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Dave Meikleham
news editor
The angriest man in games 
is lord of all news. Apart 
from in April – a month he 
genuinely forgot existed on 
p16’s timeline. April… fool?

GaMe of the Month
Grand Theft Auto V
new year’s resolution
Pay attention in April 2015

Milford Coppock
managing art editor
Back in 1997, Milf joined 
OPSM1 team. All these 
years later and the crayon 
king still hasn’t picked the 
lock of those handcuffs. 

GaMe of the Month
Grand Theft Auto V
new year’s resolution
Live life in 1080p

Phil iwaniuk
games editor
The Witcher expert Phil 
insists CD Projekt’s new 
RPG is destined to become 
PS4’s next best game. 
He’s… Ciri-ously excited.

GaMe of the Month
Grand Theft Auto V
new year’s resolution
Finally get positive COD K/D

louise Blain
guest writer
Do you live in Scotland? Do 
you hear elephant noises 
through the walls at 3am? 
That’s our Lou. On Far Cry. 
And her Ghale force wins.

GaMe of the Month
Far Cry 4
new year’s resolution
Get a new OPM headshot

welcome

t h i s  m o n t h ’ s  f a r - g a z i n g  f a n t a s t i c  f o u r . . .

GaMe of the Month
Far Cry 4
new year’s resolution
No biggie: just finish every 
weekly Strike in Destiny

“WeLCOMe TO A 
NeW yeAR OF 
PLAySTATiON. 
NOT juST ANy 
yeAR. iT’S THe 
yeAR OF PS4.”

to a new year of PlayStation 4. Not  
just any year – it’s the year of PS4.  
The first half of the magazine you’re 

holding in your hands contains so many 
games that i’m not sure how any one 
person will have time to play them all (don’t 
miss the last-minute announcement that 
Street Fighter V is not only on its way but 
will be a PlayStation exclusive – that 
morsel’s tucked away on p20). And by the 
time you’re reading this, Sony will have held 
its PlayStation experience event in Las 
Vegas and we’ll be busy writing about even 
more huge PS4 reveals for our next issue. 

But what about the other half of this 
month’s mag? Away from some stonking 
(and stinking – muggins here really drew the 
short straw) reviews, you take charge in 
our big feature and pick the OPM Game Of 
The year 2014 winners. Congrats on your 
choices – you’ve crowned a surprising, but 
unquestionably worthy, number one. 
enjoy the issue and, if you 
grabbed OPM early, have a  
great new year. 
 

Matthew Pellett
editor
matthew.pellett@futurenet.com
@Pelloki
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006 Shuhei’S fave gameS
Sony Worldwide Studios boss Shuhei Yoshida 
tells us his personal picks on every PlayStation 
platform. You will not guess them. Not one.
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028 the year of pS4
We’re in for quite the 12 months of gaming as 
PS4 prepares to raise the bar to new heights.

cover game

030 the Witcher 3  
Wild hunt
We talk exclusively to the developers of the most 
exciting RPG in development – and reveal a new 
playable character for the very first time.

featurE

062 game of the year
You voted, we counted – it’s time to celebrate the 
ten titles that burned brightest in 2014, the one 
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The Big 10
STorieS everyone’S Talking aBouT

when i played towards the end  
of the game i had tears in my eyes 
remembering my grandmother.

From Kratos to Journey’s 
robed figures, Yoshida’s 
picks span some great 
PlayStation heroes.



007

The Big 10
STorieS everyone’S Talking aBouT

01
shuhei 
yoshida is 
the man. an 
immediately 
relatable, 
warm figure 
who shines in 
an industry 

swimming with faceless suits. the 
president of worldwide studios at 
sCe is often refreshingly frank in 
interviews, while he regularly sends 
out playful tweets to his 138k 
followers – follow @yosp to sample 
his forever chipper antics.

C’mon, who could watch that video 
of a jet-lagged yoshida catching a sly 
40 winks at a panel with david Cage 
at last year’s gamescom and not 
melt? with that in mind, and following 
on from last month’s celebrations of 
ps1’s 20th birthday (what a cake – 
burp), we thought it was high time 
we picked the much-admired sony 
exec’s brains.  

during our exclusive interview,  
we ask yoshida what games he feels 
have defined playstation, before 
letting him pick his favourite first- 
party title from every sony console 

and handheld. safe to say, his 
choices may surprise you. over to 
you, shuhei…

“playstation platforms have been 
home for so many diverse, creative 
and innovative games from both first 
and third parties. that diversity, 
depth and breadth of games defined 
playstation,” muses yoshida. “that 
said, the following are my personal 
favourite first-party titles for each 
generation; not necessarily the best 
selling title, but each had a special 
space in my heart for a long time…”

Ape escApe – ps1
“during the ps1 days, i had the 
privilege to work as a localising 
producer for the Crash bandicoot 
and spyro the dragon series for  
the Japanese market. i also helped 
Kazunori yamauchi’s team to 
produce gran turismo, and start 
and grow an internal development 
studio that created ape escape,  
the legend of dragoon and ico. 

“among those titles, ape escape 
was the one i had the most hands-on 
role with as a producer; getting 
involved in the creative process to 

shuhei yoshida 
gives you his top 
playstation picks 

the beloved sony figure guides you 
through 20 years of his favourite titles

10 cauSe…
rico hooks us in for Just Cause 3. 

12 …and eFFect
new mass effect 4 art gets us excited. 

19 ‘roid rage
axiom Verge shoots up a retro storm.
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discover, try and polish a variety  
of fun ways to use the brand new 
dualshock controller’s dual analog 
sticks. we had a lot of fun making the 
game, and it was received very well.”

God of WAr – ps2
“the santa monica studio was 
formed in 1999 by a small group of 
industry and sony veterans headed 
by allan becker. aside from the 
continued success of the twisted 
metal franchise, and a collaboration 
with incognito studio, santa monica 
studios struggled to create a hit title 
from the internal team. 

“i remember when we showed the 
demo of god of war at e3 2004, we 
noticed people playing the game had 
a big smile on their face – a clear 
sign that we had something special 
on our hands. the game eventually 
became a hit title, got lots of awards, 
and Kratos has become one of the 
iconic playstation characters. it also 
provided a solid foundation for santa 
monica studios to further attract 
talented developers and grow.”

Hot sHots Golf: open tee – psp 
“psp launched in Japan in december 
2004 with a handful of titles, including 
this game. i was a fan of the series 
on consoles, but i found the new  
hot shots game on the brand new 
handheld device very accessible, 
beautiful and hard to put down. it 
supported wi-fi multiplayer, so some 

of us played rounds of golf during 
long international flights.”

Journey – ps3
“when i played towards the end of 
the game, i had tears in my eyes as  
i was remembering my deceased 
grandmother. it was a very personal, 
almost spiritual experience from 
playing a short but beautiful video- 
game. i felt it was a triumph of 
videogame as a medium; showing 
games can touch our hearts.

“thatgameCompany had a very 
special approach to game design, 
defying conventions and trying to 
create certain emotions in players.  
i believe Journey inspired many 
people inside and outside the 
industry, and more games will be 
developed that will move people in an 
emotional way.” 

sound sHApes – ps Vita
“i love games, i love music. there 
have been many games that 
challenge your ability to tap to the 
rhythm of music or make you feel 
like playing musical instruments, but 
nothing like sound shapes. when 

you’re playing you feel like you’re 
recreating the music at the same 
time. a perfect game to play on  
a handheld with headphones. 

“the create mode allows you to be 
a game designer, music composer 
and arranger at the same time. the 
well-crafted editor also makes it a 
blast to create a good sounding little 
action platform level. i published a 
few levels of mine, melodies taken 
from then-popular Kyary pamyu 
pamyu songs, and it was fun to 
socialise with other creators.”

infAmous: second son – ps4 
“running up the surface of tall 
buildings, jumping and flying through 
the air over a vast and realistic 
seattle; what more is there to say?

“actually, the photo mode shows 
off the beautifully rendered city and 
characters of the game. Combined 
with the share feature, it is an early 
example of what ps4 games look 
and feel like playing and sharing 
gameplay experiences.”

sHuHei WHo dAres
so there you have it: the personal 
gaming picks of one of the most 
important figures in playstation 
history. if you somehow missed out 
on any of the above beauties, we 
suggest seeking ‘em out, post-haste. 

it waS a verY 
PerSonal, almoSt 
SPiritual exPerience 
From PlaYing a game.

■ Share a plane with Shuhei in early 
2005? He was probably on Hot Shots.  

■ ape escape might look dated, but its 
analogue controls felt revolutionary. 

 tweet @oPm_uK to share your fave 
PlayStation games of the last 20 years.

All About Shu 
Yoshida has enjoyed a storied career at 
Sony, having worked for the company 
since 1986. He was one of the original 
members of 1993’s PlayStation Project 
that helped create the most iconic 
console brand in gaming history. 

Before joining Sony, 
Yoshida earned a 
Bachelor of Science 
degree in economics.
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■ god of war and Journey couldn’t be more different, yet both games have earned a special place in Yoshida’s PlayStation-partial ticker. 

Sony’s pres is a big fan of 
inFamous, but how long 
before a new PS4 game 
steals his heart away?

we may have no idea 
what’s going on here, 
but Shuhei loves a 
slice of Sound Shapes. 
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02
Just when we were 
starting to fear  
the worst for  
Just Cause 3 amid 
rumours of it being 
a free-to-play title 

(leaked screenshots prior to this 
month’s official reveal showed 
microtransactions), Avalanche’s 
Christofer 
Sundberg makes  
it all alright again.

“It is not a 
free-to-play  
game,” Sundberg 
confirmed shortly 
after the game 
was announced to the world. “It does 
not feature in-game micro-
transactions.” Encouraging news 
indeed – no offense, Warframe.

What it does include is equally 
encouraging – Rico Rodriguez 
reprises his role as toppler of 

dictators, master of tethering  
men to vehicles, wearer of stubble 
coarse enough to make a sailor 
blush, and Michael Bay’s wildest 
fantasy. On the shores of fictional 
Mediterranean archipelago Medici, 
which hosts Just Cause 3 – all  
400 square miles of it – General  
Di Ravello has installed the kind of 

oppressive regime 
typical of the 
series. The kind 
that’s overthrown 
with a series of 
striking explosions 
and one-liners. 

Both the control 
scheme and that all-important 
grappling hook mechanic have been 
revamped and tightened, and with 
the help of several former Burnout 
developers, the vehicle handling 
model promises greater refinement 
too. Because when you’re steering a 

jeep while somehow crouching on 
its roof, readying that last-second 
grapple to safety, well-weighted 
handling counts for a lot.

Your methods of toppling that 
ubiquitous dictatorship appear to 
carry over a few well-liked legacy 
features from Causes past.  
These include taking out the troops 
in towns across the map and 
destroying propaganda billboards 
and loudspeakers to finally liberate 
each area. This makes said locale a 
safe haven to fast-travel to or from, 
as well as a place to both lay low 
from the pursuing Gendarmerie and 
store vehicles for later summoning. 

So where did those erroneous 
rumours begin? Were the 
screenshots, which appeared to 
show a microtransaction system 
that allowed in-game vehicle 
purchases, all just fakes? Sundberg 
has the answers. “Those leaked 

Rico ‘chutes for 
the stars on PS4

No microtransactions, not F2P: Just Cause 3 is here to slay

rodriguez 
reprises his 
role toppling 
dictators.

Firing rockets from 
a plane? rocking a 
minigun? it’s nice to see 
Jc3 keeping it low-key.

dev talk
“We are likely to look 
into dlc packs and 
items as part of our 
ambition to support 
Just cause 3 for many 
years to come, but 
until that time we’re 
completely focused 
on making the best 
Just cause game 
we possibly can… it 
will be a huge, fully 
packed and extremely 
rewarding experience 
right out of the gate.”

christofer sundberg
co-founder, avalanche
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screenshots were taken from an 
ancient version of Just Cause 3,” he 
writes on the Avalanche blog.  “Like 
most games, this one went through 
an exploratory phase where we 
looked at different control schemes, 
different technologies, different 
business models. Those leaked 
screenshots show aspects of that 
process, and in no way reflect the 
game we are making today.” Huzzah 
for traditional business models! 

That’s not to say the disc version 
will represent all of Just Cause 3’s 
content down the line – there is  
a DLC schedule spanning, “years,” 
after release. It’s been a title we’ve 
heard whispers about for years now, 
and it’s great to finally see Avalanche 
lift the covers, squash the rumours, 
and confirm a 2015 launch on PS4.

 For more updates on Just cause 3, hit 
up facebook/officialplaystationmagazine.

 look out for our online verdict on 
destiny’s the dark Below dlc next issue.

Activision confirms a sequel, but is it too soon?

Should Bungie be 
making Destiny 2?

starter for ten
activision has long talked about its 
ten year plan for destiny as a 
franchise. it means you’ll most 
likely still be battling those ruddy 
Wizards in 2024… while riding to 
work in your hover car. 

the dark Below dlc has 
only just come out, but 
Bungie is already looking 
at destiny’s future. 

03
Hmmm, does 
Activision like 
money? Is the sun 
a tad toasty? Is the 
Earth fla… wait a 
second. Of course 

Bungie was always going to make a 
Destiny sequel. After all, the game 
grossed more than $325m in its 
first five days, with the former  
Halo developer  
claiming 3.2 million 
Guardians log on 
each day to grind 
for Spinmetal on 
the Cosmodrome 
and moan about 
the Vex Mythoclast 
being nerfed. Still, 
should Bungie 
really be making a sequel this soon? 

During a post-earnings financial 
call in early November, Activision  
CEO Eric Hirshberg said, “work has 
also begun on future expansion 
packs, as well as on our next full 
game release.” DLC-wise, we’re 
pretty sure he was alluding to 
further content add-ons coming 
down the pipeline after The House Of 
Wolves DLC pack due in 2015. 

The notion of a full blown sequel  
to Destiny is a trickier proposition. 
Don’t get us wrong: we utterly 
adore/are borderline obsessed with 
Bungie’s shooter. Yet Destiny is a 
truly pioneering console title more 
like World Of Warcraft than any of its 
PlayStation peers – and ten years on 
we still haven’t seen a sequel for the 
massively multiplayer online PC RPG. 

Should we be 
surprised a 
sequel’s on the 
way? Not at all. 
According to the 
Destiny contract 
leaked two years 
back, a major 
‘Comet’ expansion 
is due the year 

after release, and a full sequel the 
following year (with two further 
sequels released biennially).

But right now we’re hankering for 
major expansions, not sequels. We’d 
argue Bungie’s simply looking out for 
our hard drive space, but those 
discs will need installing anyway…

activision’s 
ceo conFirmed 
Work on a neW 
instalment is 
under Way.
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me4 will centre on  
the story of a hero in  
the making, unlike medal-
magnet shepard.
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04
with a new 
dragon age 
game out on 
the shelves, 
it’s finally 
time for 
legendary 
rpg dev 

Bioware to pull back the curtain  
on its next mass effect game. most 
certainly not called mass effect 4, 
the studio stresses, it’ll nonetheless 
exist within the same universe as 
the shepard trilogy, albeit with 
all-new characters. 

 
Tali ho!
“our goal is not to build mass effect 
4,” senior development director 
chris wynn told fans via a twitch 
broadcast, adding, “it’s beyond that.” 
the full extent of what it means to 
go, “beyond,” those first three 
games isn’t yet clear, but for one 
thing there’s a pronounced 
emphasis on exploration from the 
team. completely new species are 
promised to populate the galaxies, 
complete with their own worlds  
and architectural styles. take a look 

geth who? mass 
effect returns

Bioware opens up on its post-shepard rpg

 Where next for Mass Effect? Tweet 
your best suggestions to @OPM_UK.

■ The new conceptual artwork hints at larger, more open environments than those found in ME1-3.

REAPER THE REWARDS
While we’re all waiting for Mass 

Effect 4, a PS4 version of the PS3 
trilogy could become a reality – 

Bioware Edmonton and Montreal 
head Aaron Flynn confirms the 

developer is considering the idea.  

to the bottom-left: you’ll see some 
environmental concept art featuring 
the unfamiliar flat, fungus-like 
dwellings of one such race. 

there are familiar images in the 
other concept renders here, too. the 
m35 mako ground vehicle returns 
from the original trilogy, complete 
with an entirely revamped handling 
model – expect to see plenty of it as 
the vehicle’s set to be one of the 
primary conduits of exploration.

liara lorra laughs
it’s clear there’s still plenty left  
to lock down, but Bioware’s set  
on centring the experience on  
a protagonist in the process of 
becoming a hero, unlike established 
n7 medal-magnet shepard. there’ll 
be a familiar party member dynamic 
too, and relationships to manage 
within that party. as for the eventual 
name reveal Bioware leaves us little 
to go on, but, we’re going with mass 
effect: ultimate origin chronicles 
unleashed – extreme n7 edition. 



014

The Big 10
STorieS everyone’S Talking aBouT

05
As subtitles go, 
‘Scholar Of The 
First Sin’ offers 
a refreshing 
reprieve from 
the likes of 

‘Advanced Warfare’ or ‘Super 
Duper Turbo Edition’. It’s a 
suitably enigmatic, foreboding  
tag for this current-gen return  
to Drangleic; a repeat trip that 
promises to be bigger, better and 
*gulp* even more face-punchingly 
hard than the PS3 original.   

Yep, Dark Souls II is headed to 
PS4 on 3 April and boasts all 

three King-themed DLC chapters 
alongside a host of improvements 
and tweaks. Brand new content is 
promised, including an expanded 
story with a new NPC. ‘Deadlier’ 
enemies are also set to give your 
inner nihilist a murdery cuddle. 

As for performance upgrades, 
we’d be amazed if this doesn’t 
run at 1080p. The PC version isn’t 
demanding to run either, so let’s 
hope that means From Software 
can lock this PS4 port in at 60fps. 

Only Sin when 
you’re winning
Dark Souls II is going to school PS4

 The world record for speedrunning 
DS II (with glitches) is under 18 mins.  

the big shot
eagle-eyed analysis 

Matchmaking is being 
tweaked to allow for more 
online players. If they’re 
not all playing Bloodborne.

Expect a texture bump on 
PS4 to make these wings 
extra leathery. If Drangleic 
hits 1080p we’ll be thrilled.
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number game
we do the maths 

9.5m
Registered Destiny players, according 
to Activision. Guardians unite, indeed. 

10
Months in a row PS4 managed to out-
sell Xbox One in the US – its home turf.

25,00
Amount of Far Cry 4’s currency it costs 
to buy a water faucet for Ajay’s house.

9,881,536
Jobs created by GTA Online users in the 
multiplayer’s first year in the wild.

13.5
Million PS4s shipped worldwide. No 
wonder there are so many Guardians.

09/14
The highest recorded month for logged-
on PSN users since its launch in 2006.

19Fps
Largest recorded, prolonged frame-
rate drop in Assassin’s Creed Unity.

270%
The mind-blowing rise in PS Plus 
subscribers since PS4’s Nov ‘13 launch.

This redux is also headed 
to PS3, though it’s unlikely 
to boast all the fancy new 
graphical tweaks. 

‘New unknown dangers 
and lore’ are promised, 
which might explain these 
lizard-filled skies. 

Already bought Dark 
Souls II on PS3? A free 
patch with expanded story 
content is planned for you. 
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Bon voyage, 2014. Where did the 
time go? We’ll remember you fondly 
for the likes of Destiny and The Last 
Of Us Remastered and with utter, 
utter disdain for the 14,493 games 
that were delayed into the new year. 

So with 2015 welcoming us  
into her warm PlayStation bosom,  
it’s time to take a step back, flick 
through our 2014 calendar and 
recount the gaming highs and lows 
of the 365 days that were…

Saying so long to 2014
We look back at the last 12 months of PlayStation 

06

December

VR cAMpAigN
Morpheus obliterates all 

our Lawnmower Man 
nightmares as Sony finally 
unveils its long-rumoured 

virtual reality headset 
alongside some seriously 

impressive demos.  

FAB 
FATHERLAND 

We prepare for the 
summer soccer 

extravaganza 
by simming the 

tourney in EA 
Sports’ 2014 

FIFA World 
Cup Brazil. 

We Mystic Meg 
the winner too, 

with the Germans 
crowned champs. 

DRAkE-iNg iT iN 
Uncharted 4 leads the 
charge as Sony knocks 
its E3 conference out 
of the park. In-game 
PS4 footage of Nate 
looks incredible, but 
the reveal of current- 
gen GTA V is an equally  
big coup. 

You BETA 
A PlayStation-exclusive 
Destiny Beta opens on 
17 July, reinforcing 
PS4 as the place to 
play Bungie’s 
incredibly 
ambitious MMO/
shooter hybrid. 
Boy, does that 
Devil Walker 
whomp our 
backside… 

July

pS1’S BiRTHDAY 
BoNANZA

3 December marks the 
20th anniversary of the 

original PlayStation’s 
launch. To distract us 

from feeling old, we  
pig out on a special 

PS1-shaped cake. Nom. 

RowE  
YouR BoAT

Sucker Punch 
whips up a smoky 

storm on PS4 with 
inFamous: Second 
Son. Despite hero 

Delsin being a berk, 
the game nails its 

superpowers 
beautifully, bagging 
a very strong 8/10. 

TRiALS,
TRiALS AgAiN

OPM Towers is 
briefly overrun by a 
collective desire to 

master two-
wheeled retry-a-

thon Trials Fusion 
when it arrives in 

the office and is 
met by a high-flying 

8/10 from Matt.

