map screen and 
get their bearings. It 
sounds a minor gripe, 
but in later sections 
when Rogers must 
move through multiple 
areas to where he’s 
meant to be, it’s a real pain that 
could have been so easily rectified. 
Also a minor gripe with stairs, walk-
ing up them sees our hero’s feet 
often disappear into them, it looks 
bad and just lends credence to the 
idea that corners may have been 
cut to get this out in time for the 
movie.
The boss fights are 
well set out, with set 
patterns to work out 
and openings for 
counter-attacks 
to discover. One 
thing this game 
does have is 
a bit of 
va-

riety, 
each 
enemy type en-
countered does fight 
differently. While just 
slinging the shield will 
work on one enemy, for 
another it has no effect. 
So players need to be on 
their toes and remember 
what works well for what 
enemy. It’s a little touch, but 
it shows how much thought 
has went into the com-
bat.

“The athleticism of Rogers is conveyed 
excellently as he uses his acrobatics”
A range of upgrades can be pur-
chased to improve the shield and 
fighting technique of the Cap. 
These upgrades are purchased 
with points that can be earned 

through combat and picking up 
collectables. The upgrades 

definitely help with later 
enemies, but most can 

be dealt with comfort-
ably with careful 
countering and use 
of the shield. As 
well as upgrades, 
theres a blue bar 
that fills as you 

deal out and take 
damage, once a 

section is filled then 
a “focus attack” can 

be performed that deals 
heavy damage. Fill all four 
sections of this bar and 

“super soldier mode” can 
be used which turns 

the screen black and 
white as Rogers 
(who is now invin-
cible) can deal a 
crazy amount of 
damage by just 
hammering the 
punch button. In a 
boss fight where 
you might be strug-
gling, this can turn 

the tide in your favour easily.
With almost everything in place to 
make Captain America: Super Sol-
dier a game I’d readily recommend 
fans of the man himself to pur-
chase, there had to be a drawback. 
Sadly it’s a pretty huge drawback. 
The main story mode is ridicu-
lously short, so short in fact that I 
finished the game on the Monday 
evening, when I had only started 
on the Sunday afternoon. Granted, 
I played for a good few hours but 
even so I think I was lucky to get 
about five or six hours of play. For 
something with a great multiplayer 
additions then six hours may seem 
ok, but when story mode is pretty 
much all you have, it’s a huge deal. 
There are extra chellenge levels, 
but it’s merely different combat 
scenarios laid out as missions.
Fans of Captain America should 
give this a rent, even gamers who 
just want a decent brawler-style 
game to distract them for a week-
end should rent this. Everything 
was in place for Captain America: 
Super Soldier to be a surprisingly 
solid movie tie-in. It was never go-
ing to be a triple-A game, but what 
is here is commendable. Sadly the 
extreme lack of longevity means 
this short ride is resigned to only 
being worth a rental.



The Green Lantern:

review

Rise of the Manhunters
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In the videogame world, when it 
comes to movie tie-ins the gener-
al rule of thumb is to expect little. 

Games released to coincide with 
movies rarely, if ever, are any good. 
So with that in mind I fired up Green 
Lantern: Rise of the Manhunters and 
expected to be let down. What I got 
was even less.
For the first three of four minutes I 
was fairly optimistic. Combat seemed 
quite fun, with the face buttons on 
the PS3 pad triggering both quick 
attacks, slower powerful blows and 
a grab move that used the power 
ring as a lasso. Chaining attacks is 
straightforward and select use of the 
shoulder button dodge move allows 
Hal to continue combos from one 
enemy to the next. The power ring 
changes forms from sword to ham-
mer, to baseball bat and the moves 
are fun to see the first time. Key 
words being the first time.
There’s more monotonous repetition 
in this game than there is the colour 
green, and there’s a hell of a lot of 
green here. Once you find a couple 
of combos that work there’s really no 
reason to try anything new, there’s 
not any penalization for sticking to 

