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PLATOON 3

Multicolored mayhem
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Much like previous games, she Smamme gace of these
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in the race to splash more ink than
the opposing team. That rush am-
plifies in the revamped Splatfests,
which now include three distinct

teams. Most of the experience
remains unchanged, but the new
Tricolor Turf Wars, where the
four-player first-place team must
defend the center position against
two squads of two, shake things up.
These intense matches require new
strategies for everyone involved
since the groups converge from op-
posite sides of the map.

While the series is rightfully
known for its competitive multi-
player, the other two main modes
are also worthwhile components.
Splatoon 3’s Salmon Run evolves
the exciting wave-based coopera-
tive PvE multiplayer experience by
adding more bosses (all of whom
require unique strategies to defeat)
and the ability to throw the eggs
you retrieve from them into the
goal basket. Working together to
defeat minions and retrieve enough
eggs from fallen bosses to progress
to the next round never ceases to
excite. However, the biggest boon
to this mode is that the arbitrary
time restrictions from Splatoon 2
are gone in favor of the mode re-
ceiving the same 24/7 availability
of the other pillars.

This iteration also continues the
series’ tradition of providing enjoy-
able single-player missions that take
advantage of the various mechanics
of the franchise. Splatoon 3’s single-
player Hero mode is a great way to
familiarize yourself with the game’s
controls, strategies, and weapons,

but it’s far more than a glamorized
tutorial. The story is inconsequen-
tial, but thanks to various gimmicks
introduced at a rapid clip and puz-
zles involving your new companion,
Smallfry, Hero mode’s levels pres-
ent largely satisfying explorations
of how the developers can stretch
the core gameplay in surprising and
exciting ways.

I loved missions like one where I
grinded on rails while participating
in a fast-paced shooting gallery or
another where I navigated through
an enemy-filled maze with a big twist
at the end. While I loved almost all
the time I spent in Hero Mode, there
are a few misses, with some missions
serving up more frustration than
fun, and others veering too close to
missions I played in Splatoon 2. The
boss battles, which were among my
favorite parts of past games, serve up
a mixed bag, though they’re mostly
disappointing. The ones that do hit,
though, are among the best the series
has ever presented.

Splatoon 3 doesn’t reinvent the
wheel, nor does it need to. Instead,
it improves nearly every franchise
element in sometimes small but
meaningful ways. With an already-
robust set of content available at
launch and at least two years of free
and premium content on the hori-
zon, Splatoon 3 is simultaneously
the series’ best entry and its most
promising. BY BRIAN SHEA

85

PLATFORM Switch STYLE 1-Player Shooter
(8-Plaver Online) PUBLISHER Nintendo
DEVELOPER Nintendo RELEASE September 9
RATING E10+

75






	Page 1
	Page 1
	Page 1