SquiD’S iN    
Octodad shambles his 

way into everyone’s 
hearts as he arrives on 

PSN on 23 April, netting a 
7/10. And yes, he’s very 

plainly an octopus rather 
than a squid, but shhh. 

wHAT A Dog
After more delays  
than the Moon  
landing, Watch Dogs 
finally skulks into 
shops. Sadly, Aiden’s 
peeping adventure 
lacks personality and 
we slap 7/10 on the 
hyped sandbox. 

FAR FoR
THE couRSE
Ubisoft announces Far Cry 
4 on 15 May, finally 
confirming the months-
long rumours that its 
latest madcap open-world 
is indeed set in the 
Himalayas. Also,  
rideable elephants! 

THE FAST BLAiNE
Los Santos gets a 
whole lot purdier 

as Grand Theft 
Auto V finally graces 

PS4, packing in a 
wealth of updates and 

a sensational new first- 
person mode. Want to 

know more? Head to our 
review on p90.  

pLAY iT FoRwARD
Sony’s micro-console 
PlayStation TV hits the UK, 
letting you stream PS4 
games to a second telly 
and enabling you to sample 
PS Vita titles on a big 
screen. Check out our  
PS TV tips on p104. 

ARE You ExpERiENcED?
As part of its 20th anniversary 
celebrations, Sony holds a very 

special event in Las Vegas called 
PlayStation Experience. We were 

there, so get ready to learn 
about ALL the reveals next issue.
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info patches
update your brain  

BiRD’S-EYE ViEw
Sony is debuting an on-demand, catch-up TV 
service in the States called PlayStation Vue. 
It will launch in early 2015 and promises to 
allow users to save their favourite shows to 
the cloud with zero storage restrictions. Vue 
will debut on PS4 and PS3, with iPad support 
also promised. No word yet on a UK release. 

TAkiNg A NEw cREED
Patrice Désilets has formed a new studio, 
called Panache Digital Games. The game 
director previously worked at Ubisoft 
between 1997-2010 and helmed the likes 
of Assassin’s Creed. He was also largely 
responsible for rebooting Prince Of Persia 
with the truly excellent The Sands Of Time. 

FoR THE gLoVE oF goD
The Black Glove (a Kickstarter sci-fi title from 
a dozen or so ex-Bioshock developers) has 
failed to meet its $550k funding goal. Studio 
Day For Night promised a PS4 version of the 
game late into the campaign, but it only raised 
$216,517. The indie dev is now, “pursuing all 
options,” to get The Black Glove made. 

THE YEAR oF REMASTERS 
When we look back at 2014 the year’s best 
known for three things: amaze-o PS4 sales 

(Sony nailed it), delays (at least 2015 will be 
awesome) and more remastered and HD 

versions that we can count. Just to warn you, 
even more remasters are due next year…

SNAkE AND BAkE
MGS V: The Phantom Pain 

sneaks back into view at the 
Tokyo Games Show, revealing 

a gorgeous new jungle 
environment. New glimpses at 

FFXV (cars!) also impress. 

DATE wiTH  
DESTiNY

Despite being saddled by  
a $500m hype train, Destiny 

does not disappoint. We 
declare the MMO shooter, 

“an invigorating social 
experience,” and award 

Bungie’s FPS a  
deserved 9/10. 

REMASTER 
MiND 
A second helping of 
Naughty Dog’s most 
recent classic lands 
on PS4 – and would 
later go on to bag 
current-gen’s first 
perfect 10/10 and 
top place on our 
PlayStation 4 Hall 
Of Fame. 

BEST RAiD pLANS
Tomb Raider: Definitive 
Edition looks pretty 
enough to make your 
eyes implode and seeing 
Lara tumbling about 
Yamatai in 60fps is one 
of the most impressive 
sights on PS4. 

LAggiNg
BEHiND
Dark Souls II is the 
first OPM cover on 
sale in 2014. From 
Software’s über- 
masterful slasher  
goes on to score  
9/10, eventually 
winning Game Of  
The Year at the 32nd 
Golden Joysticks. 

coLogNE  
oF DuTY
In arguably the 
strongest Gamescom 
ever, Sony dazzles  
with big new reveals, 
including Michel Ancel’s 
incredible looking 
open-world Wild and a 
PS4 debut for Iota/Atoi 
in Tearaway Unfolded. 

goLDEN BoY
The 32nd Annual 
Golden Joystick 
Awards sees  
The Last Of Us: Left 
Behind bag Best 
Gaming Moment for 
that kiss, while Hideo 
Kojima wins the (very 
deserved) Lifetime 
Achievement award. 

AN iRRATioNAL 
DEciSioN

Ken Levine hits the 
industry with a bit of 
a Bioshock bummer: 
developer Irrational 

Games drastically 
downsizes to focus 
on making smaller 

story-driven games 
for Take-Two. 

SLiMMiNg DowN
Sony releases a new 

PS Vita that’s 15% 
lighter and 20% 

slimmer than the 
original. To keep the 

price down, the launch 
model’s OLED screen is 

replaced with an  
LCD panel. 

100 NoT ouT
We celebrate a century of OPM 
issues (not years, thankfully) 
with a historic 
issue that 
includes a 
huge Naughty 
Dog feature. 
In #100 you 
also crown 
PlayStation’s 
best game. 

SHARiNg 
coNTEST
PS4 finally gets its 
long-awaited Share Play 
feature with firmware 
update 2.0. Aside from 
letting you virtually pass 
the pad to a PSN pal, the 
update also adds a USB 
music player. 
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the rumour machine
our sources understand…

A leaked photo of Jurassic 
World-themed Lego sets 
points to the mysterious 
hybrid dino called the 
D-Rex. It’s part T-Rex,  
part raptor, part snake 
and part cuttlefish.

A Sony software 
engineer listing 

suggests the 
company  
is trying  
to optimise 
PS4’s  

load times.

Capcom is 
making a PS4 
game that 
will, “turn 
heads,” 
reports 
Famitsu.

Seconds before 
our mag deadline, 
Ubi confirms 
rumours that the 
next Assassin’s 
Creed is set in 
Victorian London.

Sucker Punch is 
allegedly hiring a 
narrative writer for a 
new open-world project.

07
Dragons! Gore! 
Sex! Mutilation of 
male anatomical 
parts you should 
only be very nice 
to! The debut 

episode of Telltale’s Game Of 
Thrones series will be out on PS4 
and PS3 by the time you read this, 
so we’re expecting at least two of 
the above. Sadly our deadline dates 
mean the review of 
the debut episode 
will have to wait 
until #106, but on 
Telltale’s current 
form it has to be a 
must buy, right?

So what should 
Thrones fans 
expect other 
than the usual slatherings of 
fiery fantasy lizards and copious 
back stabbery? Well, series one 
contains six episodes, starting with 
Iron From Ice. It follows five family 
members of House Forrester; a 
clan from the North who are good 
pals with The Starks. Uh oh… 

“For centuries the Forresters 
have been loyal bannermen to 
House Stark. A house of traitors,”  
hisses Lena Headey’s Queen Cersei 

in a teaser trailer. “You rely on 
your Ironwood, that much is clear. 
It would be a shame to see it fall 
into the hands of another House.” 
Oh Cersei, how we love your 
unashamedly evil ways. 

The lovely Thrones 
The PSN series, which rocks an 
‘oil-painting brought to life’ look, 
takes place between the end of 

the HBO hit’s third 
season and before 
the beginning of 
the fifth. Images 
of Tyrion, Jamie 
Lannister and 
Margaery have 
been released, 
confirming Telltale 
has secured the 

faces (and voices) of the stars.
Impressively, the studio has 

also collaborated with Game Of 
Thrones showrunners DB Weiss 
and David Benioff, while longtime 
Telltale composer Jared Emerson-
Johnson has been given access to 
the series’ score. Let’s hope it can 
live up to The Walking Dead. 

Telltale’s first GOT ep out right now

A slam Dink for 
Thrones fans

THE SErIES 
FOLLOWS HOUSE 
FOrrESTEr  
AND FIvE OF ITS 
MEMBErS.

The Forresters appear 
in A Dance With Dragons, 
the fifth book in George 
rr Martin’s series.

 We’ll have the full review of Game Of 
Thrones’ first ep next issue, out 16 Jan.
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PlayStation 
voices
the month in 
mouthing off

“I don’t see 
myself working 
on another 
Twisted Metal 
vehicle combat  
game.” David 
Jaffe has  
finally lost 
his Sweet  
Tooth for  
cars. 

“Carp eyes? 
How about 
the eyes of an 
Atlantic COD?” 
Kevin Spacey 
responds to 
Conan O’Brien’s 
quip about 
Jonathan  
Irons’  
optics in  
COD:  
AW.

“I’m Michael in 
GTA V… that 
make me cool 
to my kid? No. 
What does? Troy 
Baker follows 
me on Twitter.” 
Ned Luke’s 
kid isn’t easily 
impressed. 

 Excited about Axiom Verge? Tweet  
@OPM_UK and join the retro discussion. 

08
That double-take 
you just did? 
We know it well: 
it’s the reaction 
of pretty much 
everybody walking 

past our screens when we play 
through the first 25 minutes of 
incoming PS4 and PS Vita indie 
game Axiom Verge.

 A love letter to the original 8-bit 
entry of Nintendo’s most under-
appreciated franchise (Metroid, 

natch), Axiom Verge sees a brainiac 
sciencing himself into a weird alien 
world full of glitches. Not triple-A 
game launch day glitches (zing!), but 
deliberate patches of corruption 
that affect the game’s navigation 
and combat. There’s even a ‘glitch 
button’, though we don’t get to 
unlock the trick in our hands-on.

Developer Tom Happ has got that 
Metroid feel almost exactly spot 
on, right down to its own take on 
iconic save stations (think half an 
eggshell screwing down on top of 
you, Jet Set Willy foot-style) and the 
drip-feed of new weapons, abilities 
and upgrades that will play their 
part in speedrunning and sequence-
breaking attempts through the 
sprawling 2D world. We’ll never get 
an official Samus Aran experience, 
but thanks to Axiom Verge you 
soon won’t even need to squint to 
pretend that’s no longer the case. 

■ This snazzy weapon’s a drill, useful for 
some Minecraft-esque block destruction.

Metroid invades 
planet PlayStation

Indie gem Axiom Verge channels the NES classic

The LoNg coN-Tra
Contra is another influence on 
Axiom Verge, and if rumours are 
true the Konami series is being 
revived by Mercury Steam now 
that the Spanish dev has wrapped 
up Belmont’s Castlevania trilogy. 

We meet just the 
single boss in our 
demo – cue a bullet 
hell-lite battle. 
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 For more on peyotes and GTA’s murder 
mystery, visit youtube.com/user/cvg.

■ Birds can drop dirty protests with 
i. Sadly, this fish can only swim.

09
And we thought 
Trevor was violent. 
No, your eyes do 
not deceive you. 
That is indeed an 
image of a playable 

mountain lion murderously snuggling 
up to some poor Los Santos citizen. 
Thanks to a collection of new 
hallucinogenic cacti found in the  
PS4 version of GTA V, you can  
take to the pavements of LS or the  
skies of Blaine County as a furry  
or feathered menace.

Hidden away in 
obscure corners  
of the map are 27 
peyote plants to be 
found, nibbled on, 
then tripped out 
over. Munch on said 

flora with one of your trio of crims 
and you transform into a semi-
random animal. Certain plants turn 
you into a bird – including a chicken, 
crow, cormorant or pigeon – others 
a four-legged beast – say a pig, 
poodle or cat – while those found 
underwater obviously morph you  
into an aquatic life form – such as  
a hammerhead shark or an orca.

A quick spot of interweb sleuthing 
will see you right for squirrelling out 
each of the 27 locations. But in the 
meantime, we’ll give you directions 

to a few peyotes to 
kick off your beastly 
crime sprees.

One of the easiest 
cacti to spot is 
found atop Mount 
Chilliad, just a  
little south of the 

gondola station and rooted between 
two small poles with red flags 
attached. The next can be found in 
southern Los Santos, located behind 
the batting cage between a couple of 
trees at the La Puerta Baseball Field. 
You can also get an easy underwater 
peyote on the ocean floor at the end 
of Del Perro Pier. Now head out 
there and cause animal anarchy.

You can only eat each 
peyote once, but can play 
indefinitely as the plant’s 
beast if you don’t die.

TAke To The 
STreeTS or The 
SkieS oF GTA v AS 
A BeASTie.

All creatures 
great and maul

Play as a wolf, whale and other critters in GTA V

instant 
opinion
strong vs 
wrong

How do, ken?
Seconds before our 
print deadline we 
learned that Street 
Fighter V is on its way 
to PS4 as a console 
exclusive. We’ll have the 
full story next month. 

Picture Perfect
Following our Rime 
subscriber cover for 
OPM #102, tweets 
between us and Raúl 
Rubio Munárriz of 
Tequila Works have 
resulted in the indie title 
getting a Photo mode.

nate nigHt 
Here at OPM Towers 
we’ve been discussing 
the Uncharted movie 
news (see p40-41) 
and reckon that 
Mark Boal’s 
involvement is a good 
thing for the upcoming 
tie-in. His previous work 
on screenplays for The 
Hurt Locker and Zero 
Dark Thirty was ace. 

coo runnings 
Do you have a passing 
pigeon fetish? Then 
you’ll be glad to know 
Hatoful Boyfriend is 
coming to PS4 and PS 
Vita. The bizarre former 
PC title lets pairs of 
feathered rats date.

drive anotHer day
Another month, another 
four weeks of Driveclub 
server issues. It’ll be 
fixed. Er, one day. Right?

just say (ar)no
Oh, Assassin’s Creed 
Unity. Why did our cover 
feature suspicions turn 
out to be right? Read 
about our issues on p78.
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matthew pellett
Editor

phil iwaniuk
gamEs Editor

Dave meikleham
nEws Editor

Dom Reseigh-lincoln
Production Editor

What 2015 resolutions should the 
games industry set itself?

publishers must 
stop announcing 
release dates 
they don’t intend 
to keep. 

2014 was the year of  
the delays. even though 
november was packed 
with greats (as this 
issue’s reviews section 
shows) i was left deflated 
because of the postponed 
titles i couldn’t play. i’ll be 
very clear here – a game 
should never be rushed 
to shelves. if delays mean 
games are given enough 
gestation period to make 
them better, that delay is 
a necessary occurrence. 
i’m 100% in favour of 
that. i’d also ask, “why 
announce a release date 
in the first place?” don’t 
set a date that’s up in the 
air just for a stock boost. 
delays disappoint, so keep 
those dates in your pants 
until you know they’re 
realistic targets. n

server farces 
must become a 
relic of a bygone 
age in 2015. 

alright, games industry. 
you’ve woken up at 
5.45am, necked a raw 
egg for some reason,  
and are now limbering up  
in comically undersized 
running shorts. you know 
what you need to do. say 
it: 2015 will be the year of 
server stability. look at 
yourself in the mirror. 
you’re a strong, confident 
entertainment platform 
with the power to achieve 
your dreams. there will 
never be another 
driveclub launch phase. 
nba 2k players won’t 
ever lose their vc again. 
call of duty players will 
shoot and blaspheme 
without the fear of 
impending disconnects. 
Why? simple: because 
you’re better than that, 
games industry. n

nostalgic or not, 
it’s time to revive 
the 3d platformer 
this year. 

i miss the days of 
colourful worlds, 
precision jumping and a 
time when the industry 
would rather cast its 
cover star as a furry 
marsupial than a no 
nonsense navy seal.  
at the time of writing,  
our opm reader poll to  
determine the greatest 
playstation icon ever has 
crash bandicoot faring 
pretty well indeed. now 
while nostalgia may fuel 
some of this critter-
loving, i honestly believe 
many would welcome 
back the 3d platformer. 
ps1 had ape escape,  
ps2 had Jak & daxter,  
but there’s been precious 
little since. c’mon games, 
if there’s room for a ton 
of cods, you can give me 
one little crash reboot. n

stop overdosing 
on sequels and 
detox With some 
nice neW ip. 

We all love the familiar, 
but it’s a tradition that’s 
turning the industry stale. 
big pubs need to take 
inspiration from the indie 
scene and start taking 
risks again. as much  
as the idea of a fresh 
uncharted gets my heart 
fluttering, the thought of 
a brand new story from 
naughty dog could well 
send me into a state  
of dwight-aping 
perfectenschlag. i’ll be 
honest, we desperately 
need a wave of new  
ip to clean our gaming 
palates. how can we 
expect a new generation 
of icons to emerge if the 
old guard won’t retire 
gracefully? let 2015  
be the year of new 
characters, new worlds 
and new stories. n

just one more question…
the team debate this month’s burning issue

not borne yesterday   
No wonder Matt is peeved with 
delays. Not only was 2014 
plagued by postponements, but 
2015 has already got off to a 
rocky start – Bloodborne’s been 
pushed back from Feb to March. 



@SadnessWillSear
Just finished COD: 
Advanced Warfare on 
Veteran difficulty.  
F***ing epic :)

@Mage_Revenants
Think I wanna go to 
Starbucks for a few 
hours and play Freedom 
Wars on my PS Vita.

@madecitystars
Just tried the PES 2015 
demo. I can honestly say 
it has EVERYTHING that 
FIFA 15 is missing.

@xBeccaMainx
Disney Infinity and more 
Skylanders – someone’s 
a very spoiled wee man 
with very skint parents…

@PatrickWeekes
Have been playing and 
enjoying Dust: An Elysian 
Tail. A nice, deeper-than-
expected combat system.

@Flibbltastic
Toybox Turbos is a lot of 
fun. Takes me back to 
the days playing Micro 
Machines as a kid.

@brightonfan
I’m going to wrap up my 
Girlfriend’s Firefly board 
game and pretend it is a 
PS4. Cruel?

@SkylerBarwell
I love that the new 
Shadow Warrior opens 
with Lo Wang singing 
along to The Touch.

@Vechonechnost
Is Battlefield Hardline 
any good? Just looks like 
Payday and Counter-
Strike had a baby.

@Frall_
Making games or die 
trying! I love this industry!
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can I get a Rt?
Tweet gold (and one troll) from 
this month’s @OPM_UK timeline 

#104 Hellblade, Beyond 
Cars and Call Of Duty: 
Advanced Warfare.

rePlies

022

F facebook.com/OfficialPlayStationMagazine t @OPM_UK W officialplaystationmagazine.co.uk e opm@futurenet.com

ONE xMAS I BOUGHT GUITAR 
HERO ON A WHIM. SOON THE 
MISSUS AND I WERE FIGHTING 
OVER WHO GOT TO PLAY IT.

 Star letter Seen the light(bar)
People love tech. And the companies that make the 
tech often cram as many bells and whistles onto their 
products as possible. That’s the impression I first 
had with DualShock 4 – I just didn’t ‘get’ the point of 
the speaker and the lightbar. But after playing Alien: 
Isolation I can see both features play a vital role, 
especially the speaker. Creeping around the Sevastopol 
in Alien: Isolation while it bleeped in time with the 
motion tracker made the game even tenser!
andrew Owens via email

We’ve always been excited for how devs will use 
the DualShock 4. Still, the first time an audio log 
played through the speaker in Killzone: SF we 
almost messed the sofa. too much info? How about 
a year’s free sub to OPM to ease the awkwardness?

Potter patter
In one of the Harry Potter 
books (I can’t remember 
which), JK Rowling spells 
out Hermione’s name 
phonetically in a way that 
we could all understand, 
and in a bid (I assume) to 
calm the minds of those 
going, “Hermiowwwn?” 
“Hermyyone?” 
“Hermeeeowneee?” 
So… is it ‘Meeeeks’, 
‘Myyyks’, ‘Maaayks’ or 
‘Meeekleham’? Which is it, 
OPM? It’s been bugging 
me for a while now.
Daniel Saleeb via email

It’s often pronounced 
‘jerk’, but Meeks will do. 
all these years later and 
we’re still utterly cluless 
about ‘Iwaniuk’ though…

Update and away
After using my PS4 with 
the new system updates 
I can say that it’s truly 
impressed me. The  
new themes are a great 
addition that enable you to 
personalise your console, 
which we all love doing. 
The addition of YouTube 
sharing is also a brilliant 
extra and has helped my 
own little channel grow. 
The Share Play function 
sounds incredible – 
however, with my slow 
internet speed I’m not 

able to use it, which is the 
only downside to the new 
update that I can see. PS4 
seems to be improving 
with each update so 
things are looking great 
for the console’s future.
gary Willis via email

PS4’s always getting 
better. Your inability to 
try Share Play is a blow 
– it’s a great feature 
– but even so your box 
of wonders has plenty 
more up its sleeves for 
its 2015 updates…

Bargain hero
For me, the big allure of 
pre-owned games is the 
ability to take risks as 
a consumer. The lower 
cost means it’s less of 
a financial burden to try 
something new. Take 
Guitar Hero – I’d heard of 
it, but wasn’t convinced 
it was worth the cash. 
However, during the pre-
Xmas drought one year, I 
bought one of them with 
a toy guitar for £20 on a 
whim. Soon the missus 
and I were practically 

fighting over who got 
to play it. I’ve bought 
countless instruments 
and other instalments 
in the series since then, 
but without that cheaper 
option for me to try in the 
first place, the devs would 
never have had all my 
hard-earned cash.
clint gardner via email

You’ve got the right idea 
clint – that’s a great 
approach – but it’s the 
relentless pushing of 
pre-owned over new 
by certain stores that 
upsets devs most of all.

mailto:opm@futurenet.com


exIt 
POll
Our Facebook 
fans answer a 
final question

next 
MOntH
Hit us with your 
opinion stick about 
the arrival of 
Dragon Age, GTA 
V on Ps4 and your 
most anticipated 
games for 2015.