the same attacks. I got through the 
majority of the game just perform-
ing the baseball bat attack. New 
constructs can be unlocked as you 
progress through the game earning 
points, which can then be traded for 
upgrades. It’s God of War lite, really 
really lite.
Variation in enemy types is woeful, 
there must be near a million man-
hunter robots to take on. I get it that 
the manhunters are meant to be a 
relentless threat, but making me fight 
upwards of 20 of them, then move to 
another section of the same level and 
fight another 20 tests my patience to 
the maximum. Occasionally there’s 
a flying section where asteroids and 
ships are blown up with the power 
ring. Starfox did it better on SNES 
when I was about 10 though, so that 
sums that up.
Each level of GL follows an uninspir-
ing formula of attack enemies, go 
to shining green aura and press the 
action button, land at new area and 
attack the enemies. Occasionally 
there’s a rock wall to break or a door 
to pry open but that’s about it.
The presentation is pretty slick, Ryan 
Reynolds looks bang on in his GL 

suit, as do Sinestro and the rest of 
the GL Corps. The environments are 
detailed but frustrating, there’s an 
illusion of freedom when you can see 
battles taking place off in the distance 
that can never be gotten to.
Boss battles are (there’s that word 
again) monotonous. It’s simply a 
case of learning when you can attack 
successfully then retreat to dodge 
any subsequent retaliation to whittle 
away the enemy’s life bar and go 
on to the next level to do it all over 
again.
Even if you’re a huge GL fan, err 
majorly on the side of caution before 
even renting Rise of the Manhunt-
ers. It’s rushed, lazy and even young 
children (who I assume this is catered 
to) are savvy enough to turn their nose 
up at something that is flung together. 
I’d spend another 300 words or so 
fleshing out plot, locales et al, but to be 
perfectly honest this game doesn’t de-
serve to take up any more of my time.
Perhaps in the future the GL fran-
chise will get its own “Arkham 
Asylum”, a quality title that justifies 
its legendary protagonist. Based on 
this offering though I won’t hold my 
breath.

How not to do a superhero game

Format Tested: PS3
Dev:Next Double Helix Games
Publisher: Warner Bros Interactive
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Helping make Colin McRae 04 “top of the genre” was a great first job. But being 
the sole programmer on Spilt Milk’s  iOS gameHard Lines was a “challenge”. 

Nicky Hunt speaks to Past the Pixels about 
programming, showing Tron how its done 
and the secret to making lots of money
By Grahame Gallacher

Every game you’ve ever played 
started out the same way, as 
a piece of code on a com-

puter screen. From the menu screen 
to the final boss, that code was 
created, tweaked and re-tweaked by 
a programmer. I always think of that 
scene in the Matrix where the guy 
stares at a screen of random letters 
and numbers and picks out “blonde, 
brunette, redhead”. Do Program-
mers see their games like that?
No they don’t, but former Codemas-
ters programmer Nicky Hunt took 
some time out from basking in the 
glory of his awesome iPhone co-
creation Hard Lines to tell me just 
what the life of a programmer en-
tails, his time working at Codemas-
ters, the creation of Hard Lines with 
Spilt Milk Studios and some helpful 
advice on how to make money: 
“don’t make games, go work for a 
bank.”
A graduate in Applied Comput-
ing from the University of Dundee, 
Nicky’s education put him in good 
stead for what a role in game’s pro-
gramming would throw at him:
“The course was excellent in giving 
me a grounding in almost all areas 
of software development, including 
C++ and Java programming, network 
design, graphics, and perhaps most 
importantly, team work.  When I went 
for my interview at Codemasters I 
think the broadness of my eduction 
showed me in a good light as it dem-
onstrated I was capable of adapting 
to multiple areas of development.  
Once I got the job it was also very 

