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Motion Control

While hardcore gamers may turn up their noses, 
the ambition and commitment to motion control by 
Microsoft and Sony at this year's conference show that 
it is destined to become the norm. Kinect for Xbox 360 
and PlayStation Move are two very different approaches 
to the motion platform; the former intends to free 
players from their controller and use their bodies to 
play casual games, while the latter is all about precise 
movement tracking, sophisticated control and integration 
with hardcore software titles. We'll look in more detail 
at how they're marketing the technology later on.

Apart from the exclusive titles, the game which 
looks most likely to kick start Kinect's campaign is 
Dance Central from Harmonix. The creators of Rock 
Band have made a game which took E3 by storm, 
with demos from professional dancers whipping 
up enthusiasm from the most unlikely participants. 
Interestingly, the developers have since hinted that 
Dance Central could work equally well on PS Move, 
which could make it motion's first cross-platform hit.

EA are also embracing the new cross-platform 
world of movement, with EA Sports Active 2 
set to be launched on PS3, Xbox and Wii.

Motion accomplished?

Two different approaches 
Dancing brings us together 
Power up for future fitness

Kinect for Xbox 360

EA Sports Active 2

PlayStation Move (SCEE)

Dance Central

PlayStation Move (SCEA)
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Social & active gaming	

E3 is maybe not the ideal barometer of gaming's progress 
as a social entity. The US market is traditionally made 
up of hardcore gamers, with titles such as Singstar just 
beginning to catch on and Eyepet being released for 
the first time, as version 2 launches in PAL territories.

But the popularity of music games seems unstoppable 
(maybe because they still appeal to the vaguely nerdish 
stereotype; certainly the bands queuing up to show off their 
talents on Rock Band 3 weren't the most outgoing looking 
bunch!) Moving this on a step, Power Gig replaces button 
pushing with a 'real' six string guitar for a more authentic 
experience, then curiously creates a drumless 'air drum' 
for an experience which looked less than authentic.

For real extrovert types, Konami's Karaoke Revolution: 
Glee promises singalong versions in the style of the 
popular TV show, while if Dance Central (mentioned 
earlier) is able to get members of the public dancing in 
front of strangers, the game will surely be a huge hit.

Those with a creative bent are eagerly awaiting the November 
release of LittleBigPlanet 2. Marketed as a 'platform for games' 
rather than a platform game, the majority of the 2 million user-
generated levels from LBP will carry over into the new version.

Social & party gaming

Making a song & dance 
Music sims get real 
Sackboy's next adventure 

Rock Band 3

Karaoke Revolution: Glee

Dance Central

Power Gig

LBP 2

Power Gig

Rock Band 3
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Mainstream crossover

Mainstream crossover

Entertainment franchises 
Movie tie-ins 
Celebrity titles

Franchises and crossover games are nothing new, but this 
year it felt as if there was a huge increase in mainstream 
entertainment titles and celebrity endorsements. 
One way of looking at this is that it reflects the global 
homogenisation of entertainment, not to mention the cult 
of celebrity, which shows no sign of relenting. But it's also 
helping to bring whole new audiences into gaming – and 
placing the console at the centre of our entertainment 
sphere is what everyone in the industry wants.

So we saw the next stage in Marvel vs Capcom series, 
a Tron Revolution game which excited the Dads at E3 
at least as much as their sons, Toy Story 3 – advertised 
as a free-roaming or 'sandbox' game – and the hugely 
promoted 'Epic Mickey' for Nintendo Wii, which 
promises to show us Mickey in a darker world.

It was revealing to see whose guest appearance people 
were most excited to at conference: Method Man and 
Redman for DefJam RapStar? Or the cast of Glee for 
Karaoke Revolution: Glee? (Both by Konami). Meanwhile 
Activision stole the show before it had even began with 
their lavish E3 preview party at the Staples Centre, with 
appearances from Eminem, Rihanna and Usher.

Stop press: we even saw an appearance from Bear Grylls!

Epic Mickey

DefJam RapStar
Toy Story 3

Marvel vs Capcom 2

Tron Evolution

Epic Mickey
Karaoke Revolution: Glee

Bear Grylls: Man vs Wild
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2. Brand focus

We take a closer look at what the three 
major global hardware brands – Sony, 
Nintendo and Microsoft – were launching 
at E3, and how they went about it.