15% still love 
strapping C4  
to everything  
in Battlefield 4.

16% remastered  
or not, many of you 
can’t put down the 
fungal fun that is  
The last Of Us.

21% Are living 
the los santos 
lifestyle in GTA V.

9% Praise the 
sun on a regular 
basis in Dark 
souls ii.

10% Have given 
their year to the 
god of Minecraft.

29%
Prefer to get up 
at 3am just to 
play another 

Destiny Strike.

Which game  
have you played  

the most  
in 2014?

best comments from facebook.com/officialplaystationmagazine
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ReaDeRS’ MOSt WanteD
Which games are bleeping loudest on your radar?

vOte  
nOW!

Tell us the five games 
you can’t wait to play at  

opm@futurenet.com.

“i feel old… i remember when Ps1 came out 
and i used to play with the T-rex and manta 
demos and, of course, Abe’s Oddysee!”
Katie Joanne Banks has a stroll down memory lane.

“What an epic game. 
One for survival hor-
ror fans out there.”
Joe Wall finds The Evil Within.

1 the Witcher 3:  
Wild Hunt
Geralt Of Rivia leaps from fourth 
spot last month to the top of 
the pack in one fell, genetically-
enhanced swoop. For more info 
on the White Wolf’s PlayStation 
debut, check out our in-depth 
cover feature on p30.
FORMat Ps4
eta 24 FeB

2 Batman:  
arkham Knight
Is it really going to 
be half a year until 
the cowl-wearing 
purveyor of muscled 
justice speeds in with 
the new and improved 
Batmobile? Sadly  
yes, but a lack of Dark 
Knight fun times hasn’t 
stopped Bruce from 
nabbing silver. 
FORMat Ps4
eta 2 JUn

3the Order: 1886
With Ready At Dawn busy polishing the Neo-
Victorian escapades of Movember pin-up Galahad 
in preparation for the game’s Feb release, you 
readers have been stoking the fire of anticipation 
by shooting The Order into a firm third place.
FORMat Ps4
eta 20 FeB

4Mortal Kombat x
Get over here… and into 
the Readers’ Most Wanted 
list! After a brief DC ditty, 
NetherRealm Studios 
is set to return to the 
bone-splitting, gore-loving 
franchise that made it. 
And all that MK love has 
bicycle kicked it into a 
respectable fourth place.
FORMat Ps4/Ps3
eta 14 APr

5the Division
Ubisoft’s latest addition to 
the Tom Clancy universe 
has been conspicuously 
absent from your top 
five in the last couple of 
months (despite bagging 
the top spot in OPM 
#102). We’re betting The 
Division’s festive (albeit 
apocalyptic) setting has 
sent it jingling all the way 
into fifth place.
FORMat Ps4
eta 2015

mailto:opm@futurenet.com
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Spoiler
alert

Look away!

OpiniOn

Rich wordsworth

Irons is a much better man than CoD’s so-called heroes

 CAN YOU IMAGINE BUSH 
ARGUING WITH SPACEY? NO 

ONE CHALLENGES THE CALM, 
UNFLAPPABLE AUTHORITY OF 

THE SPACEMAN.

L
ike most people, I firmly 
believe that all the world’s 
problems can be solved  
by the correct application  
of Kevin Spacey. Surely no 
one would ever dream of 

starting a war if Spacey was in the 
room, saying they shouldn’t. Can 
you imagine Bush arguing with 
Spacey? Try. See? Preposterous.  
No one challenges the calm 
authority of The Spaceman.

That’s the premise of Call Of Duty: 
Advanced Warfare. Kevin Spacey plays 
Jonathan Irons, the CEO of the Atlas 
Corporation, which has spent the  
last couple of decades buying up  
all the world’s best soldiers, tanks  
and gunships. Thus elevated to de  
facto Warrior King Of Earth, Irons 
announces that he will use this 
massive stick to thump any nation 
that so much as looks at one of its 
neighbours funny. He’s the anti-COD: 
if Irons had been in charge, Modern 
Warfare and Black Ops’ campaigns 
simply wouldn’t have happened.

Then it all comes unstuck, as if 
someone on the development team 
piped up to remind everyone that this 
is COD and that global war was, you 
know, sort of their jam. So Irons, in 
pursuit of his utopia, employs 
some cartoonishly evil 
methods that nudge  
him back over the line  
into acceptable villain 
status. There’s a 
conspiracy and  
a cover-up, people 
die and, “Ooh-rah,” 
off we go to the 
races on a horse  
in an Exo Suit.

This is the point where protagonist 
Mitchell switches sides to fight 
against Atlas. There’s a video catching 
Irons doing something dastardly, 
which only you and a couple of your 
Atlas pals get to see, and then instead 
of killing terrorists you’re battling 
waves of Atlas troops on your quest  
to torpedo Irons’ diabolical plan.

Known UnKnowns
Hang on. Even if you discount 

Irons as a baddie (which  
I’m not sure I do, given the 

series’ preoccupation with 
global carnage), surely 
the Atlas troops aren’t 
bad guys? They’re just 

operating under the 
same misguided 
beliefs you held 
before you saw that 

incriminating footage.

“Mitchell! Atlas forces dropping in, 
light ’em up!” barks your new CO, in 
the mission following your defection.

“Wait a minute,” Mitchell would 
interject, in a saner world. “We were 
Atlas forces until just before lunch. 
Couldn’t we just, you know, try to 
explain what Irons has done and why 
we switched teams?”

“No time, Mitchell!” would come 
the crackling reply. “Atlas troops 
zip-lining in! Smoke ’em!”

“Well, what about Dave? Can we all 
at least agree not to kill Dave? Dave’s  
a good guy. We went to his wedding.”

But you have to kill poor old Dave, 
because for the sake of the action, 
Dave’s one of the baddies now, too. If 
Dave knew your concerns about Irons, 
he might be right there with you  
on your side of the trenches. But  
he doesn’t, so rat-a-tat-tat and 
commiserations to Dave’s wife.

I haven’t felt less like the good guy 
since Modern Warfare 2’s airport, and 
even then I was arguably killing scores 
of Daves for a higher cause. What’s 
my higher cause in Advanced Warfare? 
Fighting people for my God-given 
right to keep fighting people? There 
are going to be some very awkward 
looks when Advanced Warfare 2 
comes along and another shooty 
calamity befalls the world.

“Oh, if only Irons was still around,” 
the leaders of the world will say, 
wistfully. “And somebody hadn’t 
murdered all our best and bravest 
soldiers that time in a hovertank.”

And Mitchell will stare glumly at his 
boots while everyone pointedly doesn’t 
look at him, wondering if maybe  
he’s not as morally unimpeachable as 
Advanced Warfare’s narrative suggests.

writer bio
Rich wordsworth is a freelance writer. His 
work has appeared right here in oPM as well 
as Edge, IGN, kotaku, Red Bull and an English 
language Serbian business magazine called 
CorD. He loves Call of Duty and honestly only 
wants what’s best for it.
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Phil Iwaniuk Louise Blain

T
here’s one question I 
repeatedly ask game 
developers whenever  
I meet them, and it’s  

a question to which I still 
haven’t been given a straight 
answer: how on Earth do you 
make sense of fan feedback?

By that, I absolutely don’t 
mean that critical discourse 
from gamers isn’t worth 
hearing. On the contrary,  
in a landscape where people 
stream games in their entirety 
on YouTube and Twitch, and 
where the resulting comments 
accumulate in their thousands 
for all to see, that feedback 
can’t be ignored. Particularly  
if you’re a dev with a Twitter 
account and a multiplayer 
game on the market.

The problem, as it appears 
while pressing my face up 
against the glass from outside 
the world of development,  
is that there’s way too much 
feedback for any given game, 
and too many platforms on 
which it’s vocalised. As a dev, 
you’ve got public Alpha and 
Beta tests to consider, forums 
to read, tweets to digest, 
YouTube videos, subreddits 
and goodness knows what 
else. So how do you make 
sense of all those voices? To 
put it another way: how do 
you know which of those 

conflicting voices to actually 
act on, without compromising 
the original creative vision of 
the project?

It’s this expansion of  
the question that makes 
developers really nervous, I’ve 
noticed. Usually it prompts a, 
“Yeah, for sure it’s a balance,” 
and a swift redirection of the 
topic. What that response 
really says is this: we’re just 
winging it here, guy.

 
free will
It’s relatively new, this idea 
that devs are so beholden  
to fan ideas for sequels  
that interactions might turn 
ugly – even criminal – if 
they’re not heeded. Studios 
recognise that it’s great PR 
to be able to say they listen 
to fans, but also realise how 
disconcerting it sounds to 
admit the community’s all 
but crowdsourcing the design 
briefs for their games. 

It’s a reminder of how 
young the medium is, and 
how dramatic the effects 
of a casual interaction over 
the internet can be when it 
becomes the status quo. Is 
that gun really overpowered? 
Should that sequel really be 
set in a Gregorian monastery? 
Your voice is louder than ever 
today, so use it wisely.

F
ine. I’ll just say it. I 
can wait for Project 
Morpheus. I can wait 
for the virtual reality 

revolution to arrive. I might 
even have a nice, relaxing 
cup of tea while I’m waiting. 
Mmmm, rooibos.

Now this might sound like 
utter ridiculousness; why 
don’t I want a virtual reality 
headset that puts me inside 
the game? It’s not that I don’t 
want it. I’ve spent more hours 
than I care to count riding 
vomit-inducing roller coasters 
inside a gradually steaming  
up Oculus Rift headset, but  
I just don’t think that Project 
Morpheus’ particular brand of 
headwear is the next level of 
gaming everyone expects.

CatCh my rift
But it’s the future, the world 
cries. It’s 2015, dammit, 
we should be tasting our 
game collections from our 
hoverboards by now, the least 
we can do is pretend to be 
inside one of the things. 

I agree, it’s an incredible 
feat and putting on a new set 
of eyes in a three-dimensional 
world is an exceptional 
experience, but it’s an 
inherently lonely one as well. 
It’s a one-person game; the 
sticker on the back of the box 

has a solitary figure. Pop on 
a virtual reality headset and 
you’re that Sim, standing  
in the middle of their living 
room, stretching their arms 
out to touch the nonexistent 
things and, “Oooh”-ing away 
to four blank walls.  

 Not to sound too much 
like a Sony press release,  
but I really like what PS4 has 
managed to achieve in terms 
of its social gaming structure.  
Framed the perfect shot of  
a sun flaring through some 
buildings? Go on, hit that 
Share button. Want to talk? 
Go, umm… Party… (they need 
to change that). 

After recently writing a 
feature on the long lost art  
of sofa-sharing games, I’m 
slightly dewy-eyed over true 
social gaming and somewhat 
turned off by the idea of 
sitting alone on my sofa 
wearing a headset for 
extended periods of time. 

For one, it’s going to be a 
sad picture as I try and eat 
cereal and keep missing my 
mouth. Two, I can’t show  
you. I can just, “Oooh,” like 
that pathetic Sim. Until it’s 
less of a tech demo, until 
we’re all donning headsets 
together and running around 
like Tron, I’ll just sit here, 
thanks. And drink my tea.

YOUR vOICE IS  
LOUdER THAN EvER TOdAY, 

SO BE SURE TO USE  
ITS vOLUME WISELY.

PUTTING ON A NEW SET OF 
EYES IN A 3d WORLd IS AN 
AMAzING ExPERIENCE, BUT 

IT’S INHERENTLY LONELY.

writer bio
Games ed Phil Iwaniuk always tells the waiter his food is just fine and will never 
complete your customer feedback survey. His kickstarter project, Gregorian 
Monastery Tycoon, hasn’t yet reached its targets. He remains quietly hopeful.

writer bio
Contributing writer Louise Blain has a problem: she has to buy new tech items 
as soon as they’re out. She also had a migraine after playing six mins of Elite 
Dangerous on oculus Rift. She says this opinion has nothing to do with that.

are we putting developers in an impossible 
position with our feedback?

Virtual reality might be what we deserve, but 
it’s not what we need right now

OpiniOn
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Brothers

Brothers
Sizing up PlayStation’s greatest male 
siblings for the ultimate bro-down

1 call of juarez: 
Bound in Blood
The Western genre is dotted 
with great pairings. Butch 
and Sundance. Doc and 
Marty McFly. (Cheers, BTTF 
Part III.) And, of course, Ray 
and Thomas McCall. Alright, 
‘great’ is pushing it with the 
Juarez brothers, but at least 
they shoot a lot of dudes 
together. Just keep schtum 
on that almighty falling out 
they have over treasure. 

2 Heavy rain
You’ve got to feel for poor 
Shaun. While his brother 
became a meme sensation 
(JAAASOON!!!), the other 
Mars kid ends up abducted 
by the Origami Killer. Oh 
sure, Jason meets a tragic 
demise, but Shaun can  
also suffer a grizzly fate of  
his own if you muck up too  
many of those QTEs. Stupid 
sausage fingers!  

3 tHe last of us
Ah, the Texan bros with that 
irresistible southern drawl. 
Though driven apart by loss 

(and the small matter of 
the apocalypse), Tommy is 

there for Joel during his hour 
of need, briefly offering to 
take Ellie off our gunrunner’s 
hands. Yes, they fight a lot, 
but they share a real bond. 

That, and a love for the 
doomsday denim look. 

4 assassin’s  
creed ii
Ever wondered why Ezio  
is so taken with collecting 
feathers? Look no further 
than young Petruccio.  
A sickly child, the Italian 
Assassin’s kid brother  
once asked him to collect 
feathers; a request Ezio 
continued to honour even 
after Petruccio was publicly 
executed alongside their pop.

5 far cry 3 
There’s nothing like being 
imprisoned by pirates to  
put a dampener on a holiday. 
From downing shots on the 
beach to finding themselves 
in shackles, the Brody boys 
sure do suffer on the Rook 
Islands. Within the first five 
minutes alone oldest bro 
Grant buys the farm. At 
least J-Bro manages to save 
his younger brother Riley. 

6 BrotHers: a  
tale of tWo sons
They ain’t heavy… mainly 
because you control them 
separately via the DualShock 
3’s sticks. Though their 
words are foreign, Naiee  
and Naia’s journey speaks 
volumes, as small, caring 
gestures between the two 
effortlessly sells the theme 
of brotherly affection. Rarely 
has videogame love been  
so clear from so few words. 

  
7 devil may cry 3: 
dante’s aWakening
Poor Sparda would be 
crushed if he saw his demon 
offspring fighting like a pair 
of supernatural football 
casuals. In DMC3, Dante and 
Vergil end up scrapping over 
the Force Edge; the dormant 
form of their pop’s legendary 
sword. Ah well, at least they 
briefly team together to 
battle a giant blob monster. 

8 metal gear solid
The twin Snakes, though 
near-identical on a DNA level, 
couldn’t be further apart in 
reality. Solid prefers to save 
the day while gruffly puffing 
on a Marlboro or 60; Liquid 
would rather torture his 
brother, threaten the world 
with nuclear Armageddon 
and act like a mullet-sporting 
tool. Still, it makes for some 
good boss battles.   

9 call of duty: 
gHosts
Logan and David ‘Hesh’ 
Walker are all about  
the genetically-bonded 
bromance. Despite facing a 
global conflict, the bros work 
together to survive dozens 
of ridiculously suicidal 
missions – they should thank 
the German Shepherd. Of 
course, after that ending 
they might be off each 
other’s Xmas card list.

H o n o u r a b l e  m e n t i o n s

Did we miss your favourite bros? Got a brilliant In The Mood For idea? Show and tell at twitter.com/opm_uk.

fear
Through a seismic twist in  
the final act, it’s revealed your  
Point Man protagonist and chief 
baddie Paxton Fettel are bruvs.

gta: san andreas
Despite stealing a jetpack, CJ 
can never fully float away from 
his Grove Street past… mainly 
thanks to Sweet’s nagging. 

god of War iii
Hercules may have completed 
his labours, slaying the Nemean 
lion in the process, but half-bro 
Kratos still caves his face in.

1

2

3

spoiler
alert

LOOK AWAY!
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THE YEAR OF PS4
indie invention, triple-A triumphs-in-waiting, returning 
upcoming games that are odds-on favourites to make 
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THE YEAR OF PS4
icons and future classics – discover the 
2015 the best year in playStation history
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The biggest open-world in modern rpG history. 
22 years of literature at the heart of its lore. 

The conclusion to an iconic character’s story… 
…and the introduction of a new one. 

Here’s how The witcher 3 wild Hunt is aiming to 
become the new king of the role playing genre

Show some clemency  
when we tell you that 
sometimes… OPM strays. 

There are occasions when the 
fruits of other platforms simply 
hang too low for us to resist, and 
we transgress. It isn’t easy for us 
to tell you this, but… we played 
The Witcher 1 & 2 on PC. 

How could we not? CD Projekt 
RED’s celebrated action-RPG 
series, headlined by snow-haired 
anti-hero Geralt Of Rivia, stands 
at the very summit of the genre. 
Its fantasy is a refreshing deviation 
from the hackneyed Tolkien-isms 
we too often let pass for lore, 
based instead on Andrzej 
Sapkowski’s politically charged 
Witcher novels. Characters, 

it’s won two years on the bounce 
at the Golden Joystick Awards, 
The Witcher 3 Wild Hunt might 
be the best game you play in 2015.

Unlike Witcher games past, this 
one takes place in an open-world. 
In terms of sheer size alone, it’s 
impressive – early estimates from 
the studio placed it 20% bigger 
than RPG-to-beat, Skyrim. It’s 
since transpired that just two  
areas within its map, Novigrad  
and Skellige, measure 52 square  
miles together. By contrast,  
Skyrim’s entire map measures 
approximately 16 square miles, and 
the city of Bath (in which OPM 
Towers stands proudly) measures 
around 11. It’s big, is basically what 
we’re trying to say.

leading or incidental, are voiced 
brilliantly. Quests divert and  
derail you expertly through their 
convoluted arcs, while the combat 
constantly demands that you 
dodge, parry and potion your way 
to victory. It’s quite the thing. 
How could we shirk research 
material that important?

SEEING RED
Yeah, that’s right, research.  
Because for the first time in Polish 
dev CD Projekt RED’s history it’s 
developing for PlayStation, and the 
game in question looks very likely 
to storm the gates of the best 
RPGs we’ve seen so far this 
generation. Based on its prequels 
and the Most Anticipated gongs 

  FoRmat PS4 / Eta 24 Feb / Pub bandai namco / DEv cd Projekt red

The Witcher 3
Wild Hunt
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But as the throng of recent 
open-world games boasting  
avenue after worthless avenue of 
uninteresting space demonstrates, 
‘big’ doesn’t mean much on  
its own. Watch Dogs was ‘big’. 
Prototype 2 had space aplenty. 
Perhaps it was Skyrim in particular 
that CDP RED was keen to 
compare its own game to in light 
of how exciting every one of those 
16 square miles feels – the way 
they pull you off onto unplanned 
adventures at every hillcrest and 
road fork. It works every inch for 
what it’s worth: and that’s what 
The Witcher 3 aims to top. 

haND-cRaFtED
As art producer Michal Stec tells 
us, there’s a marked difference in 
how the studio’s populating its 
open-world with content. Skyrim 
was built using a ‘modular’ toolset, 
so the dungeons you explored 
were actually combinations of 
dungeon parts that could be 
slotted together in different 
ways; game designer’s Lego. In 
The Witcher 3, the philosophy 
is much more bespoke. “Our 
artists are really quality oriented,” 
says Stec, “and they hate copy/

paste approaches, which is good. 
We have a base set of buildings, 
and we use attachments to those 
buildings and apply different 
variations or texture sets to them. 
We don’t have total parts of caves, 
but walls and ceilings and floors 
to create all those caves, so we are 
free to make big chambers and 
small chambers.”

The team’s proud of this 
enormous environment, and they 
want you to savour it. Their worry, 
you’d suppose, is that since they’re 
setting you free in it to explore as 
you see fit, you’ll miss at least 
some of the good stuff. How do 
the level designers guide our eyes 
to the bits we should be looking 
at, we ask? “It’s a story-driven 
RPG, so first we write the script 
and design the quests, and then 
basically we create the world. Then 
we design the locations that are 
necessary for quests and lay them 
on the map. This gives us the 
‘skeleton’. After that, we unleash 

To sate your wanderlust, the 
game map’s split into three main 
regions. Novigrad is the biggest 
city in both the game and its 
literary lore, inspired by medieval 
Amsterdam and divided into 
different districts. Explore the 
suburbs, the farmland and the 
favela, and you’ve only seen what 
lies outside the city walls. Within 
them are the rich and poor 
districts, the docks, the  
temple islands and, “the sewers 
underneath, which is like another 
city basically,” Stec reveals. And 
there’s room for the monster 
hunting to continue within the 
city walls in The Attics – “another 
world of ghosts and monsters.”

To the west is Skellige, a, 
“Nordic-inspired archipelago  
of islands,” that’s heavy on the 
stonework, castles and ships. 
“Then there’s No-Man’s Land:  
very Slavic, poor houses, scavenger 
camps, refugee camps and work 
camps.”  Keeping in mind what a 
brain-’splosion it was to leave Los 
Santos for the relative wilderness 
of Blaine County in GTA V,  
those three distinct areas could  
make all the difference between  
being disengaged and thirsty for 
adventure after 20 or more hours. 

level designers and tell them: 
‘Guys, these are the levels we  
need to fill with cool stuff.’”