handy to have a solid understanding 
of the fundamentals of good software 
engineering.  That said I learned a lot 
more about making games in my first 
6 months in the industry as I did in 
my entire degree course!”
Walking straight into a top studio like 
Codemasters and working on a huge 
series like Colin McRae Rally would 
be daunting for any new graduate, 
but having such a professional team 
to mentor him made Nicky’s transi-
tion a fairly straightforward one: “Due 
to some administration oddity at the 
time of my recruitment I joined as 
an Experienced Programmer.  I 
was placed in the Colin McRae 
Rally team, and the first project I 
worked on was Colin McRae Rally 
3.  I worked alongside some amaz-
ing people, and can confidently 
say that if I wasn’t on that team I 
wouldn’t be half as good a program-
mer as I am today.  Even today I’ve 
never worked with such an expe-
rienced, capable team.  Our goal 
was always to make “the best” rally 
game, and we tirelessly made sure 
that what we released was at the 
absolute top of the genre.  It was a 
brilliant experience.
“When Colin McRae Rally 04 
started, I was promoted to Senior 
Programmer and became the main 
UI & Game Structure Programmer.  
I coded the vast majority of the front 
end and all of the various career 
modes in the game.  I loved the 
sense of responsibility combined 
with the input I was allowed in the 
overall design of the game.  Up 

until Hard Lines, it was the game I 
felt most closely involved with and 
really felt that I was able to make a 
big impact in the overall direction of 
the game. I’m pretty sure we finished 
the project a week ahead of sched-
ule.  That’s the difference that using 
an experienced team, working to a 
sensible design with sane project 
management can make.  I’ve never 
worked on such a well executed 
plan before or since.”
From the well-oiled professional-
ism of Codemasters’ Colin McRae 
team, it was back Dundee to Real-
time Worlds where production sadly 
wasn’t as well organised. Nicky was 
Lead UI Software Engineer for the 
team’s APB online shooter. A role 
that involved “coordinating the Art, 
Design and Programming aspects 
of the UI for the game, and creating 
the framework for integrating the 
powerful back-end customisation 
system with the player-visible UI 
system”.  It was also the game that 
heralded the end for the studio.
Readers of the site will be aware 
I’ve already spoken to former RTW 
staffers before about what they felt 
went wrong from their own depart-
ments point of view. Nicky feels a 
lack of cohesion between all the 
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extremely enthusiastic departments 
was the biggest problem:
“The demise of the company and 
the game was heart breaking for 
a number of reasons.  The amount 
of love that was put into the project 
by team that worked on it was over 
and above any project I’ve even 
been involved with, some of the team 
literally lived and breathed the game.  
There were huge discussions about 
the most minute of detail, and a huge 
amount of craftsmanship was put into 
almost every aspect of the game.  
Where it fell apart was when all 
these different  areas came together.  
There was far too much concentra-
tion on tiny systems in isolation, and 
very little thought about how every-
thing would actually work together 
until it was far, far too late.  Targeting 
high-end PCs exclusively I think was 
also a massive mistake and shrunk 
our potential audience.”
At least APB got out the door, after 
working on Colin McRae Rally 04 
Nicky was promoted by Codemas-
ters to work on a PS2/Xbox FPS that 
never even made it to store shelves 
(at least in its original guise):
“I was promoted to Lead Programmer 
on a new console (Playstation 2 and 
XBox) FPS game.  Sadly that project, 

although full of initial promise was be-
sieged by issues, both technical and 
design-based, and entered develop-
ment hell with continual false starts 
and reboots.  I became quite disillu-
sioned during that time and eventual-
ly decided to move back to Scotland 
[to Realtime Worlds] to try something 
new.  Over the course of number of 
years the game turned into Operation 
Flashpoint: Dragon Rising, but by 
that point it had changed engines 
3 times, had a completely different 
story and very few members of the 
development team were left.”
Fast forward to now and Nicky 
has helped create with Spilt Milk 
Studios a successful iOS game in 
Hard Lines.  The game has re-
ceived an amazing amount of posi-
tive reviews from critics, including 
a glowing recommendation from 
EDGE Magazine. So why make an 
iPhone game?
Nicky explains: “I downloaded the 
official Tron game for the Tron 
Legacy movie, expecting some 
light cycle awesomeness with shiny 
graphics and thumping music.  I 
was very, very disappointed.  I 
was discussing said disappoint-
ment with my good friend Andrew 
Smith (also of Spilt Milk), when we 
decided to make a game together 
and show them how it should have 
been done. “
It would be a terrible disservice 
to the work Spilt Milk has put into 
their game to describe it as merely 
a Tron lightcycle game. The care-
ful attention to detail and the real 
sense of character that they’ve 
managed to breathe into what is 
essentially a straight line is nothing 
short of genius. In fact, the atten-
tion to such details is what makes 
it fit into that category of a mobile 
game that hardcore gamers and 
casual players alike will love. Such 
attention comes at a price though:

