


02 REVIEWS
However, that's not to say that the entirety of our 
Gears' journey is perfect. Dotted intermittently 
throughout the campaign are eyebrow-raising 
moments of ill-advised design decisions that 
bring into question both their relevance in a 
game of Gears’ nature and Epic's sense of better 
judgement. Midway through the game Gears 2 
momentarily turns into something more 
indicative of a third-person platformer than any 
balls to the wall shooter; our squad transformed 
into Indiana Jones-wannabes as they become 
tasked with avoiding crushing “walls” through 
carefully timed runs and outrunning a “boulder”. 
Though brief, it's the lowest point to Gears 2's 
campaign, and a step in the wrong direction for 
Epic. 
 
Equally unsettling is the onslaught of twists, 
turns and introductions to the plotline that 
largely go unexplained. While the story itself is 
much more involving than that of the original 
(Dom’s poignant search for his wife Maria, for 
example, despite feeling somewhat forced, often 
pulls on the heartstrings even in the face of the 
machismo violence on display throughout), the 
screentime and exploration of new characters 
and creatures is kept to a minimum, feeling more 
like a stopgap for a third title in which to tie it all 
up. Needless to say, by the end you'll be left 
feeling just as puzzled as you will be in admira-
tion. Though, with that having been said, the 
story is rounded o� with such a depressingly 

poor �nale that it leaves a bitter taste; all the 
grandeur behind the build-up and the blockbuster 
moments to come before it suddenly drowned out 
in an instant of negligence on Epic's part. It reeks of 
a rush job - something quite unexpected given the 
backlash over the original's hurried story - while 
some may even go so far as to labelling it an 
embarrassment. Whatever your take on it may be, 
the �nal �ve minutes blatant disregard to the skill 
and tactical nous required throughout the rest of 
the game is ultimately unforgiveable. 
 
But we don’t want to come across as sounding 
overly negative, because what we mean to say is 
that, in spite of these inferior elements, Gears of War 
2 really is in a class of its own when it comes to 
third-person shooters. Each of the levels on o�er 
are vast and distinguished: Epic’s willingness to 
explore the colour palette with glitzy reds, blues 
and greens a far cry to the original’s grey/brown 
drudge, while each chapter blends perfectly into 
the �ow of the story rather than acting as disparate 
scenarios. The shooting and cover mechanics as 
well, even past the environmental advancements 
mentioned earlier, have been re�ned tenfold, 
coupled with unparalleled weapon balancing and 
truly impressive enemy AI. Even the vehicle section, 
though open to discussion regards its necessity, is a 
vast improvement over the original’s gimped 
Junker sequence; the entertaining Centaur tank 
coming as a welcome diversion to the more 
standard shooting at hand. It’s clear that Epic has 
taken onboard any criticism levelled at the �rst 
game and proceeded to mark every last item of 
censure o� the list, successfully delivering a 
polished and alluring campaign that you simply 
must experience.
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