On every horizon, Stec explains, 
the level designers place a point  
of interest. A landmark. The idea  
is that you never find yourself in 
characterless space. Instead you’re 
seeing constant reinforcement  
of plot points and wider Witcher 
lore, or simply an area that looks 
like it might be worth exploring. 

“tHe team’S ProUd oF tHiS 
enormoUS enVironment, and 
tHeY Want YoU to SaVoUr it.”

And that’s why you don’t leave litter lying around. it attracts griffins.

Oh, you didn’t know Geralt 
could shoot fireballs? 
psh. That’s just one of  
his five magical abilities.



033

2015 preview

throne  
of games

Dragon age: 
InquIsItIon

the pitch: You’re 
literally the most 
important and powerful 
human/elf/dwarf/
Qunari in the world, 
using your power to 

grow an army, build a base and 
‘romance’ people. And they say 
power corrupts.
out now? Yes
open-world? No
activities: Sitting on your throne, 
seducing everyone, riding stags

fInal fantasy XV
the pitch: explore an 
enormous open-world 
with your goth-biker-
hair model mates in a 
shiny car while a civil 
war wages over a 

tremendously powerful crystal. ride 
Chocobos. Fight flans.
out now? No
open-world: Yes
activities: Admiring grass 
waviness, joyrides, waiting your turn

DIablo III: reaPer 
of souls – uee

the pitch: There is 
loot, and you must get 
it. And we mean all of it. 
By taking on screenfuls-
upon-screenfuls of the 
demon horde with your 

magical and melee abilities, alone or 
with mates via couchplay co-op.
out now? Yes
open-world: No
activities: exploding bloated 
corpses full of worms, gathering 
loot, selling loot, loot, loot, loot

the elDer  
scrolls onlIne

the pitch: Break free 
from the pokiness of 
piddling little Skyrim 
and explore Tamriel in 
all its fantastical glory, 
populated by an online 

community of dicks who all think 
they’re the Dragonborn.
out now? No
open-world: Yes
activities: vampirism, grinding, pvp 
scraps, more grinding

the wItcher 3  
wIlD hunt

the pitch: You are 
Geralt Of rivia, mutant 
monster-killer let loose 
in one of the most 
detailed open-worlds in 
gaming. Narrative takes 

its cues from a huge back-catalogue 
of literature, so there’s depth, too.
out now? No
open-world: Yes
activities: Sailing, climbing, staring 
moodily at the horizon

the rPGs battling for 
supremacy on PS4

Not that the game’s relying 
entirely on geography to keep you 
entertained. The world is your 
very own Center Parcs, begging 
you to take a sailing trip out into 
its waters and go whale-spotting, 
explore the rolling hills on 
horseback, or climb mountains. 
Our legal team advises us to clarify 
that there are absolutely no packs 
of bloodthirsty wolves roaming the 
grounds of Center Parcs though, so 
the parity’s not exact. 

Be that as it may, we’ve seen 
more evidence that The Witcher 
3’s vastness exists for a greater 
purpose than back-of-box bragging 
than in the vast majority of 
open-worlders. For RPG 
aficionados who were recently 
treated to lacklustre sandbox 
elements in an otherwise excellent 
Dragon Age: Inquisition, the 
environment’s a big sell. Well, that 

and the entirely new playable 
character who we can exclusively 
reveal for the first time.

thE wIlD oNES
Enter Ciri, major player in 
Sapkowski’s novels and female 
counterpart to Geralt in The 
Witcher 3 Wild Hunt. “Ciri is a 
really interesting character,” senior 
writer Jakub Szamalek tells us. 
“She features big in the books 
and she was mentioned in the 
previous games, and what is really 
important about her is that she’s 
someone truly special to Geralt.” 

As a superhuman who exists 
purely to kill monsters, the 
eponymous Witcher isn’t 
famed for wearing his heart 
on his sleeve, so that bond 
promises to expose some of 
his vulnerability. “She and 
Geralt are connected by 
ties of destiny, and Geralt 
is somewhat of a father 
figure to her.”

Old Daddy Monster 
Chopper being the dab 
hand with a blade that he 
is, he trained Ciri to 
become a tremendous 
swordswoman in her 
own right. But she 

if you go down to the woods today, 
you’re sure of… actually, just stay put.

Ciri wasn’t born with 
superhuman combat 
prowess – Geralt 
taught her all she 
knows of blades.



034

2015 preview

034

seems like The Witcher 3 is in 
danger of getting stale without 
more protagonists. As Szamalek 
explains, she’s a narrative tool too 
important not to include. Ciri’s a 
major player in Witcher lore, and 
needs to take the spotlight in  
this closing chapter of the trilogy:  
“It allows us to tell the story in  
a slightly different way, to present 
the same events from a different 
perspective and show the world  
as seen from her eyes.”

At this point, Szamalek 
continues, Geralt is also such an 
established character in the series 
that, “he has his limitations.” It 
wouldn’t make sense for him to 

has a unique ability, a, “mysterious 
magical talent,” that Szamalek says, 
“makes her very powerful, but is 
also the reason the Wild Hunt [a 
gaggle of powerful and malevolent 
spirits] follows her.” 

Her particular talents give her a 
very different feel to Geralt when 
you’re controlling her, says studio 
head Adam Badowski: “She’s faster 
than Geralt, and uses only one 
sword for example. But she also 
has some additional... ‘features’, 
shall we say?” For now those 
features remain a secret, but it’s 
clear she’s intended as a definite 
departure from the combat style 
you’ll employ as Mr G.

Go hERE, Do thIS
Taking the reins of core characters 
other than the central hero isn’t a 
completely new idea in The 
Witcher. Previously, it’s been used 
very sparingly to put you in the 
shoes of key figures: an alternative 
to extended cutscenes that don’t 
allow complete control, but offer 
the chance to play a new role for a 
few minutes instead. 

Controlling Ciri is different – 
like those tantalising ‘features’ 
Badowski mentions, whether you’ll 
get to spend stat points and 
upgrade her skills is a mystery for 
now, but when the story brings her 
under your control (you’re unable 
to swap at will), it’ll be for more 
than a fleeting scene. Badowski 
explains she has, “around ten 
quests,” independent of Geralt’s.

Hang on. We’re given a gigantic 
area to explore, reams of narrative 
to unfold, and whales to spot. Why 
the need for a Ciri at all? It hardly 

within just one city are myriad different districts, each with distinct inhabitants.

Good-hearted dwarf Zoltan is a familiar 
face to existing fans. That beard. 

CD projekt reD is well-
versed in developing its 
own engines. The results 
speak for themselves.

Ciri bears a striking 
resemblance to series-long 
hero Geralt, not least due 
to her commitment to the 
salt and pepper look. Hair 
dye – who needs it? 
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thE INSIDE vIEw
adam badoWSki,
StUdio Head

“Winning two Golden joystick 
awards for the Witcher 3 
motivated the team. We have 
around 160 awards now 
before the [title’s] release, 
so we have to deliver a 
wonderful game – that’s 
the pressure, but it’s the 
pressure that motivates us. 
and even during the crunch 
time everyone is happy. the 
team looks okay!”

suddenly take on a sarcastic bent, 
or ditch his trademark twin swords 
for a blackjack. “Adding a second 
character who’s different and 
exciting and who you can play in  
a different way… we hope this will 
enhance the experience.”

There were doubts at the studio 
that pulling the player away from 
Geralt would work, that adding 
another hero(ine) might alienate 
people. “Before we decided to  
do this, we spent some time 
developing ideas of how to remove 
the weaknesses of this gameplay 
element in an RPG game,” says 
Badowski. Ciri appears at key 
moments in the story and her 
appearances are unpredictable, so 
swapping won’t become repetitive. 

SamE, but DIFFERENt
Repetition. That’s important – 
the Witcher 3 isn’t an eight-hour 
shooter, it’s the very definition of 
a long-form experience. You’re in 
this space for long enough that it 
starts to feel like home – again, 
like Skyrim did for those lucky 
enough to dodge the technical 
issues – so avoiding repetition is 
crucial to keep the whole illusion 
of a living, breathing world from 
dissolving. Once you start to see 
the matrix behind an open-world, 

“We are aware that quests which 
are not polished or not really  
good will stand out and break  
the immersion, so we really  
are focused on [giving] a lot of 
attention even to the smallest of 
side-quests.” Szamalek points out 
the practice of the same merchant, 
voiced by the same actor, popping 
up everywhere in other RPGs, and 
what an immersion-breaker it is. 

In The Witcher 3, the merchants 
and blacksmiths of Skellige will 
speak and behave very differently 
to the denizens of Novigrad. “It  
all helps you to immerse yourself  
in this vast world, and it’s what 
makes it believable.”

CDP RED has a near-mythical 
status as an RPG developer for 
delivering on the kind of promises 
it’s been making throughout The 
Witcher 3’s development. In seven 
years and two games, it’s grown 
from an unknown game dev arm 
of a localisation company to a 
triple-A studio with teams in 
both Warsaw and Krakow, working  
on two hugely anticipated titles 
(Cyberpunk 2077 is still a relative 
unknown) across three platforms. 
That wouldn’t have been possible 
if it didn’t have the talent to 
deliver its bold claims. Watch out, 
Dragonborn: Witcher is coming.

you can’t un-see it. And the most 
corrosive of all elements in this 
environment? The fetch quest. 

Or, “Fed Ex,” quests, as the CDP 
RED guys call them. Talk to a 
person who gives you a waypoint, 
pick up The Thing Of Importance 
at that waypoint, return it to the 
person. When you look at an 
RPG’s component parts, almost 
every quest is a fetch quest, but 
the best of games disguise them 
well enough that you don’t notice. 

Previous Witcher titles 
(remember, we were doing 
‘research’) have disguised the 
unavoidable Fed Ex-ing expertly  
by throwing the unexpected at  
you on your journey, forcing you 
to question who you’re helping 
and whether that’s a good idea  
and giving you different outcomes. 

Here’s how they do it: “What  
I think we should do and we do 
here at CD Projekt is to add extra 
added value to the quest to make 
you interested in the story itself,” 
says Szamalek. “To ask yourself 
why you do these things, and what 
are the motivations of the 
character? Quest givers all have 
their own mannerisms of speech 
and their own back-stories. A 
merchant will talk differently  
to you than a nurse or a beggar.

“We’re toLd ciri iS 
a narratiVe tooL 

too imPortant 
not to USe in  

tHe WitcHer 3.”
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Bloodborne
Spin us a new Yharnam, From Software

  Format PS4 / Eta 27 Mar / Pub Sony / DEv FroM SoFtware

“it’S the 
gaMe’S griM 
atMoSPhere 
that really 
StandS out.”

D o you heart Souls? Then 
you’ll bleed Bloodborne. 
From Software’s new 

project features some radical 
combat shake-ups such as the 
absence of a shield and the 
Regain system, which lets you 
earn back lost health by striking 
the opponent who hurt you 
within a certain (really narrow) 
timeframe. The quasi-Victorian 
gloom of Yharnam has little  
in common with Drangleic or 
Lordran but shares the same 
promise that the next fight, big 
or small, could be your last. On 
the misty moors and lugubrious 
streets of this new world, PS4 
finds one of its most exciting 
exclusives – and one of the  
most outright handsome, too.

 Recently revealed is the 
striking locale of the Cainhurst 
Castle, once inhabited by a noble 
family before it succumbed to the 
freezing weather and thick fog, its 
spires stabbing through the gloom 
as it lies abandoned. There’ll be 
things that want to hurt you in it, 
we reckon. Likewise the massive 
underground network of multi-
level ruins that extends beneath 
Yharnam itself. This is the really 
intriguing bit – From Software 
claims this area will look different 
to each player. Depending on 
what? And how? Only the 
developer knows.

hag a nicE Day
If your own personal shade  
of ‘different’ turns out to be 
‘insurmountably bloody difficult’, 
you can always summon in some 
friendly online faces to help 
out. That might be an idea 
when you come across 
the crusty hag who 
collects eyeballs in a 
shack in Hemwick 

Graveyard, too. As with the Souls 
games, setting up co-op isn’t as 
simple as pushing a button; you’ll 
need to activate the Bell Of Dream 
Summoning from within your 
inventory to indicate your desire 
for (up to three) comrades, who’ll 
in turn need to use their Small 
Bell Of Resonating to join. 

 You’ve heard about 
Bloodborne’s transforming 
weapons before, and your ability 
to transform mid-attack to extend 
combos. You haven’t heard about 
the extending cane, though. That’s 
right: cane, as in improvised 
melee weapon of the 70+  
scrapper. This geriatric’s favourite 
complements shotguns, twin 
blades, swords, axes, saw blades 
and more in a radically different 
arsenal than you’re used to in 
Souls games. Shotguns.

 We trust From to experiment 
with action-RPG systems  
and deliver something with 
peerless mechanical refinement, 
even with dramatic changes to 
combat such as the Regain 
system. But it’s Bloodborne’s 
grim atmosphere – such a 
tangible sense of place 
– that etches itself 
onto 2015’s 
calendar.
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a straight port of tearaway from its original home 
on PS Vita to the more expansive pastures of PS4 
would be impossible. arguably no other game on  
the platform has embraced Vita’s unique control  
set quite as wholeheartedly, stitching the portable’s 
peculiarities deep into the fabric of the game. So 
instead, Media Molecule’s using the original game  
as a foundation on which to pile equally fourth- 
wall-breaking, esoteric ideas. trapping a squirrel  
in your controller and flinging it back at the screen 
being a prime example, likewise shining the lightbar 
into gloomy in-game areas to illuminate them and 
feed the local flora with delicious sunlight.

the Madrid-based developer’s first PlayStation 
title, a captivating exploration of a fictionalised 
Mediterranean called rime, tries to reconnect you 
with the feeling of being a lost child, even going to 
the extent of capturing childish clumsiness in the 
protagonist’s movement animations (based on 
footage of youngsters’ gymnastics routines and 
the like). the island you’re lost on doesn’t behave 
according to the rules of reality, either. rime  
is a journey of discovery, geographically and 
mechanically. in that sense, the less you know 
about it beforehand the better. lucky its visuals 
sell it so effortlessly, then.

  Format PS4 / Eta 2015  
Pub Sony / DEv Media Molecule

  Format PS4 / Eta 2015  
Pub Sony / DEv tequila workS

can tequila works turn Med’ into gold? iota and atoi turn over a new leaf
Tearaway Unfoldedrime

UnTil dawn

Got a blood-stained 
face? Got a gun up  
in your grill? Yup,  
you’re about to cop it.

Developer Supermassive Games is taking 
the science of fear pretty seriously in its 
upcoming survival horror, in which any 
of the cast can die or survive depending 
on your actions. Did we say seriously? 
Yeah, we meant ‘so creepily it’s almost 
worthy of a horror flick in itself’. 

Part of the game’s testing phase  
includes strapping participants into a,  
“fear machine,” (Supermassive’s words, not  
ours) which tests their skin’s responses to 

in-game developments. If they’re sweating 
heavily, Until Dawn’s succeeding in its 
frightful goals. Originally a Move-focused 
PS3 game, it re-emerged with some 
current-gen good looks and a much more 
encouraging DualShock-based control 
scheme married to a schlocky teen horror 
script. The Last Of Us this ain’t, but  
we still can’t resist the allure of guiding 
hyperventilating teen stereotypes through 
Jigsaw-approved death puzzles.

  Format PS4 / Eta 2015 / Pub Sony / DEv SuPerMaSSiVe gaMeS

dawn of the dread

thE insiDE viEw
MaSaaki yaMagiwa,
Producer

“Moving away from a fantasy 
medieval setting into a slightly 
more modern gothic and 
fearful setting has allowed 
the team at From Software 
to bring a whole new vision to 
life on PS4, not only in terms 
of stage design and the kinds 
of enemies you’ll face, but 
also the kinds of weapons 
you’ll have at your disposal to 
deal with these nightmarish 
creatures. each weapon 
offers players a unique 
play style and strategy to 
leverage Bloodborne’s more 
proactive combat style.”
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the inside view
chris ashton,
design director

“everybody says they want 
something new and they’re 
tired of the same [thing]. 
i think this is something 
people can really grab onto 
and play for hundreds of 
hours and still learn more 
and get better, figuring 
out new strategies and 
combinations... it’s fun and 
unique and i hope that’s what 
people want come February.”

A trip to Turtle rock uncovers four new kinds of Monster Mash

T his month we flew out  
to southern Los Angeles  
to visit Evolve developer 

Turtle Rock, and in one day 
uncovered more new information 
about Evolve than we’ve learned 
since issue #94’s exclusive  
reveal cover feature. And if that  
wasn’t enough we sampled it all 
first-hand in a five-hour session. 

Those four new characters 
posing at the bottom of the page 
seem like an obvious place to start: 
they make up the third and final 
tier of Evolve’s 12-strong launch 
day hunter roster. From left to 
right they are Parnell (assault), 
Caira (medic), Abe (trapper) and 
Cabolt (support). Like the 
previously-revealed hunters, they 
all boast unique skills and weapons 
for the game’s asymmetrical 
four-vs-one scraps.

tool tales
Parnell’s packing an 
auto-shotgun, an auto-rocket 
launcher, and an experimental suit 
that injects him with supersoldier 
serum and lets him significantly 
increase his already-blistering 
firing rate and reload speeds – 
albeit by sacrificing a not-
insignificant slice of his health bar.

the firing rate down, converging its 
projectiles and turning the shotty 
into a sniper rifle. Abe’s also got 
slo-mo grenades and tracking 
darts designed to tag wildlife and 
be ingested by the monster player.

And Cabolt boasts a rail cannon 
(for shooting through walls), a 
damage amplifier gun and orbital 
drops that scatter radioactive dust, 
highlighting every nearby creature. 

But far more important than  
the new hunters are Evolve’s new 
modes. In the last year we’ve only 
known about the track-and-kill 
gametype Hunt. This issue we play 
Nest (hunters must destroy six 
eggs containing AI Goliath babies; 
the monster must protect them 
and can hatch one for aid), Rescue 
(hunters must save and extract the 
majority of nine lost AI civilians; 
the monster must eat them), and 
Defend (a level-three monster and 
waves of AI friends have to break 
through two walls and destroy a 

civilian refuelling station; 
hunters must defend it).

And all of these modes 
combine in Evacuation – a 

five-part ‘campaign’ where victory 
in one round activates different 
game modifiers in the next, utterly 
changing map features and balance.

Caira, meanwhile, carries just 
the one grenade launcher, but  
two energy packs. When the first  
is plugged into the weapon she  
fires napalm grenades to dish  
out fire damage. When the other’s 
inserted, those pineapples become 
health grenades for splash-healing. 
And if that’s not enough, her 
jetpack comes with a nifty 
acceleration module that, when 
activated, emits an energy field, 
speeding up the movement of 
every hunter by her side.

Abe’s main weapon is a combat 
shotgun with an electronic choke 
that kicks into effect if you slow 

  Format Ps4 / eta 10 Feb / Pub 2k games / dev turtle rock studios

Evolve
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  Format Ps4 / eta 2015  
Pub ubisoFt / dev ubisoFt montreal

sure to go down a storm
Rainbow six: siege battlefield

haRdline

  Format Ps4 / eta 19 mar
Pub ea / dev visceral games

anything but a cop-out

“some oF the most interesting 
mechanics in the division smack oF 
skyrim more than, say, rainbow six.”

ubisoft massive would like very much for you to 
know that its online, eye-of-the-storm survival 
game is still an rPg, despite all those guns. an  
rPg with endless progression and multi-branched 
upgrade paths. some of its most interesting 
mechanics also smack more of skyrim than 
rainbow six or splinter cell: real weather and  
time systems that impact your tactical approach.

 of course, if you want to make sure your 
ambitious game works when it’s released (*cough* 
assassin’s creed unity review on p78 *cough*), 
beta test it to within an inch of its life. ubisoft 
knows it needs to get beta – sorry, better – at this, 
and is rumoured to be commencing a public access 
testing phase beginning shortly after march 2015 
for Ps4. god speed, fresh-faced game servers.

Few genres have as much to prove to their fans as 
the fighter. gamers profess undying love and pour 
molten scorn in equal measure when it comes to 
the updates of a new entry. there are traditions to 
protect, after all. with a few decades on the block, 
ed boon’s netherrealm knows this. and with the 
tenth game in the mk series, it appears to be 
displaying its most hardcore sensibilities. 

it’s a locked 60 frames per second on Ps4 –  
a must for frame-counting fighters – and 
re-introduces running from the old games. you  
can start combos mid-run, too. more intriguingly  
still, every character has three variants, such as 
scorpion’s ninjutsu, hellfire and inferno types; the 
idea being that every style is catered for and no 
combo of warriors has a predetermined outcome.

there’s a line in our reviews scoring guide (p73) 
about, “the familiar done well” – referring to a 7/10 
score. rainbow six: siege might well give cause for 
us to rethink that phrasing, because that’s exactly 
what it does. and it doesn’t look like a 7/10.

siege’s solitary multi-pathed multiplayer map 
displayed so far harks back to the days before 
battlefield exploded online gunfights over an  
area befitting its name. but the anvilnext engine’s 
destructible scenery possibilities breathe new life 
into the counter-strike-alike terrorist/counter-
terrorist fracas. the idea of wall charges, lobbing 
flashbangs and hiding behind riot shields isn’t a bold 
step forward for shooterkind, but hot diggity damn 
it looks enjoyable. certainly more of a giggle than the 
moody canned r6: Patriots from which it emerged.

yep, it’s a 2015 game. intended to hit the shelves  
at the same time as star wars: the Force awakens 
hits cinemas next christmas, dice’s take on the 
large-scale, sci-fi warzone is a simple sell. basically, 
if it does what Pandemic studios’ Ps2 classics did 
and paints it real pretty with the Frostbite 3 engine, 
we’re 100% sold on the idea.

hoth and endor are confirmed locations, but 
otherwise it’s a wasteland of speculation out  
there for the new battlefront. wild rumours of 
first-person gameplay persist, but whatever the 
viewpoint it’s a safe bet to expect micro-battles 
within battles; vehicles fighting their own war 
amidst the infantry in huge online play spaces.