“I spent about 6 months working on 
the game in my spare time up until 
launch.  It wasn’t easy, and being 
the sole coder on it meant I had to 
implement everything, which was 
a challenge to say the least.  The 
sales to date don’t really justify the 
effort put in from either of us, but 
the exposure we got and the posi-
tive reviews from websites, news-
papers and players alike do make 
it all seem worthwhile.  We’re still 
working on the title and have some 
very special things happening in the 
near future which just might bring 
even more success our way.”
If Nicky’s story has inspired you to 
get into programming then pay heed 
to the following advice:
“If you want to be rich, don’t make 
games, go work for a bank.  Serious-
ly, the money in games is very low 
compared to almost all other areas of 
programming.  But if you want to do 
it out of the sheer love of computer 
games, and creating new experienc-
es for people then just do it. Really, 
just do it.  Get a compiler, a simple 
free engine (I use Cocos2D) and 
start making a game. There’s noth-
ing that will teach you more about 
making games than sitting down and 
just doing it. No books or courses 
can teach you experience, and that’s 
what you need to be good.
“Your first game will be terrible.  The 
second one will almost certainly 
be terrible too.  I wrote a trilogy of 
awful games when I was 15, but I 
learned a lot.  Mainly about how not 
to do things, but it still counts.  Very 
few people can sit down and be 
instantly great at playing the guitar, 
and the same holds true for com-
puter games.  It’s an acquired skill, 
it’s sometimes hard, and very often 
thankless, but if you really want to 
make something great, that other 
people can get hours of entertain-
ment from, then it’s worth the effort.”



Ever since those first notes of Mad 
World played out in its trailer, the 
Gears of War series has had an 
element of melancholy to it. To look 
at the game in action it wouldn’t 
seem so, but the storyline Epic 
has crafted throughout these three 
games is one of struggle, loss and 
overcoming insurmountable odds. 
Even just looking at the characters, 
it’s clear they are showing the ef-
fects of the endless battles, both 
Marcus and Dom’s faces looked 
wearied and even the perma-rookie 
Carmine now displays the scars of 
battle.
The final part of the trilogy sees 
the planet of Sera overrun with the 
imulsion infected Lambent, as Mar-
cus, Dom and co attempt to find 
a way to destroy this new threat 

The Gears of War saga is one 
that has captivated a gener-
ation of Xbox gamers. Epic’s 

series has been almost single-
handedly responsible for cover-
based shooting mechanics, the 
“roadie run” and the revival health 
system. It’s also partially respon-
sible for the “hulking muscle-head 
space marine” caricature we’ve 
seen in so many titles since Gears 
1, but we’ll excuse it that last one.
The hype train for this title went 
faster than the Cole train in a 
Thrashball game, and no matter 
how good a game is often it can fall 
victim to its own hype with unreal-
istic expectations from fans. With 
the weight of a gaming world on 
his shoulders, can ‘Cliffy B’ and his 
team deliver?

as well as finish off the remaining 
Locust. It’s a twisting storyline that 
ties up some loose ends from as 
far back as the first game, and yes, 
there is a similar moment of sad-
ness to that of Dom’s wife in Gears 
2. Tissues may be required.
True to series form, the visuals 
are among the best the 360 has 
to offer. Textures are amazingly 
detailed, and not just the obvious 
things like enemies and vehicles. 
Even the smallest objects and 
debris that litter cramped rooms to 
open expanses all have the same 
attention to detail applied. After 
another firefight has ended with the 
familiar gong sound, I found myself 
zooming in on items and continu-
ally being impressed at the obvi-
ous care and attention that shows 