A highly creative company.
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Nintendo

Nintendo

Long queues for 3DS 
Lower profile for Wii 
Use of projections
Nintendo chose E3 to showcase the 3DS, their latest 
portable which uses 'autostereoscopic' technology 
to offer 3D without the need for glasses. The effects 
can be stunning when viewed at the correct distance, 
with a lenticular-style effect tunneling away from 
the screen in front of you. Get the distance wrong, 
however, and it can be disorientating, although 
it's not clear at this stage of development whether 
this is something that will be improved.  

Although they are yet to set a date and price point, 
it's been indicated that Nintendo are not planning to 
introduce the technology at a loss, suggesting that they 
will be shifting from a long-standing policy of offering 
gaming at the more price-conscious end of the market.

The prominence of the 3DS meant that Wii took a 
lower profile at this conference, with more of a generic 
Nintendo feel to the booth. Projections softened the 
white walls, giving warmth and ambience, with the 
now-familiar cheery portraits notable by their absence.

With Microsoft and Sony launching motion 
control platforms, Nintendo showed they hadn't 
abandoned their roots by showing off The Legend 
of Zelda: Skyward Sword with Wii Motion Plus.

The Legend of Zelda

Nintendo 3DS
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SCEA

SCEA

Kevin Butler steals the show 
Strong messaging 
PlayStation Move & 3D
Kevin Butler was the undoubted star of the show for SCEA, 
putting in a personal appearance at the press conference. 
The spoof VP from PlayStation's 'It only does everything' 
TV ad campaign (created by Deutsch/LA) is credited with 
having a hugely positive effect on the company's profile, 
with SCEA reporting in April that 'purchasing intent' for 
PS3s has risen 36% since he started appearing last year.

The strong messaging and clear branding continued 
with the high-profile presentation of PlayStation 
Move. SCEA have chosen to display the platform in 
a very demonstrative way, with wireframe drawings 
of 'augmented reality' elements adorning iconic 
portrait photography and appearing in demo movies. 
This approach helps to support the message that 
this is the most accurate motion control technology, 
without becoming too technical. Sony are also 
working hard to integrate PS Move into existing 
software titles, as well as launching high-profile 
new games like Killzone 3 and SOCOM 4.

Sony could be said to be fighting on two fronts: as well 
as PS Move, they are driving the 3D agenda. With active 
shutter glasses and a 3D TV, the experience is very 
different to Nintendo's 3DS, and more familiar to anyone 
who has experienced recent cinema blockbusters. 
The 3D image really seems to jump from the screen 
into our field of vision. One reviewer commented 
that playing the long-awaited Gran Turismo 5 in 3D, 
with added head-tracking through the PS Eye, was 
'the most immersive gaming experience ever'.

Gran Turismo 5 in 3D

Kevin Butler stars
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Microsoft

Freedom from controller 
Great for casual gaming 
Any hardcore integration?

Microsoft

Microsoft have said publicly that they have no 
imminent plans to launch into 3D, saying they 
are happy to let Nintendo and Sony test the 
water before they get involved. Aside from the 
introduction of the Xbox 360 Slim, this left the floor 
pretty much clear for them to demonstrate Kinect, 
previously teased at E3 2009 as Project Natal.

Kinect is undoubtedly an ambitious project. Using video 
and sensor technology, games are played through voice 
commands and body movements – an exciting idea, 
encouraging people into gaming by removing barriers, 
although it does seem to limit the potential for software 
integration. We certainly noticed the games showcased 
sit within the genres of action, adventure and fitness. The 
best of them though is a 3rd party title, Dance Central, 
a social party game mentioned earlier in the report.

At the other end of the spectrum, the question of how 
you fire a gun without a controller seems to have been 
answered by a rather hammy ‘point and recoil’ finger 
action, familliar to anyone who played cops & robbers as 
a child. Perhaps this explains why Kinect appears to be 
geared up for the casual gaming audience, and certainly 
the accessible nature of the branding for titles like 
Kinect Adventures and Kinectimals supports that idea.

Curiously, the game which could have challenged 
preconceptions about Kinect, was kept low-key by 
Microsoft. Child of Eden is a cross-platform game from 
the creator of Rez, but it was demonstrated at Ubisoft's 
press conference using Kinect, and looked exactly 
the type of game which could win people over.