  Format Ps4 / eta 2015  
Pub ubisoFt / dev ubisoFt massive

  Format Ps4/Ps3 / eta 14 aPr / Pub 
warner bros / dev netherrealm studios

snowed under with rPg systems

get over here, frame counters

the division

moRtal kombat x

Also known as ‘COD’s studious 
bigger brother’, Battlefield’s  
made its name in recent years for 
large-scale, tactical combat and 
almost pornographic fascination 
with real-world military 
equipment. Hardline is a 
handbrake turn for the series. 

Its single-player component is a 
cop drama, presented episodically, 
with a pronounced focus on 
dialogue and narrative (and it looks 
like it’s pulling it off too, so far). 

Multiplayer introduces 
four new game modes: 
Heist, Blood Money, 
Hotwire and Rescue. 
All but Hotwire 
involve an objective 
that magnetises 

players to one 
location, be  
it money or 
hostages, and the 
map we’ve gone 
hands-on with 
feels tightly 
focused, 
despite its 
deceptive size.

Visceral’s 
not afraid to 
break out and 
do something 
radically 

different with 
the Battlefield 
branding, and 
when it lands 
here in March  
we doubt there’ll  
be many players 
who’ll lament 
the sheer lack  
of marines and 
exploding 
frigates. Toppling 
skyscrapers, a 
series staple, do 
return, though.

  Format Ps4 / eta winter 2015  
Pub ea / dev dice

hoth off the presses

staR waRs 
battlefRont
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The arT of 
naughTy dog
This lovely new Uncharted 4:  
A Thief’s End artwork 
appeared inside Dark Horse’s 
The Art Of Naughty Dog 
book – which you can order 
now from DarkHorse.com 
– as part of the 30 Years Of 
Naughty Dog celebrations. 
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Uncharted 4: A Thief’s End
A sombre chapter for Nate & co – Sully you can’t be serious?

Like any Drake worth his salt, 
gregarious slaughterer of 
entire armies Nathan started 

from the bottom in Uncharted: 
Drake’s Fortune on PS3. Now 
he’s here – poster boy for PS4. 

The latest Uncharted 4 artwork 
points to a darker outing than 
before. Tropical precipitation and a 
noticeably older Drake with brows 

set to ‘furrowed’ do not make for a 
light-hearted jaunt. Then consider 
the fact that Mark ‘The Hurt 
Locker’ Boal is penning the script 
for the Hollywood movie. The 
series isn’t exactly screaming 
comedy these days, is it? (We’re 
gutted Chris ‘Starlord’ Pratt has 
allegedly declined the role of Nate.)

As for A Thief’s End’s story, 
Naughty Dog has this to say: 
“Several years after his last 
adventure, retired fortune hunter, 

Nathan Drake, is forced back into 
the world of thieves.” 

With the stakes much more 
personal, Drake embarks on a 
globe-trotting journey in pursuit  
of a historical conspiracy behind a 
fabled pirate treasure. His greatest 
adventure will test his physical 
limits, his resolve, and ultimately 
what he’s willing to sacrifice to 
save the ones he loves.” 

Expect much more next issue…

  formaT PS4 / eTa wiNTEr 2015 / Pub SONY / dev NAUgHTY DOg

The inside view
evan wells,
NAUgHTY DOg cO-PrESiDENT

“Every day we come to the 
studio and try what we think 
is going to work – and nine 
times out of ten, we fail. what 
we’ve come to realise is that 
we’ve got to figure out how 
to fail at a faster rate! with 
each of those failures we get 
closer to the best solution, 
and there’s no amount of 
planning that can help us 
shortcut that process.”
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Resident Evil 
Revelations 2

The Burt’ schlocker

Aparticularly packed MO 
Disk dropped through the 
OPM Towers’ letterbox this 

issue, blowing secrets about the 
upcoming episodic spin-off wide 
open. We now know the first 
episode is due on 18 Feb, and  
it’ll also be appearing on PS Vita. 

Three issues back we unveiled 
the game’s first stars: Claire 
Redfield and Moira Burton. We 
speculated that Moira’s pa Barry 

would surely feature and, whaddya 
know, here he is as one half of the 
second playable tag-team. 

In the fiction, Barry’s received 
an SOS message from Moira, who 
has been kidnapped and taken to a 
strange island. He travels straight 
there by boat, where he meets this 
little lass on the left. Her name’s 
Natalia Korda, and she can’t 
remember anything but her name. 

Like the Moira/Claire dynamic 
(while Claire is gun-happy, Moira 
can’t use weapons – instead she 
blinds attackers with her torch 
and can shine the light into dark 
recesses to uncover hidden, 
otherwise-unobtainable pick-ups 
such as ammo and gems), Barry 
and Natalia have complementary 
skills. He kills all that moves, 
while she can sense things others 
cannot (pointing to pick-ups or 
traps) and also crawl into small 
spaces (think Sherry in Resi 2). 

But why is she dressed like 
that? We don’t trust her one bit…

  Format PS4/PS3/PS Vita / Eta 18 Feb 
Pub caPcom / DEv caPcom

“natalia can ‘SenSe’ 
thingS and will Point 
to itemS and traPS.”

Barry and Natalia are poles apart in 
terms of skills and abilities.

This is Barry Burton’s 
first time as a 
protagonist in a true 
resident evil game (spin-
off Gaiden isn’t canon).
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the inside view
Ru weeRasuRiya,
Ready at dawn ceo

“For this project to exist, 
the most important thing 
was to get a team together 
that trusted each other and 
believed in the project. the 
moment you can present an 
idea like this to the people 
you have worked with and 
respect, and then see that 
they are ready to dive in 
wholeheartedly, you know  
you have something good.”

putting pS4’s power to the Tesla

  Format Ps4 / eta 20 Feb / Pub sony / dev Ready at dawn/sony santa Monica studio

The Order: 1886

cover shooter set in unfamiliar 
territory. A whiff of sci-fi enters in 
the form of a thermite rifle, which 
sends out a highly flammable 
magnesium shot with which to 
ignite enemies, and other such 
fantastical inventions (all based on 
real ideas and technologies of the 
time, mind you), but the rhythm 
and execution of the gunplay feels 
well worn-in.

Chief dispatcher of that 
out-there weaponry – and 
historical doppelgänger of OPM’s 
own Phil Iwaniuk – is Nikola 
Tesla. At certain plot-driven 
moments you’ll pop into the great 

“exPect to be handed 
weaPons such as the 
aRc and coMbo guns.”

Since we first laid eyes  
on Ready At Dawn’s 
wondrously lavish 

Victorian cover shooter, we’ve 
wanted to immerse ourselves  
in its alt-history like a warm, 
shooty bubble bath and savour 
all the little details that make 
every scene so striking. 

Late 1800s London is an oddly 
popular place to set a game at  
the moment (or quasi-London in  
the case of first-person stealth- 
’em-ups Dishonored and Thief),  
but the sheer visual fidelity of  
The Order’s East End hovels, 
spendoured landmarks and hulking 
zeppelins sets it apart.

It’s fair to say that its looks and 
narrative possibilities hold more of 
a draw than what RAD’s revealed 
so far of its gameplay; our 
hands-on with a combat-heavy 
passage of play revealed a familiar 

will The Order: 
1886’s gunplay be 
as enchanting as its 
looks? we hope so.
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if we had a pound for every celtic folklore-inspired 
action game we see… we’d have £1. which is  
why we’re positively salivating over ninja theory’s  
new project, which promises a marriage of the uK 
studio’s crisp and precise third-person combat with 
an area of mythology games simply don’t go near. 

existing far away from that mould, warrioress 
and expert applier of face paint senua is the 
figurehead for the, “independent triple-a,” project, 
as ninja theory puts it, who’s delving bravely into 
helheim – the underworld of norse mythology. this 
isn’t heavenly sword 2, but a small team’s attempt  
to make the next game held in that regard.

to know the esoteric, hilarious and expertly 
constructed adventure game that is grim 
Fandango is to love it. it might be a while back now 
since it first hit the shelves (1998, to be precise), 
but the volume level of the cheer that went up 
when its remastered edition was announced in 
June last year at e3 speaks for itself.

to modernize the ancient treasure (about a 
detective named Manny in the Land of the dead), 
double Fine has reached out to community 
members who helped keep the game playable on 
Pc – including tobias Pfaff, who single-handedly 
introduced a point-and-click interface.

  Format Ps4 / eta 2015  
Pub ninJa theoRy / dev ninJa theoRy

  Format Ps4/Ps vita / eta sPRing 2015  
Pub sony / dev doubLe Fine PRoductions

stick it to the Manny ninja theory backs a winning norse
hellbladegrim fandango

batman: arkham knight

Hostages can be 
stashed in the back 
of the Batmobile  
for a quick rescue.

Did we ever tell you how goshdarn pretty 
the new Batman game is? Oh, we did? 
Every single time we’ve mentioned it? 
Well it bears repeating, you cheeky thing. 
Words can’t convey the polygonal poetry 
Rocksteady’s crafted for the caped one’s 
PS4 debut. We’re pretty sure it’s 
invented entirely new shades of black. 

The Batmobile itself steps up to the 
plate as the star of Arkham Knight, now  
a crucial tool in both combat and puzzle-

based situations. During a siege on the  
Ace Chemicals facility in our hands-on, we 
found it a willing (and worringly satisfying) 
accomplice in many a takedown by 
uppercutting hapless goons into the  
air and finishing them off with our  
blast of the Batmobile’s tankish turret. 

Elsewhere in Gotham this issue is the 
revelation that Harley Quinn will star as a 
playable character… but only if you 
pre-order the game before the June release. 

  Format Ps4 / eta 2 Jun / Pub waRneR bRos / dev RocKsteady

we can harley stand the anticipation

inventor’s impressive workshop 
and pick up the latest toys he’s 
been working on for the titular 
Order – an ancient collective  
of knights tasked with keeping 
humanity safe from the mutated 
Half-Breeds. Expect to be 
handed such ballistic fever 
dreams as the Combo Gun  
(a beefy rifle/shotgun hybrid),  
and the menacing, electricity-
spouting Arc Gun.

We’re not expecting a 
reinvention of the cover  
shooter from The Order, but  
to fulfil its promise it’ll need  
to let the player really soak in  
each environment and marry  
its incredible looks to a story  
worth telling. The studio’s been 
vehemently tight-lipped on the 
latter’s details, but we’ll have 
fresh hands-on impressions of a 
new demo for you next issue.
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Dying Light
Five hours in the rundead nightmare

This marks the end of a long 
creative road for open-
world zombie actioner 

Dying Light, but its day/night 
cycle centrepiece was always  
a constant. “We had a dozen 
different prototypes of how  
the night should behave,” says  
lead gameplay designer Maciej 
Binkowski. “The first basic idea 
was we wanted a huge horde  
of infected to show up at night. 
One of the inspirations was I  
Am Legend, when the night came 
there was just a wall of infected 
trashing the city and destroying 
anything in their path.” 

Techland swiftly nixed the plan 
due to hardware constraints, but 
that vibe – how the encroaching 
night turns us from predator to 
prey – remains. Who needs  
1,000 zombies when a few good 
Volatiles get the job done? They’re 
hard, fast, and angry. Whereas in 
daytime we keep to the safety of 
fictional city Harran’s rooftops 
and dip to street level when 
necessary, height offers no 
sanctuary from nocturnal undead 
who pursue us with hungry 
interest when night falls.

As we learn in our five- 
hour campaign 
playthrough, 
when the sky 
turns amber  
our pulses soon 
quicken. It’s not 
a good feeling, 
and dashing 
back to safe 
houses to 
advance time  
is a little 
laborious, but night-only 
missions, areas and resources 
prevent the darkness from feeling 
like a hassle.

City of Plod
Dynamic time and weather  
are sometimes manipulated for 
dramatic effect. As Kyle Crane 
(Dying Light’s main man), our  
first mission for the faction we’re 
allied to is set in the pouring  
rain, the storm dampening sound  
and boosting stealth but also 
extinguishing flares and molotovs 
quicker. As with the elements, 
zombies themselves feel tangible, 
grabbing rather than swiping 
(because when do you ever see 
zombies throw jabs?) and using 

smell, sight and sound. They’ll 
flock to the pop of firecrackers 
and glow of UV torches. 

Harran is a richly reactive 
playground and upgrades offer  
further experimentation. These 
include zombie blood (which 
makes for handy camouflage), the 
ability to craft new weapons such 
as throwing stars, and an 
unlockable momentum meter  
for chaining moves. Progression 
expands the possibilities, as 
demonstrated by Binkowski who 
wanders over during our playtest 
and drops us into a new area with 
a beefed-up Crane.

Zom-beeline
Old Town is the 
tourist centre of 
Harran, tin-roofed 
slums swapped  
for white brick 
buildings. Zombies 
congregate in 
impressive numbers 
below – we count at 
least 50 in the main 
square – so we whip out 
our two-handed bollard and 
crack skulls like rotten eggs  
before leapfrogging one zomb  

and dropkicking 
another. 

Ridiculously, 
we’ve also got a 
grappling hook, 
which zips foes 
towards us and 
us towards 
rooftops. By 
this point, 
combat is 
Bulletstorm-

beating in its creative savagery.
The genre almost shifts from 

super-horror to superhero, with 
both good and bad effects. Feeling 
empowered is great, but in one 
mission, where we take revenge 
on vendors pushing dodgy 
medicine, we simply shoot fuel 
barrels nearby, die, respawn and 
return to snag loot. Meaningless 
death neutralizes most threats and 
it does harm the atmosphere.

Still, as Binkowski tells us,  
“we don’t want to punish you for 
dying. We want to reward you for 
surviving.” Sure enough, slicing off 
a zombie’s head with an electric 
machete does feel rewarding. 

And for the masochists? Try 
heading out at night...

  format PS4 / eta 30 jan / Pub Warner BroS / dev Techland

“The BrUTal 
coMBaT IS 
BUlleTSTorM-
BeaTInG In ITS 
creaTIVITY.”

the inside view
TYMon SMekTala,
ProdUcer

“We hired a guy called dan 
jolley who works for dc 
comics. he brought that 
american way of telling a 
story. he really treated the 
narrative with some kind of 
distance. Then we have our 
own Polish writers who might 
not know that much [about] 
tastes and expectations 
of global audience so they 
look at things from a local 
perspective. What we have 
now is influenced by both of 
those methods. an american 
story with lots of european 
twists along the way.”
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dead island 2
  format PS4 / eta 2015  

Pub deeP SIlVer / dev YaGer

For Dead island’s first proper sequel, 
(sorrynotsorry, riptide) Spec Ops: 
The Line developer Yager steps up 
to the plate looking to capitalise on 
the slapstick undead open-world 
formula previous series entrants 
dallied with and ultimately fumbled. it 
spans LA, San Francisco and a third 
as-yet-unknown Californian location 
all under quarantine, and boasts 
ethnically accurate zombie hordes in 
each neighbourhood. That and the ol’ 
electrified baseball bats, of course.  

day z
  format PS4 / eta TBc  

Pub BoheMIa InT / dev BoheMIa InT

An online survival sim so brutally 
realistic that you can die from eating 
a rotten apple or being a bit chilly for 
too long, Dean ‘rocket’ Hall’s mod-
turned standalone smash plays like 
no other zombie game. Announced 
for pS4 at Gamescom, DayZ won’t be 
a simple port of the hugely popular 
pC version, its developer says, but 
will take advantage of the platform’s 
strengths. Not that any of that will 
save you from the human bandits and 
their often, er, ‘unsettling’ demands.
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Metal Gear Solid V: 
The Phantom Pain

Koj explains the nature of the beast

Like you didn’t have enough 
to worry about: LRRP guards 
patrolling day and night, 

top-secret stealthy-type 
missions to complete and only 
your guile and a remarkably 
versatile cardboard box for 
company. Oh, and packs of wild 
wolves roaming the hills, ready 
to tear you limb from limb at the 
slightest provocation. 

Wildlife, Hideo Kojima revealed 
recently, plays a pretty important 
role in the ebb and flow of your 
covert ops in Metal Gear Solid V: 
The Phantom Pain. Along with 
the day/night cycle, which Kojima 
claims will also force you to 
change your tactical approach, the 
behaviour of MGS V’s dynamic 
wildlife might block off a certain 
pathway with bared teeth, or even 
work to your advantage as human 
enemies are mauled by peckish 
predators. It’s really embracing 
this open-world thing, then. 

Well, for the most part. You 
see, when you’re engaged in one 
of the game’s actual missions, 
your free-roaming is restricted to 
within a certain area. Step outside 
it, and you’ll fail the mission. It’s 
not specified yet how wide the 
area restriction runs though, 
so you may or may  
not hit that wall 
organically. 

And for fans of The Phantom 
Pain’s bitesize precursor, Ground 
Zeroes, some good news: Camp 
Omega is back as a revisitable 
location. Here’s what Kojima has 
to say about it in a roundtable 
discussion: “There’s something of 
a big feature involved. It’s never 
been done in the games industry 
before. So I can’t go into detail 
about it, but I think when you 
experience it for yourselves you’ll 
be surprised. It’s something  
that’s only possible through  
videogames.” 

And we didn’t even get onto 
the bikini-clad cardboard cutout 
decoys yet. With decades behind 
him in this industry, Kojima still 
isn’t short of ideas or innovation, 
and we can’t wait to see how  
he and rest of the team fill an 
open-world in 2015.

  Format PS4/PS3 / Eta 2015 / Pub Konami / DEv Kojima ProductionS

“mgS v’S dynamic wildlife 
might well blocK off a 
route with bared teeth.”

news:Camp
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it’s probably fair to say there wouldn’t be quite so 
much buzz around ccP’s zero-gravity dogfighting 
sim if it wasn’t also a willing poster game for the 
virtual reality revolution. morpheus and eve: valkyrie 
are bound inexorably, the former giving new 
relevance (and sheer enjoyment) to a genre that’s 
always struggled to find an audience on consoles. 
let’s not even get into how valkyrie plugs into the 
wider world of eve online – the large hadron 
collider’s troubleshooting guide is easier to grasp 
– and instead concentrate on the transformative, 
immersive experience of seeing deep space all 
around you as you pilot your vessel through the void.

the artist formerly known as final fantasy versus 
Xiii is enshrouded in so much mystery we hear it’s 
renting some spare mystery out to less enigmatic 
upcoming games. however, it has to come this 
year. we recently got a glimpse of what it’ll actually 
feel like to explore ffXv’s enormous and lustrous 
world. for starters: there’s a freaking car. 
chocobos have also been spotted roaming wild and 
free so traditionalists needn’t fret, but getting 
around with your greaser mates in an open-top 
classic car is so good we’re prepared to give up 
bird-backing. a recent tech demo shows its world 
is poles apart from ffXiii-2’s threadbare environs.

eve: valkyriefinal fantasy Xv

  Format PS4 / Eta 2015  
Pub ccP gameS / DEv ccP gameS

  Format PS4 / Eta 2015  
Pub Square eniX / DEv Square eniX

Squeenix channels its inner Stig Space sim prepares to morph(eus)

battleborn

If you’re confused about what Gearbox 
Software’s new game is and isn’t,  
let’s simplify things as best we can: 
Battleborn is essentially trying to be  
all things, at once. Or, in the utterly 
perplexing words of studio president 
Randy Pitchford: “FPS; hobby-grade 
co-op campaign; genre-blended, multi-
mode competitive e-Sports; meta-
growth, choice and epic Battleborn 
Heroes!” See? All the games.

The FPS and MOBA elements are  
most evident, but there’s also a splash of 
Skylanders to be found (you, as the player, 
level-up separately to your Battleborn 
characters, as if they’re your collectibles). 
There’s even some fighting game influences 
in the animations and character design as 
well. It might just be the most forward-
thinking triple-A to descend on PS4 in the 
coming year – here’s hoping it’s a proper 
premium blend to boot. 

  Format PS4 / Eta 2015 / Pub 2K gameS / DEv gearboX Software

no, it still isn’t borderlands 3

Top tip: when in 
doubt, always plump 
for the longbow that’s 
bigger than you.

thE insiDE viEw
hideo Kojima,
director

“from what i’ve seen so far, 
videogames are pretty linear. 
it’s an interactive medium, 
but despite that game design 
places a route for the player 
and the player follows it.  
for an interactive medium, it 
doesn’t seem that interactive. 
the Phantom Pain is a game 
where the player has to see 
the map, decide how and 
where to go in and execute 
the mission, and even plan the 
way out. in a way, the player 
has to re-enact a whole spy 
movie. i haven’t seen that 
done elsewhere.”
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The 
Tomorrow 
Children

Behind the iron curtain

A collaborative multiplayer 
sandbox in an open-world 
flavoured by mid-20th 

century communist regimes and 
powered by cascaded voxel cone 
ray tracing – The Tomorrow 
Children’s a tricky one to wrap 
your brain around. Announced as 
a PS4 exclusive at Gamescom 
2014 by Q-Games head Dylan 
Cuthbert, it wowed with its 
freeform design and striking 
visuals, but that first look was as 
bemusing as it was impressive. 