gears of war 3

The Cogs return for a fitting end 
to the stellar Xbox 360 trilogy
By Grahame Gallacher
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stalks adds a different strat-
egy compared to fighting regular 
Locust. Given the combustible 
nature, it isn’t advisable to get in 
close. Also, as the Lambent are 
‘born’ from the pods that drop off of 
stalks, players will find themselves 
going between crowd management 
and trying to pre-emptively stop re-
inforcements by shooting the pods 
still attached to a stalk.
It isn’t simply a case of unloading 
a clip from the Lancer into these 
creatures either. Many mutate after 
taking so much damage and need 
to be hit in certain weak points. 
Even after hitting these weak points 
certain Lambent still make a des-
perate last-gasp attack with their 
bodiless heads snaking along the 

through. The Lambent creatures 
are particularly a beautiful creation 
of neon horror and really are quite 
repulsive to look at (before quickly 
blasting them away).
The Gears games have always set 
a visual bar on Microsoft’s con-
sole, the lighting has always been 
particularly lovely, but in this third 
installment there is a fresh variance 
in the locales. It almost feels like 
Epic has let their level designing 
artists use the rest of the colour 
palette that isn’t grey, brown or 
black.  Without spoiling the story, 
there are some incredible scenes 
set by dominating scenery. The 
locations literally do span from the 
clouds to under the sea.
The introduction of the Lambent 

gears of war 3
review

ground. The first time this happens 
it evokes the same feeling of fright 
and dread as the similar scene in 
John Carpenter’s The Thing.
As ‘Cliffy B’ recently put on his 
Twitter feed, Gears 3 isn’t a one-
gun-game anymore. He may have 
been referencing the game’s 
multiplayer balancing, but it’s very 
apparent in the single-player cam-
paign that proficient use of most 
weapons is required to perform 
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well. My previous reliance on a 
shotgun and sniper combo was 
quickly put to the test as there are 
areas of the game where the ammo 
just isn’t available, thus the game 
coerces you into broadening your 
ordnance horizons.
It’s a brilliant design choice as the 
weaponry here is so individually 
unique and satisfying to use. The 
Hammerburst can be adapted into 
a mid-range headshot machine, 
the retro-Lancer acts like Pulse 
Rifle from Aliens, and the Torque 
Bow still gives me a ridiculous grin 
whether I’ve used it once or a thou-
sand times. Simply put, he guns in 
this game are just damn fun to use. 
Add in a sprinkling of mecha and 
vehicular violence and it’s clear this 
is a game with variety at its core.
The multiplayer options Epic have 
given the player are vast, not quite 
‘Halo-vast’, but commendable 
all the same.  Each player has a 
unique profile where stats, awards 
and medal are all tracked through 
both the campaign and multiplayer 
modes. One criticism I levied at 
Gears 2 was that I found it difficult 
to just jump straight into a quick 
warzone match, far too long was 
spent waiting to find a game. 
This has been dramatical-
lyimproved in Gears 3 and 
it is merely a matter of 

seconds to enter a quick, unranked 
game.
The ranked options are also im-
proved, as are the range of game 
modes available. The new Beast 
Mode allows the player to see 
things, quite literally, from the other 
side of the conflict, playing as the 
Locust. It’s completely different 
from playing as a COG soldier, and 
there’s nothing else in the game 
quite like that first time you get to 
play as the Berserker. This game 
will eat months of peoples’ time.
Along with the new competitive 
modes are 4-player online co-op 
through the campaign. I played 
through the campaign in split-
screen with a friend and both of us 
were impressed with how the visu-

als and frame rate held up, espe-
cially as some bosses are posi-
tively giant. Add in smoke effects, 
muzzle flashes and explosions and 
a lot can be going on at once, I’ve 
yet still to see the engine stutter.
Gears of War 3 is the Xbox’s block-
buster event of the year, a game 
that manages to pay fan service 
to veterans whilst evolving the 
core mechanics enough to keep it 
fresh and exciting. You’ll buy it to 
see what happens to Dom, Mar-
cus, Cole, Baird et al, you’ll keep 
it because quite simply it’s one of 
the finest games on Microsoft’s 
console. The word epic is thrown 
around all too often when it comes 
to videogames, on this occasion 
the adjective is certainly merited.
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