Child of Eden

Kinectimals

Kinect Adventures
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SCEE

SCEE

PS Move & 3D dominate 
Quirky approach continues 
Fits your lifestyle

No matter how busy it gets, SCEE's press room always 
feels like an oasis in the mayhem that is E3. As a physical 
embodiment of the characteristics of 'Play. Create. Share.' 
it's a space where adults can feel at home and maybe take 
in a few interior design tips while they're at it. Like their 
cousins at SCEA, Sony's European team were extolling 
the benefits of PS Move and 3D gaming, but doing it in a 
way that just felt a bit more relaxed and, well, 'European'.

SCEE are leading the way when it comes to social 
and family gaming, with SingStar and Eyepet proving 
their success before taking off in the States, but that 
doesn't mean that anything about the approach is 
dumbed down. In fact, it's quite the opposite – the 
atmosphere here, away from the noise and posturing 
of the main halls, is one that credits you with a bit of 
intelligence, with stylish furniture scattered around 
and arty nik-naks casually leaning against walls. 

None of this is an accident, of course. SCEE recognise 
the true value of their products is placing them at 
the centre of a lifestyle choice. So, if one feels like 
popping a can of Perrier and browsing a nearby 
copy of Monocle before getting stuck into a session 
of Killzone 3 in 3D, one can. How sophisticated.  

PlayStation Move

3D demo
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3. Other notes

A highly creative company.

Out of the madness of the conference, 
we pick out a few of the stories which 
caught our eye.
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OnLIve

A glimpse of the future?

No console or PC required 
Downloadable content 
5MB minimum requirement
Amongst a smattering of online games, one booth caught 
the eye – maybe because of the sci-fi presentation of 
its branding! OnLive is the brainchild of Steve Perlman, 
a fomer star of Apple who in the past established 
QuickTime and WebTV, and it was launched at last year's 
GDC. It's a cloud-based on-demand gaming service 
which can be accessed through a Mac or PC, and will 
soon bypass both with a 'Microconsole TV adaptor'.

Perlman believes that the current generation of consoles 
will be the last, and while geographical limitations 
(Onlive is currently only available in the US) and 5MB 
broadband connection requirement makes for a tiny 
market, this surely gives us a glimpse at the future 
of gaming. One man certainly thinks so: David Perry, 
the former CCO of Acclaim, hastily announced a rival 
service called Gaikai after last year's GDC, although their 
current business model is based on 'player acquisition'.

Gaming without a console
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Stunts & characters	

As well as the usual array of booth babes and in-game 
characters wandering around, there were a few stunts and 
interventions designed to catch people's attention this year. 
A flash mob of aliens dancing in the foyer for Toy Story 3 
raised a smile, while David Garibaldi 'painting to beats' for 
Epic Mickey gave the impression of Rolf Harris on steroids. 
Richard Branson was in town with one million dollars on 
display outside the Convention Centre, promoting Virgin 
Games – an online venture which sees gamers competing 
with each other for cash (fomerly worldgaming.com)

Elsewhere, publishers THQ ruffled some feathers by 
commandeering a nearby parking lot and sending a 'North 
Korean Army' (with a curious mix of ethnic backgrounds) into 
the conference. Perhaps the most inventive stunt though (not 
to mention the least PC!) was the live Lucha Libre wrestling 
competition to promote Konami's Lucha Libre AAA: Heroes 
del Ring – complete with a band of wrestling midgets!

Flash mobs 
Military invasions 
Mexican wrestling!

Stunts & characters

Toy Story 3 flash mob

Dead Rising

Lucha Libre AAA: 
Heroes del Ring

David Garibaldi 
for Epic Mickey

Virgin Gaming cash

A Helghast from Killzone

Homefront's North Korean 'invasion'
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Peripherals & add-ons

Inflatable karts 
Official NASCAR race seat 
Lots of guns!

One feature of games conferences that always amuses 
is the development of ever-crazier peripherals and 
add-ons around a gaming lifestyle. The standouts 
spotted this year were inflatable karts, a bowling ball 
(make sure you strap it on) and the ultimate gamer's 
support: Playseat's collection of gaming seats, 
including an official NASCAR licensed driver's seat!

EA's Gun Club NASCAR licensed seat

Inflatable karts

Lots of guns
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