And after going hands-on  
with the closed-Alpha we’re still 
bemused: we found ourselves 
mining gold nuggets from deep 
within an enormous soapstone 
foot without a clear understanding 
of why, and logging in each day to 
find our town had been attacked, 
its citizens deployed elsewhere. 

But we also got to dig deep  
into the class system, which offers 
Citizen, Miner, Commander, Radio 
Officer, Engineer and Combatant 
variants. You’re still free to work 
the mines as an Engineer or blast 
away at the Izverg invaders as a 
Citizen, but you’ll get bonuses 
depending on your class so you’re 
gently guided into a certain role. 

In its early Alpha phase,  
the game’s systems remain a  
mystery, but essentially it’s about 
performing tasks for the greater 
good and earning spendable 
rewards for it… which enable  
you to work more efficiently. 
(Communism.) It’s a mystery 
wrapped in an enigma, this one, 
and unravelling it is the real hook.

  Format PS4 / Eta 2015 
Pub Sony / DEv Sony JaPan Studio/Q-GameS

TTC is a peculiar little game, make no mistake. After extended play sessions we began to wonder if we hadn’t instead nodded off and had a cheese dream. 

thE insiDE viEw
dylan Cuthbert,
exeCutive ProduCer

“it’s an online game, but it’s  
a combination of synchronous 
and asynchronous gameplay. 
this is to encourage a slightly 
different form of gameplay 
to what you are used to with 
online games. if you just 
want to explore by yourself 
you can, and you won’t be 
bothered by other players 
because they can’t see you. 
and of course if you want to 
interact with other players 
you can, just start doing 
things and you will pop up  
in their worlds.”
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There’s plenty more 
where that came 
from! Here’s another 
dozen PS4-bound 
games that should 
be on your watch list. 
Fancy some HD 
zombs? A ‘mega 
man’ perhaps?  
Or how about a slice  
of impending Doom?

the year 
of ps4

ratchet  
& clank

 format PS4 / eta Summer 
2015 / pub inSomniac gameS 
Dev inSomniac gameS

messrs ratchet ‘n’ clank 
are back! Well, kind of. This 
new cutesy sci-fi romp is 
being billed as a reimagining 
of the first game and will  
tie into the animated movie 
coming in the summer of 
2015. insomniac says it’ll 
feature, “updated gameplay 
and completely new visuals  
built from the ground up  
for PS4.” This is reportedly 
insomniac’s deepest 
collaboration to date, with 
both its california and north 
carolina studios working on 
the project. add to that the 
fact many of the original 
game’s designers are back 
on-board and you’ve got 
yourself another exciting 
PlayStation exclusive.  

resiDent evil
 format PS4/PS3  

eta SPring 2015  
pub caPcom / Dev caPcom

it’s 1998 and a badass 
special forces team  
called STarS is sent to the 
outskirts of raccoon city  
on the trail of some nasty 
murders. Before they know 
it, a pack of dogs with awful 
cold sores attack, forcing 
them to seek solace in the 
only safe haven: the world’s 
creepiest-looking mansion. 
Did we say safe? We meant 
monster-filled nightmare. 
and that iconic Spencer 
dwelling looks more 
unsettling than ever  
with hi-res environments  
that feature fresh post-
processing effects and 3D 
animated scenery. There’s 
also an optional scrolling 
widescreen (16:9) mode  
and revised controls.  

planetsiDe 2
 format PS4 / eta 2015  

pub Sony / Dev Sony online 
enTerTainmenT 

While this free-to-play  
mmo shooter has rampaged 
across Pc for a good two  
years now, Sony online 
entertainment is gearing up 
for the current-gen launch 
which boosts the resolution 
and framerate (1080p, 
60fps are the aims), revises 
the interface, and 
introduces fresh events. it’s 
good to see Soe standing 
by the Pc version’s same 
generous free-to-play 
model (although rather than 
being able to buy Station 
cash virtual currency,  
you’ll buy marketplace cash,  
the same stuff used in the  
PS4 version of Dc universe 
online). This is no mere 
port, but a tailor-made 
experience for PS4.  

amplituDe
 format PS4/PS3 / eta  

may 2015 / pub harmonix  
Dev harmonix

With harmonix’s rhythm-
action remix successfully 
meeting its $775K funding 
goal, amplitude is gearing 
up for its release in 2015. 
This not-quite-sequel to 
earlier PS2 hits Frequency 
and amplitude follows in the 
footsteps of its forebears 
with you controlling a 
futuristic craft called the 
Beat Blaster as it races 
down a wobbly track, 
striking musical notes as 
you go. With a smaller team 
and budget than it had on 
titles such as rock Band, 
don’t expect any big pop or 
rock stars on the tracklist. 
Still, indie artists such as 
anamanaguchi, Freezepop, 
and Jim guthrie supply 
plenty of geek cred.  

proJect cars
 format PS4 / eta 21 mar   

pub BanDai namco / Dev SlighTly maD STuDioS

By reaching out to fans for content 
creation, feedback and promotion, 
this community-driven racer aims to 

be the most comprehensive rubber-burner 
ever. it’ll also feature nippy 125cc shifter 
karts and more powerful 250cc SuperKarts 
as well as naturally changing weather that 
mirrors real world conditions. Slightly mad 
Studios is responsible for both need For 
Speed: Shift games, so Project carS is no 
slouch handling-wise. an improved version 
of the madness engine also offers dynamic 
tyre models and sophisticated physics, too.
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pathologic
 format PS4 / eta march 

2015 / pub ice-PicK loDge    
Dev ice-PicK loDge

What, you’ve never heard of 
Pathologic? For shame. This 
russian cult smash dropped 
on Pc way back in ‘06 and, if 
you hadn’t already guessed 
by its name, focuses on 
deep psychological horror. 
in the 2015 hD remake, you 
take on the role of a doctor 
exploring a mysterious 
township. With just 12 days 
to defeat an invisible enemy 
called the Sand Plague, time 
is a precious resource and 
choices matter. Who should 
you share your medicine 
with? Will you give your gun 
to someone in need, or keep 
it for yourself in the interest 
of self-preservation? like it 
did almost a decade ago, 
Pathologic promises a harsh 
moral test.  

volume
 format PS4/PS ViTa  

eta 2015 / pub Sony  
Dev miKe BiThell

harnessing the voice  
talents of andy Serkis and 
comedian Danny Wallace, 
Volume is a retelling of the 
robin hood legend via the 
medium of isometric stealth. 
To bring this ambitious 
project to life, creator mike 
Bithell’s departing from his 
days working as a one-man 
designer and has enlisted a 
small team to help him bring 
Volume to life. expect 
cherry-picked metal gear 
Solid mechanics, zippy 
dialogue of the highest 
order, and a lot of crouching 
behind waist-high cover 
while staring at someone’s 
vision radius. it’s got us 
very excited, and we’ve got 
a full feature on the project 
lined up for next issue.  

Doom
 format PS4 / eta 2015 

pub BeTheSDa 
Dev iD SoFTWare

The only people lucky 
enough to have seen  
Doom are those who  
were present for Quakecon  
2014, where ten minutes  
of uninterrupted gameplay 
were showcased to rabid 
fans. So what’s new?  
Firstly, this is reboot of  
the original Doom where  
the uac base is attacked by 
hellspawn and players fight 
to hold them back. expect 
lots of blood – our spies on 
the floor tell us that Doom is 
gory as heck. multi-
directional chainsaw attacks 
carve enemies into dynamic, 
quivering giblets (thanks, id 
Tech 6), and players use 
severed limbs to access key 
areas. oh, and unlike classic 
Doom, you can now jump.  

hellraiD
 format PS4 / eta march 

2015 / pub TechlanD  
Dev TechlanD

The mighty horsepower  
of PS4 gives this former  
PS3 hack ‘n’ slasher some  
much needed high-fidelity 
environs, adaptive ai,  
tons more enemies and  
a buttery-smooth two- 
to-four-player co-op 
experience in which to take 
them all down. here you’ll 
customise medieval fantasy 
warriors from head to toe 
and decimate waves of 
‘infernal forces’ with mad 
flurries of maces, clubs, 
swords and warhammers in 
a bid to build combos and 
level-up skills. There’s also 
the opportunity to craft 
your own meaty weapons 
and delve into the magical 
dark arts. Flamethrower 
hands? yes please.  

Dungeon 
DefenDers ii

 format PS4 / eta 2015 / pub TrenDy 
enTerTainmenT / Dev TrenDy enTerTainmenT 

mighty no. 9
 format PS4/PS3/PS ViTa / eta aPril 2015 

pub comcePT / Dev comcePT/inTi creaTeS

usually in tower defence you set 
your traps then watch helplessly 
as violent thugs try to smash your 
intricate setups to bits. Dungeon 

Defenders ii – a PlayStation console exclusive 
– lets you get busy from third-person: while 
your ballistas fire, your cannonballs pound, 
your ice catapults freeze and your spiked 
barricades block, you wade neck-deep into 
waves of ogres, dragons, orcs and wyverns 
and come out swinging. each hero has unique 
skills  and they’re customised with legions of 
loot (health-buffing gauntlets, magical 
swords etc) which is randomised by a Wave 
Director. he’ll keep you on your toes in this 
four-player, ten-stage, deceptively deep 
tower defence follow-up to a classic. 

you play a metal blue 
man with a multi-
purpose gun arm as he 
side-scrolls levels killing 

robots. a man who’s pretty mega. 
a sort of ‘mega man’, if you will. 
But wait! Despite being helmed by 
actual mega man creator Keiji 
inafune, this has zero ties to the 
series from a legal perspective. 
mighty no. 9 is more spiritual 
successor, one with gorgeous 3D 
backgrounds, lovely light 
bloom, and 60fps action. 
here a rogue computer 
virus has made 
mechanized creatures 
crazy. The only one 
unaffected is Beck, not 
an experimental music 
artist but ninth in a 
line of powerful 
robots. run, jump, 
and blast through 
dozens of stages 
as you defeat unique 
mighty number 
bosses. can you 
guess how many 
there are? 

the witness
 format PS4 / eta 2015  

pub TheKla, inc / Dev TheKla, inc

Jon Blow’s long-awaited follow-up 
to 2008’s Braid continues to elude, 
now tentatively pencilled in for a 

2015, PS4 timed-exclusive release. if ever 
there was an ‘it’s done when i say so’ game, 
it’s The Witness, Blow no doubt instilling his 
perfectionist sensibilities into his studio 
Thekla, inc. So what do we know? This is 
a passive first-person exploration game 
set on an uninhabited island split into ten 
sections. you have to solve puzzles in each 
section to open up the secret at the island’s 
centre. expect a stunning cerebral workout.
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As the last 26 pages 
have shown you, 
2015 is set to blow 
its rivets with gaming 
delights… but what 
about the titles that 
made themselves 
known only to go 
radio silent on us? 
We round-up the 
best of the AWOL-ers 
still expected in 2015.

missing 
in action

mirror’s
edge 2

 Format PS4 / eta 2015   
Pub ea / dev dice

hitman 6
 Format PS4 / eta 2015  

Pub Square enix  
dev io interactive 

We’d launch into a metaphor 
about io interactive’s 
stealthy approach to 
development but, after  
a year of silence, frankly  
our patience is too shot for 
such gratuitous wordplay. 
announced via an open 
letter on io’s site in January 
2014, then elaborated on via 
a few concept renders, then 
– you guessed it – silence. 
We know contracts mode  
is returning from 2012’s 
absolution, as is diana 
Burnwood (agent 47’s 
former handler), but the 
rest is still nebulous.  

deeP down
 Format PS4 / eta 2015  

Pub caPcom / dev caPcom 
online gameS 

You likely know this as  
the free-to-play dungeon 
crawler whose flame 
effects and fidelity left  
you weak-kneed at the  
PS4 reveal event. that  
was almost two years ago 
though, and in that time 
deep down still hasn’t 
acquired a confirmed uK 
release date. even its Beta 
was shunted into 2015. 
despite all this, capcom has 
been keen to remind us it 
isn’t stuck in development 
hell with a handful of videos 
showing off both its solo 
and multiplayer elements. 

deus ex 
universe

 Format PS4 / eta 2015  
Pub Square enix  
dev eidoS montreal

according to eidos 
montreal’s most recent 
update, this one’s, “an 
ongoing, expanding and 
connected game world built 
across a generation of core 
games.” the over-arching 
project will incorporate not 
just games, but books and 
tablet activities, too. the 
studio clearly has a grand 
vision for the franchise, 
with the concept art above 
offering a glimpse into the, 
“trans-human segregation,” 
theme that will serve as a 
narrative springboard.  

announced at ea’s 
conference at e3 way 
back in 2013 (miley 

cyrus? Selfies? What were 
they?), the sequel to quietly 
celebrated parkour-actioner 
mirror’s edge teased us 
with ‘conceptual game 
footage’ which looked 
promisingly far along… then 
went quiet. the last update 
came last June, with 
developer dice confirming 
it’s still in the pipeline. 
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with over three – three! – 
years separating skyrim’s 
release date from *now* my 
eyes are on Bethesda to give 
me another amazing rPg. and 
that rPg has to take the form 

of fallout 4. no exceptions. it feels as if 
we’ve been hearing rumours of a Boston 
setting since before Paul revere went on 
his midnight ride, and i’m getting impatient.

Every generation, Polyphony 
digital seems to find a much 
more powerful console hidden 
inside the Playstation of the 
time and makes a blisteringly 
pretty game for that one 

instead. Putting the festival of average that 
was gran turismo 6 behind us, just imagine 
what gran turismo 7 will look like on Ps4. 
all that power. all that space. *drools* 

my most-wanted game doesn’t 
even have a name yet, so i’ll 
stick with guerrilla games’ 
next Project for now. You 
know the one – it’s the high 
fantasy role playing game 

with alleged concept art showing hunters 
battling giant robot dinosaurs. giant 
robot dinosaurs! sod this column’s 
style, those three words demand bolding…

Home, home on the range, 
where – er… red dead 
redemption 2 roams? Blow 
me away with a blunderbuss 
if that original Ps3 cowboy 
caper doesn’t endure as one 

of rockstar’s finest achievements. it’s still 
fun as all heck to play, but with my eyes now 
spoiled by so many current-gen fancies it’s 
time for a thoroughly modern marston.

i’d drop to my knees and pray 
to whatever god’s listening 
about how i desperately want  
a new god of war… but it 
turns out Kratos has already 
eviscerated most of them. 

so where’s next for the ghost of sparta? 
Here’s hoping he bludgeons his way into the 
spiritual cultures of the world. Kratos vs 
odin? Kratos vs shiva? answer this prayer.
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2015 preview

We choose the 
games we most 
want to see in 2015

team 
Picks

the elder 
scrolls 
online

 Format PS4 / eta 2015  
Pub BetheSda SoftWorKS 
dev zenimax online StudioS 

Since delaying its elder 
Scrolls mmo’s release on 
PS4 until the end of 2014, 
publisher Bethesda has 
been quieter than a vole’s 
fart in deep space about  
an eventual release date.  
apparently developer 
zenimax is still hard  
at work ironing out 
platform-specific 
issues, but there’s  
a growing feeling  
this one might be 
slipping further 
into the ether.  

mad max
 Format PS4 / eta 2015  

Pub Warner BroS  
dev avalance StudioS 

developer avalanche was 
only too happy to show its 
brutal vehicular combat 
project off in extended form 
at e3 2013, but since that 
conference – and the 
negative feedback that 
followed – it’s been radio 
silence. our guess? it’s 
gone back to the drawing 

board and that empty 
wasteland is being 

filled with extra 
fun stuff until 

it’s closer to 
avalanche’s 

other game, Just 
cause 3.  

homeFront: 
the 
revolution

 Format PS4 / eta 2015  
Pub deeP Silver / dev deeP 
Silver damBuSter 

a classic troubled 
development tale. thq 
helmed this ambitious 
open-world shooter until its 
demise in 2012, whereupon 
deep Silver swooped in and 
saved it. developer crytek 
uK was on coding duties… 
until the dev’s own financial 
woes were aired publicly 
and crytek’s bosses ended 
up selling the team to deep 
Silver, which formed the 
dambuster studio to 
resume work. it’s been 
worryingly quiet since.  
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S
o you finally got your 
hands on the most 
powerful gaming 
console ever created. 
Well done. Good job. 
Welcome to the club. 

Now the real fun begins. Sure you 
can slap a disc into the front slot 
and have at it, but hold fire for a 
second, because we’ve got all the 
knowledge necessary for you to get 
the absolute most out of your new 
machine. With our tips you won’t 
just learn how to use your PS4. 
You’ll learn how to squeeze every 
last drop of brilliance from its 
sultry black frame.

But first, you’ll have to get it set 
up. Once you’ve torn off the natty 
grey-white protection paper that it 
comes wrapped in, just plug it into 
the wall and connect it to your 
TV’s HDMI port with the lead 

included. Make sure there’s  
ample space for it to breathe –  
we recommend at least a few 
centimetres on each side (apart 
from the bottom, of course). One of 
the most important aspects of your 
new gaming slab is that its full 
potential can only be unlocked 
through online access. Wi-Fi  
will work adequately, but for the 
smoothest experience nab yourself 
an ethernet cable and connect 
directly to your home hub.

Turn your machine on and follow 
the on-screen instructions to get 
started. You may need to perform  
a system update on your first use. 
This is basically to make sure 
you’re getting all the latest 
improvements and features from 
Sony. Now that you’re ready to roll, 
let’s get you set on the path to 
being a PS4 power user...
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FEATURE

Become a 

power user
Did Santa leave you a new PS4 for Christmas? 
Unleash the full power of your console today
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01 
set up your account and add your friends

The first thing you need to do when turning on your PS4 for the first time is to sort yourself 
out with a profile. Firstly, select the ‘New User’ option and then ‘Create A User’ from the 
following options. If you already have a PSN account then sign in here using that. If not, then no 
worries, simply set one up. You need to follow the instructions to add your details and privacy 
settings, as well as assigning yourself a PSN ID. You can’t change this name, so pick carefully.

Once you’re in, it’s time to start adding friends to your list. There’s a limit of 2,000 people for 
this, so no need to be choosy about who you do and don’t add. Search for your friends by name 
using the search tool. Once you’ve added someone, especially if it’s someone you know well, you 
should send them a Real Name Request. This means you’ll see who’s who more easily.

04 
use your phone to 
control your ps4

Got a smartphone? Then you owe it to 
yourself to get the PlayStation App. 
Available for free via Google Play on 
Android and the App Store on iOS, it 
enables you to tinker with your PS4 
even when you’re away from 
home. In the app you can set 
your PS4 to download games 
remotely so that they’re 
ready to play later on. 

One thing to note, though: 
you need to leave your PS4 
on in Rest mode. Do this by 
just tapping the off button, 
rather than holding it, or by 
holding the PS button on your pad 
down and selecting the Rest mode 
option. You can also get in touch with 
chums on your Friends list with your 
phone – ideal for mid-game messaging.

use parties to 
chat with mates

Select ‘Party’ in the home 
screen and either peruse 
existing parties that your 
friends have set up, or 
create your own. This  
is an essential feature  
when playing online as it 
enables you to natter with 
your buds regardless of 

which game everyone’s playing. 
Just fancy chatting during a FIFA 15 

match while your pal polishes off 
their Final Fantasy XIV dungeon run? 
Now you can. Beware your Party’s 
privacy settings, though: in an open 
party any friend can join the gang, 
even if you don’t want ’em to.

To chat across a Party, you need to 
plug a headset with microphone into 
your pad’s jack. The options default  
to splitting chat audio and game audio 
across the headset and TV speakers 
respectively. If you want to change 
any details, do so via its settings.

0
3

Quick tip 
When typing, give the 
R3 stick a push and 

you can use the 
gyroscope to enter 

text faster.

Quick tip 
Head to the far left  
of your menu to see 
what your pals are  
up to in the Recent 

Activities tab.

02
join ps+ for 
free games 
every month

To pay or not to pay, 
that is the question. 
You can play offline 
as much as your 
want, but if you 
want to play online 
multiplayer you will 
need a PlayStation 
Plus Membership. 

PS+ subscription 
prices range from 
£5.49 for one month 
to £39.99 for a year, 
and as well as online 
gaming your money 
gets you Store 
discounts, access to 
Share Play (we’ll 
come to this later 
on) and – the biggie 
– more than 60 
(sixty!) free games, 
yours to keep for as 
long as your 
membership lasts. 

Every month there 
are two new PS4 
games, as well as 
two for PS3 and two 

for PS Vita, so if 
you own the 

PlayStation 
family of 
consoles 
you’ll have 
at least six 

new titles 
every month. 

Plus members 
also get exclusive 
Beta access and even 
more. Bargain!
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brag about your exploits 
online with the share button

Whether you were thinking about recording stuff or not, PS4 will 
always be ready to capture gaming footage. It automatically keeps 
hold of the last 15 minutes of play should you give the Share button 
a tap. Do this and choose to save the footage or take a screenshot. 
Either of these things can be shared across Facebook and Twitter. 

Fancy yourself a digital filmmaker? Then hit up Share Factory. 
This app, found in the home menu, enables you to edit your footage. 
If you’d rather just stream your gaming session live then hit 
Broadcast Gameplay. Check the Live From PlayStation section of 
the home menu to watch current broadcasts from other users.

05

06
turn your ps4 into a media hub

You know you didn’t just nab yourself a gaming 
machine, right? With PS4 you can play all kinds of 
media, including films, TV and music. Thankfully, 
PS4 supports movies in MP4 format. That’s when 
you aren’t watching DVDs or Blu-rays, or streaming 

via Netflix, Amazon Instant Video or straight 
through PSN’s own selection – which offers 

flicks to rent and buy. 
For music, MP3, MP4, M4A and 3GP 

formats are supported. Slot a USB stick 
into the ports on the front of your PS4 
and a USB Music Player option will pop 
up on your home menu. Use this to play 

music, even while you play a game.

FEATURE

Quick tip 
Just earned a new 

Trophy? Check it out in 
the Trophies tab 
(when online) to 

peruse its rarity.

Quick tip 
When charging your 
DualShock 4, check 

the lightbar. The 
slower it pulses, the 

more juiced it is.

07 
invite psn pals in 
with share play

This new function enables you to 
share your games online with your 
Friends list over the web. Stuck on a 
tricky bit? Or perhaps you want to 
let a mate play one of your games to 
convince them to buy it as well? Just 
give the Share button a tap and 
select ‘Start Share Play’. From here, 
share your screen and virtually pass 
the pad to your friend for 60 minute 
stints. A handful of games won’t 
work, though, and you both need PS 
Plus accounts to Share Play.
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 08
go portable  
with remote play

PS4 and PS Vita were built 
for each other. With Remote 
Play you can experience your 
compatible PS4 games through the 
handheld’s smaller, more mobile screen, 
letting others use the TV. However, the 
first time you do it you need to sync up. 
Hit ‘Link to PS4’ from your PS Vita’s 
menu screen and on your PS4 select 
‘Add Device’ from the settings menu. 
Your TV will show a code that you need 
to enter on your PS Vita to get started. 

This is all you need to do should you 
be sharing the same network. If you’re 
not, then you have to search online  
for your PS4. Technically you can  
use Remote Play when far apart using 
different networks, but be wary of lag 
when playing at a distance.

use the power of your face and voice

This optional peripheral (sold separately) packs some tasty 
features. For starters, set it to recognise your face  
to shave precious seconds off your login time. You can 
also make use of its microphone (or indeed another mic, 
including the one supplied with your PS4) to navigate 
your PS4’s menus. Activate ‘Operate PS4 with Voice’ in 
system settings, then just say, “PlayStation,” followed by 
the name of the app or game you want to play. Magic!

Our tOp 
five apps

netflix (uK/
us) A movie 
and TV-based 
streaming app. 
Membership is 

required (£6.99 a month), but 
the selection is impressive, 
especially in the USA version.

wwe 
networK 
(us) Quite 
simply a 
must-have app 

for all wrestling fans. Allows 
streaming of all WWE PPV and 
more for $9.99 a month.

crunchyroll 
(us) Much like 
Netflix, though 
this anime-
centric app 

packs all the latest licensed 
animation into one place.

youtube This 
essential app 
lets you access 
millions of user 
created videos. 

You can use your smartphone 
as a remote, too.

now tv (uK) 
Day, week or 
month passes 
to Sky TV’s 
Sports and 

Movies channels, with no  
subscription required.

09 
install apps to 
unlocK features

While in the PSN Store, head to  
the Apps tab to see a (mostly free)
collection of applications for 

download. There’s a steadily 
growing list here, but it’s worth 

noting that there are many 
more should you access the 
PSN stores of other regions. 

Set up a US or a Japanese 
PSN account to access 

different apps and even 
different games and demos. To 

set up a region specific account, 
just add a new user from the initial 
startup menu and then select the 
region you want to log into. 

For most apps you need to ‘trick’ 
PSN into thinking you’re abroad. 
Services such as Unblock-Us.com 
provide US-based DNS settings that 
allow you to access region-locked 
content(such as the still-AWOL 
WWE Network app) with little fuss.

10

FEATURE

Quick tip 
Hold the PS button in 

the centre of the pad to 
access options, such 
as headset volume,  

super quick.
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game of the year

The last 12 months have given PS4, PS3 and PS Vita 
some huge gaming highlights. You’ve voted in your 

thousands to determine the very best of 2014.
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game of the year

v e l o c i t y  2 x

eh what? Is that a PS Vita game sitting in your top ten list for 
game of the year? Well, okay, it’s technically available on 
PS4 as well, but you know what we mean… the vibrant 

adventures of Lt Kai tana earned Velocity 2X our gold award  
on release and has deservedly met with your approval since. 
futurLab’s teleportation fest is beautiful on PS4, but frankly 
perfect on PS Vita’s screen for expert thumb gymnastics when 
you’re gliding through walls to a pounding electronic soundtrack.

Taking the chance to polish the already-honed top-down, 
twin-stick shooting antics and ship-warping mechanics of previous 
games in the franchise, Velocity 2X adds a surprisingly healthy 
dollop of side-scrolling puzzle platforming into the melting pot. As 
she intuitively utilises the same controls as her ship, the smart-
talking Kai hurtles down corridors, eviscerates enemies with  
a Blink attack that Dishonored’s Corvo should be jealous of, and 
effortlessly fights off a galactic slew of triple-A titles to hold the 
sole indie spot in the top ten. 
Format PS4, PS Vita / Pub Sony / Score 9/10

Top down shooter (twin) sticks around

i n f a m o u s :  
s e c o n d  s o n

Well this is new. for the first time in our game of the year 
voting we have a tie for the coveted number ten spot. 
Not even a flimsy photocopy of a cigarette paper could 

be squeezed between Sucker Punch’s Seattle super-romp and the 
excellent Velocity 2X. Beanie-toting Delsin rowe may be irritating 
like rubbing nettles deep inside your bum cleft, but his suite of 
smoking powers are a delight to control.

Hovering, super sprinting or even flying over the Emerald City is 
a constant pleasure and there’s a real argument to be made that 
inFamous: Second Son is one of the most mechanically satisfying 
games on current-gen. It’s quite the looker as well, offering a fine 
example of what can be achieved on Sony’s wonder box when a 
studio isn’t tethered to the limitations of cross-gen development. 
This is far from the biggest sandbox on PS4, but in terms of visual 
splendour (or hurtling yourself through chimneys) it proves itself 
to be a truly heroic experience. 
Format PS4 / Pub Sony / Score 8/10 

Going for smoke in a super sandbox

=10
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d a r k  s o u l s  i i

Will we ever be free? as the only PS3 game on this list,  
our foray into Drangleic in a bid to undo another undead 
curse was supposed to be a final hurrah for our ageing, 

yet still resilient, last-gen console. But no. from Software had to 
go and announce a PS4 version, didn’t it? We jest, of course. the 
prospect of striding through Dragon aerie in sultry eye-pop-o-
vision gives us the glee shivers like a shaved gerbil down a well in 
greenland. only, you know, happy about it.

At launch DS II actually got a lot of gyp from hardened veterans 
of the first game. “It’s not as hard,” they initially whinged. Until, that 
is, they discovered that buried deeper, in New Game+ and beyond, 
the game quickly became the self-flagellation they were ultimately 
dying to lash themselves with. Extra-punishing difficulty isn’t all 
that’s buried ‘neath Dark Souls II’s outer shell. The further you 
push into this deadly Gothic world, the more it’ll consume you with 
its bulletproof combat and intriguing lore. One worthy of savouring 
all over again. Keh-heh-heh. 
Format PS3 / Pub Bandai Namco / Score 9/10

d e s t i n y

there’s a chance that right at this very moment you’re 
wondering where elusive vendor Xur is going to appear in 
the tower this weekend – if that’s the case, then perhaps 

the only surprise is that Bungie’s ultra-satisfying mmo shooter 
isn’t higher in your game of the year list.

You can criticise the plot (or lack of it) and the excessive 
resource farming required to progress, but doing so misses the 
bigger picture that’s been laid before you. Destiny is about the 
stories you create for yourself; the way you choose to tweak and 
customise your Guardian once the training wheels come off. Sure, 
it’s entertaining before you hit the soft-cap thanks to the sweet, 
slick gunplay... but around level 20 the game blossoms into 
something truly special. Strikes and daily missions introduce fresh 
gameplay rules and rewards, and the Raids entirely change the 
way you play. Immerse yourself in all it has to offer, and suddenly 
Destiny isn’t so much a game as a passion: an ever-evolving, 
ever-improving part of your everyday life.
Format PS4, PS3 / Pub Activision / Score 9/10

The shooter revolution has begun…Drangleic down for me

8

game of the year

9
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game of the year

f a r  c r y  4m i d d l e - e a r t h :  
s h a d o w  o f  m o r d o r 

after the gap year from hell that was far Cry 3, we couldn’t 
wait for another murderous holiday and Ubisoft montreal’s 
trip to the new mountainous location of Kyrat doesn’t 

disappoint. Perhaps not one for trip advisor, ajay ghale’s jaunt 
through the himalayas is packed with all the compelling combat, 
crafting and wildlife of its predecessor but with an even grander 
sense of scale and freedom. 

Add in the co-operative feature (that brings back Far Cry 3’s 
monkey-bomb eccentric, Hurk) and plenty of outposts to take down 
in even more outlandish ways – hold on a second, is that a honey 
badger? – and there’s more to do than ever. It’s interesting to note 
that this is the first time an Assassin’s Creed is notably absent 
from your Game Of The Year top ten and the gradual blurring of 
the key mechanics between the two franchises means it’s now the 
rich open chaotic world of Far Cry that’s the one to beat. Hey Mr 
Dorian, we think it’s about time the Brotherhood started investing 
in wingsuits and grappling hooks, yeah? 
Format PS4, PS3 / Pub Ubisoft / Score 9/10

Welcome to back-to-front land, where we wear pants on 
our head, drink through our ears and movie tie-ins aren’t 
all a load of swill-worthy dribble. technically this 

third-person sandbox adventure only partially overlaps with the 
hobbit-flavoured films/books but, amazingly, this tenuous 
narrative link isn’t what ensures it outdoes many of its more 
experienced contemporaries in the assassination department.

As beleaguered undead ranger Talion you are, more than you 
ever have been in one of those Creed games, an assassin. This  
is thanks to the Nemesis system, a map of inter-relationships 
stringing together an ever-evolving, ever-bickering band of 
wonderfully procedurally generated orcs all vying for power. You 
can toy with them, stalk them, manipulate them and ultimately take 
them down to Chinatown (or Udûn if you will), while employing a 
skill load-out geared, in nod-worthy Batman-fashion, towards 
making you feel oh-so head-explodingly powerful.   
Format PS4, PS3 / Pub Warner Bros / Score 8/10

Don’t send the call of the wild to voicemail

Gondor with the wind

7 6



066

game of the year

t h e  e v i l  w i t h i n

the horror genre hasn’t had it easy 
over the last couple of years as the 
resident evil franchise has gradually 

left a trail of lukewarm sick where it  
used to find its true horror. We won’t  
even mention the pre-Pt levels to which the 
Silent hill franchise stooped. yet the return 
of resi 4’s Shinji mikami with the evil Within 
happily changed all that with a finger firmly 
on the depravity button and a difficulty 
curve that puts the survival back into 
survival horror. and guess what? you 
clearly love it, the masochists that you are.

The cinematic 2:35:1 ratio is the first 
horror hurdle before you even meet any of 
this nasty piece of work’s monstrosities and 

we’re pleased to say it’s the most 
claustrophobic set of black bars we’ve met 
in a long time. Barbed wire-wrapped enemy 
stalking you? Well you’re not going to be able 
to see him... While some see this as a reason 
to launch your DualShock through the 
screen, once you get used to the hurtling 
movement of lumbering detective Sebastian 
Castellanos, the camera quickly becomes a 
source of constant tension as you 
desperately try to survive.

krimSon SkieS
Juggling combat with just knowing when to 
run is also key to your survival in this gory 
nightmare. Utilising Outlast’s terrifying ‘hide 

in a locker until it all goes away’ technique, 
The Evil Within cranks up the terror with its 
insistence on withholding vital ammunition 
and tools. As horror goes, this takes us back 
to the days of desperately fumbling herbs 
and bullets before heading into an old-school 
boss battle. 

Speaking of which, The Evil Within’s 
unforgiving and horrific enemy bouts manage 
to create a whole new level of frustration, 
but equally a sense of achievement rarely 
found in games today. It’s certainly not 
Resident Evil 4 (let’s be honest, what is?) but 
Mikami’s gory return to the genre has made 
a bloodied impression on us all.   
Format PS4, PS3 / Pub Bethesda / Score 8/10

Thinking inside the box, man

The OPM readers 
names their top 
picks for 2014…

5

game of the year

Harry aSHField
Far Cry 4

niCk Waring
THe WolF among US

a late contender, but deserving 
nonetheless. an all round 
improvement on the already- 
compelling fC3, the latest 
entry in the series brings the 
open-gaming genre to a whole 
new level. the majestic setting 
of Kyrat demonstrates the 
depth Ubisoft montreal truly 
accomplished in creating a 
living, breathing world.

Personally, I’d say the Wolf 
among Us. I love plot-driven 
games and the way that telltale 
manages to keep the player on 
the edge of their seat 
throughout each episode is 
masterful. the twists and 
turns through the game and 
the new time-relevant 
decisions provide even more 
fairy tale pressure.

r e a d e r 
c h o i c e s
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game of the year

t h e  l a s t  o f  u s  r e m a s t e r e d

Despite being awarded the not-
insignificant honour of being number 
one in our greatest ever PlayStation 

games poll, the shiny new version of 2013’s 
apocalypse makes the number four spot in 
your game of the year list for 2014. 

If we were getting analytical on you we’d 
say that GTA’s appearance a few pages on  
is probably down its ability to zoom behind  
the eyes of Trevor and co as a new way  
to experience Los Santos. Yet the fact that  
The Last Of Us doesn’t hand over anything 
significantly new and is still sitting snugly  
in your top five of 2014 is testament to  
the true force of terrifying nature that’s 
Naughty Dog’s fungus-filled masterpiece.

This transformation of Joel and Ellie’s grim 
story could never be considered just a lick of 
HD paint, though. Already an apocalypse you 
couldn’t take your eyes off on PS3, on PS4 
the level of detail is cranked up to new levels 
of depressing beauty. We’d never taken 
ourselves for slaves to the texture pack. 
Until now. Add the nuanced layers of this 
oh-so-human story over the top of the now 
ultra-detailed environments and this is a 
multi-layered experience that’ll hit you in the 
feels as well as the eyeballs.

Also in the complete PS4 package is the 
devastatingly heartfelt Left Behind DLC that 
follows Ellie prior to her meeting with Joel. 
Not only a deft exercise in tension as you 

take on the terrifying enemies of the world, 
this is a tightly wound piece of Golden 
Joystick-winning storytelling, guaranteed to 
hit you right where it hurts. 

FireFlying HigH
Juggling exceptional combat and terrifying 
level design, The Last Of Us Remastered is 
an incredible achievement on its own, but 
add in a narrative seamlessly wound into  
the world and this is a game too rich to  
be missed by anyone, ever. Pushing games 
forward in so many incredible ways, this 
really is the game that could already define 
the PS4 – even now in its formative years.
Format PS4 / Pub Sony / Score 10/10

Once more, with feeling

4

JoSHUa daniel 
FrenCH
dark SoUlS ii

Carmen Hillier
BorderlandS: THe 
Pre-SeqUel!

Jonna FoSS
gTa V

I have loved every Borderlands 
game so far and after the 
latest DLC I have enjoyed every 
glorious moment playing as 
handsome Jack. the story 
helps you understand Jack’s 
ultimate downfall and you just 
love to hate the guy. Plus you 
can’t go wrong with a ‘bazillion 
guns’ or ‘Butt Slams’!

as much as I’d love to say abe 
New ‘N’ tasty for the sake of 
nostalgia, it has to be Dark 
Souls II. many would argue Dark 
Souls was superior, but DS II 
improved where it mattered 
– combat mechanics and online 
PVP balancing – while keeping 
the majority of what made the 
original Dark Souls so brilliant.

the enhanced version of the 
game offers so much in terms 
of richness and texture, but the 
game in itself is vast with tons 
of variety and great character 
acting. It took an age for me  
to complete and there’s still all  
the secrets and side-missions  
that could be done away from  
the main story. a huge step 
forward for games as a whole.
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w o l f e n s t e i n :  t h e  n e w  o r d e r

arguably the biggest surprise of the 
list, this one. here’s a game that 
could have easily gotten away with 

being a rehash, a token gesture in the 
shadow of a once-great series and a mere 
nod to nostalgic fans. What we ended up 
with was a narrative tour de force. a 
masterclass in stylistic storytelling which 
buttered its plot toast with the same brand 
of flavourful dialogue margarine that you 
might find in a tarantino flick.

For a game which is ostensibly about 
shooting men into meat through a series of 
corridors, MachineGames showed an 
incredible sense of pacing, with so many 
moments of pure smouldering tension. Take 

the ‘night train’ level. Still reeling from an 
intense rain-soaked gunfight through border 
control, you find yourself introspectively 
playing an altogether different type of game. 
Sat opposite the alluringly evil Frau Engel 
and her gushing sidekick, Bubi, you have to 
pick from a series of increasingly disturbing 
photographs, a gun placed ominously nearby 
and two cups of coffee swilling as a gentle 
remind of your partner in imminent danger  
in the next carriage. A pitch-perfect mission 
of tension and emotional investment.

What ‘bout the guns? When our hero, BJ 
Blazkowicz, isn’t pondering his existence  
in a futile future, he’s a joy to blaze through 
levels with. The spirit of an age of id 

Software shooters gone by is here 
reinvented for contemporary gamers thanks 
to some meaty weapons with serious kick.

Panzer laByrinTH
Something we think deserves an extra 
special mention, which not too many people 
bring up, either, is how The New Order 
handles its sex. It tells a story of love as well 
as one of the horrors of war, and it’s able to 
craft a romance between BJ and Anya which 
not once drifts into the realm of the eggy, 
stilton-wafting awkwardness we’ve sadly 
become accustomed to in gaming. It’s safe to 
say… we did Nazi that coming.
Format PS4, PS3 / Pub Bethesda / Score 8/10

The wolf that swung us

game of the year

maTTHeW 
PelleTT 
ediTor
ToWerFall: aSCenSion

milFord 
CoPPoCk
managing arT ediTor
grand THeFT aUTo V

It didn’t even make your top ten, 
but the PS Plus indie star is the 
game that’s refused to budge 
from my playlist. I’m actively 
arranging lunch sessions, post- 
work gatherings and house 
parties purely to play four- 
player couchplay matches. a 
mesmerising party experience.

I don’t normally play games 
twice, but the PS4 version of 
gta V feels a fresh and vital 
experience second time round. 
the world feels richer, the 
characters more colourful  
and the fauna, well, furrier. the 
addition of the fPS mode is the 
icing on an already tasty cake.

t e a m 
c h o i c e s
The OPM squadron 
names its personal 
picks of 2014…
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g r a n d  t h e f t  a u t o  v

Come on, it’s not just about how  
much better gta V looks on PS4: it’s  
about how it feels. on paper, there’s 

something superficial about the additions, 
but the first-person mode alone makes  
this a different game to play. Details which 
previously went ignored or unnoticed are 
now thrust in your face. Sometimes they’re 
subtle things: gently blowing hair in 
cutscenes, crisper textures on clothes. 
other times… well… other times they’re 
wang jokes, hidden in plain sight.

These details recede when compared with 
Los Santos’ heightened sense of place. A 
sunny evening in GTA will make you want to 
nip to Ponsonby’s to purchase a sports 

jacket, just so you can cruise around in the 
pale glow of the darkening city. That’s right: 
it’s a game that can make you buy 
nonexistent clothing for a pretend character, 
just because the imaginary weather is good. 
Just think about that. It’s incredible. Don’t 
ask what happens when we’re Trevor…

amUSemenT Pork
More than anything, it’s just more fun. 
Remember fun? It’s great. Tumbling around 
in first-person feels more anarchic than 
ever; sometimes you have to stop and 
remind yourself that you’re responsible for 
all this chaos. The additional stuff still has 
the power to surprise and please. True 

happiness is eating a peyote plant then 
careening around Vinewood Boulevard as  
a blisteringly angry pig.

Then there’s the small matter of an  
extra layer of sheen on one of the best 
games ever made. Notice the ‘one’, there? In 
last year’s GOTY Awards, GTA V just missed 
out to The Last Of Us. This year? Well, 
you’ll have to wait and see, but there’s 
clearly an emerging case of Bridesmaid 
Syndrome here. That said, it’s still our 
favourite game on PS4: full of colour, life and 
cutting satire. If you want to know exactly 
how good it is, pop over to p90 for our 
official verdict when you’re done here.
Format PS4 / Pub Rockstar / Score 10/10

Los Santos is more spectacular than ever on PS4

2

PHil iWaniUk
gameS ediTor
alien: iSolaTion

daVe 
meikleHam
neWS ediTor
deSTiny

dom 
reSeigH-linColn
ProdUCTion ediTor
dragon age: inqUiSiTion

Nothing else has come close to 
eating away my nights and 
savaging my sleeping patterns  
quite like Bungie’s mmo hybrid. 
that Destiny is a wonderfully 
solid shooter is a given. What 
really makes it my goty is  
the intoxicating subculture of 
building your own adventure.

Creative assembly creates a 
sense of place aboard the 
Sevastopol that almost makes 
Vr tech seem irrelevant. In my 
memories of alien Isolation,  
I was there, and tangible 
atmosphere like that doesn’t 
come around very often. the 
soothing balm for the sores 
Colonial marines left you with.

mmm, don’t you just love the 
smell of high-fantasy in the 
morning? I know I do… so much 
so that my obsession with 
Bioware’s reinvigorated 
action-rPg is bordering on 
Skyrim levels of adoration. and 
let’s be honest – there are few 
compliments bigger than that. 



game of the year
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a l i e n  i s o l at i o n

Better late than never? for Creative 
assembly, and one of history’s most 
mistreated franchises, absolutely.  

as the voting has borne out, this is the 
interactive experience that ridley Scott’s 
masterpiece always deserved. Just how 
good is your game of the year 2014? Put  
it this way: sufficiently so to wipe away the 
memory of aliens: Colonial marines.

 On the one hand it’s difficult to 
understand why it’s taken so long for a 
studio to attempt to capture the true spirit 
of Alien – tension, dread, solitude – because 
these are the things for which the movie is 
so revered. On the other it makes perfect 
sense: not only is it more than a bit tricky  
to deconstruct, distil and then transfer  
the essence of a work of genius across 
mediums, it’s also extremely bold. Gamers’ 
interactions with hostile extraterrestrials 
have, up until this point, almost exclusively 
boiled down to aggression. Shoot, bomb, 
blast, zap – it’s been about cutting down 
hordes of the things in the name of reaching 
checkpoints and making progress. Isolation 
changes all of this.

Hide and eeek 
In fact, it alters a dynamic that’s consistent 
across almost all games, sci-fi or not: power. 
Even in the majority of stealth experiences 
you have a toolset sufficient to make you the 
most dangerous person around; you are the 
hunter. Well, now you get to know how all 
those poor NPCs have felt all these years. 

Yes your Amanda Ripley gets given some 
weapons, and yes her frankly remarkable 
crafting abilities mean that other survivors 
aboard the Sevastopol eventually pose little 
threat. But no matter how well-equipped 
you become you’re still nothing more than a 
walking canapé for the game’s multi-jawed 
menace. What this means is that being 
sneaky and being smart aren’t options, 
they’re necessities. It means you can never 
relax. And it means a constant sense of 
fear, oppression and dread… and just what 
cinematic classic does that remind you of?

 Also worthy of immense praise is Creative 
Assembly’s staggering attention to detail 
from both a visual and audio perspective 
when it comes to world-building – there may 
never have been a more lovingly constructed 
homage. Topping all of this off is the fact that 
the developer doesn’t simply slavishly  
adhere to the source material, cleverly 
expanding on and subverting your 
expectations as the climax approaches.

 In a year of new-gen Far Cry, 
PlayStation’s first great MMO, and the 
plucky little trier sitting at number two 
on this list, Alien: Isolation is a surprising 
winner of OPM’s prestigious award. But it’s 
an absolutely deserving one. It’s bold, it’s 
considered, and it’s different, and these are 
things that we have to celebrate if we want 
to see them more often. Plus it’s not for 
nothing that it’s taken three whole decades 
to get this right. 
Format PS4, PS3 / Pub Sega / Score 8/10

And your winner is? Ripley, believe it or not…

dev talk
“It’s really an honour to win the official PlayStation magazine game of the year award. We set out to make 
the alien game we had always wanted to play and to hear that it’s not only the alien game you always wanted 
to play, but your game of the year is truly humbling. the team here at Creative assembly would like to thank 
everyone who voted for alien: Isolation. your passion and excitement for gaming is what drives us as a 
studio to make innovative and challenging new games and we cannot thank you enough.” 
al Hope 
Creative director

1



REE LIMITED EDITION STAR WARS ART CARDS INSIDE!

FREE LIMITED EDITION STAR WARS ART CARDS INSIDE!

ARS REBELS

RADCLIFFE
HE YEAR'S 
NTASY
ADS UP ATE

★★★
★
★
★
★
★
★

★★★★★
★
★
★
★
★★

THE WORLD’S BEST MOVIE REVIEWS 

EXCLUSIVE INTERVIEWS!
BRAD PITTDAVID FINCHERROBERT DOWNEY JR.

★
★★★★
★

★★★

 WARS REBELS INTERSTELLAR HORRIBLE BOSSES 2

PREVIEW
WINTER

IE W NOVEMBER  2014 PRINTED IN THE UK  £3.99

62
16

08/09/2014   11:44

NOVEMBER  2014 
PRINTED IN THE UK  £5.99
£6.49 OUTSIDE UK AND EIRE

2 FREE GIFTS! STEAM KEY FOR 
SPACE HACK

THE SECRET WORLD 
NEW PLAYERS PACK

◆PCG DOGFIGHTS 
IN ELITE: DANGEROUS
◆FIND OUT HOW DAYZ HAS 
EVOLVED IN NINE MONTHS
◆HAVE WE FOUND THE BEST
RPG YOU NEVER PLAYED?
◆THE TOP 10 DOWNLOADS

EXTRA LIFE

WORLD EXCLUSIVE

Exclusive: inside 
Obsidian’s colossal RPG

PILLARS OF 
ETERNITY 25

BEST 
ADVENTURE

 GAMES
From Broken 

Sword to Grim 
Fandango

BIOWARE’S SHADOW REALMS
METAL GEAR SOLID V – IT’S ON PC! 

COD: ADVANCED WARFARE

  PREVIEWED!  

BALDUR’S GATE REBORN

NO 
MAN’S 
SKY
Discover 
billions of 
worlds

FAR 
CRY 4
The FPS that wants you 
to rewrite the rules

Oculus Rift
TEN NEW WAYS VR 

WILL AMAZE YOU

FREE LIMITED EDITION STAR WARS ART CARDS INSIDE!FREE LIMITED EDITION STAR WARS ART CARDS INSIDE!

DANIEL RADCLIFFE
SIZZLES IN THE YEAR'S 
DARKEST FANTASY
HORNS HEADS UP 
THE ULTIMATE

COMPLETE ACCESS!

★★★
★
★
★
★
★

★★
★★★

★
★
★
★
★
★★

THE WORLD’S BEST MOVIE REVIEWS 

EXCLUSIVE 
INTERVIEWS!

BRAD PITT
DAVID FINCHER

ROBERT DOWNEY JR.

★★
★★★ ★★
★★

STAR WARS REBELSTHE HOBBIT 3 INTERSTELLAR HORRIBLE BOSSES 2

PREVIEWWINTER

P R E V I E W
NOVEMBER  2014 PRINTED IN THE UK  £3.99

62
16

NOVEMBER 2014   
ISSUE 225
TOTALFILM.COM

 Or call us on 0844 848 2852/Z501

2 easy ways to order

SAVE UP TO 50%SAVE UP TO 46% SAVE UP TO 50%SAVE UP TO 42%SAVE UP TO 50%
FROM £17.99FROM £18.99 FROM £20.99FROM £19.99FROM £20.99

Savings compared to buying 2 year’s worth of full priced issues from UK newsstand. This offer is for new print subscribers only. You will receive 13 issues in a year. Full details of the 
Direct Debit guarantee are available upon request. If you are dissatisfied in any way you can write to us or call us to cancel your subscription at any time and we will refund you for all 

unmailed issues. Prices correct at point of print and subject to change. For full terms and conditions please visit: myfavm.ag/magterms Offer ends: 31st January 2015

SAVE UP TO 57% SAVE UP TO 55% SAVE UP TO 45% SAVE UP TO 35% SAVE UP TO 50% SAVE UP TO 50% SAVE UP TO 40%
FROM £15.99 FROM £12.99 FROM £21.49 FROM £22.49 FROM £20.99 FROM £21.49 FROM £25.49

quote Z501 Lines open Mon to Fri 8am – 9.30pm
and Sat 8am – 4pm



073

c o n t e n t s

far cry 4 74 | assassin’s creed unity 78 | littlebigplanet 3 80
dragon age: inquisition 84 | assassin’s creed rogue 87 | wwe 2k15 88   
grand theft auto V 90 | the binding of isaac: rebirth 95

10 incredible
the kind of phenomenal 
experience rarely seen in  
a console generation.

9 Outstanding
unreservedly brilliant – this 
should be in every collection.

8 Very gOOd
a truly excellent game, marred 
by just a few minor issues.

7 gOOd
a great concept unfulfilled or 
the familiar done well, but still 
well worth playing.

6 decent
fun in parts, flawed in others, 
but more right than wrong.

5 aVerage
what you expect and little 
more, this is for devotees only.

4 belOw aVerage
any bright ideas are drowning 
in a sea of bugs or mediocrity.

3 POOr
a seriously flawed game with 
little merit on any level.

2 awful
disgraceful: the disc would be 
more beneficial as a coaster.

1 HOrrific
own this and you’ll be swiftly, 
justifiably, exiled from society.

OPM scOres

gOld award
awarded to a game that’s 
brilliantly executed on every 
level, combining significant 
innovation, near-flawless 
gameplay, great graphics 
and lasting appeal.

editOr’s award
not at the very highest 
echelon, but this is a game 
that deserves recognition 
and special praise based on 
its ambition, innovation or 
other notable achievement.

Gold  
award

editor’s  
award

74 far  
cry 4
ubisoft attempts to 
scale even loftier heights 
than it reached in far 
cry 3… with more of the 
same (plus elephants).
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review“far cry 4 is a wonderfully 
accomplished and gloriously  
silly open-world offering.”

The cold wonder of Kyrat 
is even prettier than Rook 
Islands, though every 
inch as carnivorous.
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i n f o
Format ps4
also on ps3
Eta out now
PuB ubisoft
DEv ubisoft 
montreal

W
ho knew eagles were 
such dicks? Forget the 
resplendent bird of prey 
whose feathered majesty 
graces the seal of the US 
President. In Ubisoft’s 
chilly open-world shooter, 

every one of the bastards wants to eat your 
eyeballs. Then again, almost every creature 
in the fictional Himalayan province of Kyrat 
wants to feast on poor Ajay Ghale’s innards. 
Not that I’m complaining: Far Cry 4 is a 
wonderfully accomplished, gloriously silly 
sandbox that thrills in ways few other blasters 
can. A place where a hugely entertaining Really 
Wild Show informs all of your actions – 
Michaela Strachan would be giddy.     

Maybe I’ll have time to go gaga over vicious 
honey badgers later – but first, let’s establish 
what Far Cry 4 isn’t. This is not a rulebook-
rewriting franchise changer. Instead, what you’re 
presented is a fairly straightforward facsimile of 
Far Cry 3; albeit with the option of playing the 
entire game – minus story missions – in drop-
in/drop-out two-player co-op. 

Stealthy shooting, constant collectibles, 
a plethora of side-quest distractions – the 
free-romaing DNA of Jason Brody’s adventure 
is splattered everywhere. If your PlayStation 
passport already sports a Rook Islands stamp 
after 30 hours of liberating outposts, scaling 
signal towers and stabbing Sumatran tigers, then 
the frigid wonders of Kyrat won’t hold too many 
surprises, at least not mechanically.   

rook who’s talking 
Again, none of this is a complaint. Such was 
the core brilliance of that tropical jaunt and its 
myriad interconnected systems that I’m only too 
happy to replay the same beats here. Not that 
Far Cry 4 feels in any way stale; the compelling 
scenery change is way too dramatic for that. 

Hot damn is it ever pretty. Startlingly 
crisp 1080p presentation melds with smooth 
performance that holds steady at a mostly-locked 
30fps while still boasting all manner of gorgeous 

Far Cry 4
Come for the views, stay for the 
elephant-mounted killing sprees 

@oPm_ukshErPa DrEssED man
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lighting, textures and particle effects. There’s no 
question these Himalayan hijinks are a far cr… 
uh, they’re a long way from the sad, stuttering 
900p party AC Unity throws on p78. 

Whether walking, driving or flying around 
Kyrat your eyes are forever massaged by the most 
beguiling of sights. Overlooking a shimmering 
lake while hanging from a sheer rock face via the 
new grapple hook… Using the cover of dancing 
snowstorms to silently sneak up on dudes… 
Admiring elephants gently grazing in flooded 
paddy fields while gliding 100ft above terra 
firma in your wingsuit… All this bitingly cold 
beauty (and super-bitey critters) makes Ghale’s 
playground as striking as any world on PS4.

Plot-wise, you’re in similar territory to the 
last game. Far Cry’s ‘thing’ is to plonk a tourist 
into a foreign land – here Ghale visits the 
Himalayas to scatter his momma’s ashes – then 
frame the narrative around a charismatic Bond 
villain. And in Pagan Min, the extroverted despot 
king of Kyrat, the fourth entry certainly doesn’t 
disappoint in the evil ’tache-twirling stakes.

Troy Baker clearly has a ball 
playing Min with a campy yet 
cancerous spite. He’s constantly 
regaling me with tales over the 
radio; whether it’s informing 
me of his love for Kayne 
West’s Twitter or his desire 
to see, “Beckham bring the LA 
Galaxy over to play his best 
11” – who are probably fielded 
entirely by Asian rhinos. 

sin min 
The main story, surrounding 
a civil war between the native 
Golden Path faction and Pagan’s 
forces, is mainly disposable, 
true. Yet really it’s only there 
to provide a window dressing 
so the game has an excuse 
to catapult me between the 
cast of wide-eyed gun barons, 
weird stoners and crooked CIA 
agents, all of whom need lots of 
men shot in the face.

Of course, the scripted plot 
isn’t the real story. That comes 
in the minute-to-minute action 
the ever-organic shooting 
and procedural animal attacks 

bring to the table. There are 
so many parameters that can 
affect the action, Far Cry 4 
often descends into a thrilling 
carousel of carnivore chaos.

Having trouble taking that 
enemy outpost? Toss some 
bait near a guard and seconds 
later a snow leopard/wolf/bear/
feral dog will be nuzzling on 
the oesophagus of any enemy 
in a 60ft radius. Can’t be arsed 
methodically marking all those 
men with your binoculars for 
that recon-conscious stealth 
attack? Hop on an elephant (by 
Babar’s tusks are they a hoot 
to ride) and let the beast toss 
baddies and jeeps around with 
a devastating trunk attack. 

Rook Islands’ deadly circle of 
life was a generous side salad 
next to the main steak course 
of the sneaky shooting. But 
here, in game four, the animals 
are the real stars of the plate. 

You may have noticed 
I’ve not mentioned the guns 
yet. That’s odd, right? Well, 
it’s merely a by-product of 

“ghale’s bitingly-cold 
playground is as striking 
as any world on ps4.”

right Look, I 
don’t want to 
be friends, Mr 
Eagle. Now 
would you mind 
not pecking my 
lips off, please?

left Pagan’s 
knifey candlelit 
suppers could 
learn a thing  
or two from  
Mrs Bucket.
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them being so reliable. Such 
is the seamless quality and 
mule-kicking heft of the 
customisable array of pistols, 
AKs, shotguns, grenade 
launchers and bows, I take the 
act of filling men with forceful 
lead for granted.  

Far Cry 4 is a deliciously 
scattershot experience 
brimming with enticing 
distractions. As such, here  
are some appropriately random 
observations. So… the tiny 
Buzzer helicopter is a godsend, 
letting me zip around the  
map in the blink of a rotating  
blade. Cornering in a tuk-tuk  
is surprisingly ace – I love  
the drifting pleasures of the e 
handbrake. Vehicle takedowns 
look absurdly cool. Oh, and 
the searingly pretty Shangri-La 
quests see me instructing a 
white tiger to maul teleporting 
tribesmen. Delightful.

Like its sweltering 
predecessor, the sheer 
wealth of content means I 
dictate the game’s pacing. 

v e r d i c t

above Weirdly, 
rhinos aren’t 
keen on having 
Molotovs hurled 
in their general 
direction.

right Shangri-
La is super-
pretty. Though 
admittedly 
heavy on the 
tiger maulings.

above Elephants are quite peaceful, unlike Fred I’m On Fire. Why won’t you die?

the opm breakdown

13% using a 
silenced sniper 
rifle to down 
fools from half  
a mile away.  
eat distant lead.

24% using  
the buzzer  
to admire the 
mesmerising 
majesty of the 
himalay… oh,  
i’ve hit a tree.

11% lobbing 
chunks of meat at 
guards to lure in 
predators. kill, my 
pretty. kill! 

10% resisting 
the powerful urge 
to pull your own 
ears off thanks to 
an awful radio dJ.

w h a t  y o u  d o  i n …  f a r  c r y  4

35%
Everything 

reminding you of 
Far Cry 3 – then 
not caring since 
FC4 is so ace.

dumbo rides
there’s nowt quite so empowering 

as hopping onto the hide of an 
elephant and trampling all manner of 
bad guys with what’s essentially the 

tank of the animal kingdom.

hapless bystanders
trying (and failing) to defend ruddy 
hapless civilians in animal quests. at 

least try to defend yourself, man! 
there’s some sort of himalayan fox 

chewing your face. 

l o v i n g / h a t i n g

a wild and varied sandbox 
shooter that dazzles with 
sublime scenery and delights 
with a thriving animal 
ecosystem. frosty fun 
guaranteed. Dave meikleham

Campaign missions are well 
choreographed, if a little 
similar to Far Cry 3’s – burn 
yet more drug fields! Yet 
there are so many tasty palate 
cleansers, I never feel like 
I’m treading nippy water. 
Races; assassination missions; 
random hostage rescues; 
hunting quests; fortresses to be 
conquered; convoys to be blown 
up; propaganda posters to be 
pulled down – every activity 
is tied into levelling-up Ghale 
with new abilities and thus 
always feels worthwhile. 

Does Far Cry 4 play things 
a tad safe? Perhaps. Is it still 
an utterly captivating open-
world? Damn straight. Just keep 
your knife handy. Those honey 
badgers are buggers.

s t a t  p a c k

Story missions 
– one of which 
sees a women 

eaten by a tiger/
wolf tag team.

The age of 
antagonist Pagan 
Min. Make sure 

the dictator 
doesn’t reach 50.

Enemy outposts 
to ‘liberate’. In 
other words, 
clear out with 
your machete.

18 4832 24
Bell towers to 

scale. Each one 
you climb reveals 
hidden goodies 

on the map.

m u lt i p l a y e r

the battles of kyrat 
mode offers 5v5 killing 
sprees, pitting the 
golden path against the 
rakshasa over big ol’ 
chunks of the main map. 
the latter faction can 
teleport dishonored-
style and turn invisible, 
spicing up the slightly 
perfunctory action. 

7%  pissing off 
forever-agitated 
rhinos. they love 
ramming cars.
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bronze
awarded for flying a 
total of 5000m in the 

oh-so-fun wingsuit. go 
on, unleash your inner 

flying squirrel. 

silver
perform a vehicle 

takedown to unlock 
this silver pot. you’ll 

have to upgrade your 
skill tree first. 

gold
learn all skills and a 

golden trinket awaits. 
best get taking down as 
many outposts as you 

can for some sweet Xp.
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DEv UbiSOfT 
MONTreal

 assassin’s crEED unity
I see Paris, I see France, I see AnvilNext’s underpants

Quick history lesson (badum-tish!). Ever 
since 2007’s original, Assassin’s Creed 
hasn’t been a series about reliving 
moments in history but one about 

living in the present or near-future and using 
the Animus (essentially a big computer) to 
simulate said historical moments. The Animus 
sifts through your character’s ‘ancestral DNA’ 
to create these past worlds, and often, for 
plot reasons I don’t need to go into, one of 
your buddies will hack into its code during 
the course of the main story and start 
manipulating the software while you explore.

Why is it important that you know this? Because 
the same is true of Assassin’s Creed Unity, and 
this fiction gives rise to one particular scene in 
which a key character says to you: “you’ll also run 
into a lot of incomplete, corrupted code.”

Ha! Ha. Heh. Oh…
Unity is a game of extremes. As the first 

current-gen-only Creed, it attempts to introduce 
radical new ideas and succeeds on most counts. 
Some of the new mission structures, for instance, 
are among the best-crafted quests the series has 
ever hosted. The problem is that they’re encased 
in a buggy, broken experience that can’t keep up. 
New engine AnvilNext was created to wring the 
most out of PS4’s power, but instead it splutters 
and splurts and almost ruins the game.

In my opening hours alone 
I fall through the world into 
blue nothingness, I manage to 
climb into walls on numerous 
occasions, my map screen and 
inventory menus die on me 
and refuse to load, and on three 
separate missions my main 
targets reach a point in their 
patrols and just… stop. Forever.

Then there are the busier 
chase scenes where the 
framerate nosedives into 
what must be single-figures, 
the street-walking moments 
where characters and items are 
popping-in from nothingness 
no more than a couple of 
metres from my face, whole 
animation skips where Arno 
near-enough teleports between 
buildings or up walls, and too 
many clipping fails to count.

Paris is an amazing 
city to explore, but  
be prepared to repeat 
the same crowd 
events over and over.

Sound drop-outs? Yep. Pop-
ups overlapping and obscuring 
other key HUD elements? 
Indeed. And it’s not a bug, 
but dumb AI and flaky cover 
mechanics spoil stealth.

an EiFFEl oF issuEs
There’s no point moaning 
about the drop from Black 
Flag’s 1080p to 900p when 
Unity’s this unstable. Even  
the parkour system feels half-
baked: Arno does things I don’t 
want (somewhere down below 
I’m convinced there’s an entire 
circle of Hell devoted to trying 
to climb in and out of windows 
without any issues).

I’m genuinely horrified  
that a game built by hundreds 
of people can be released in 
this state. It’s not an isolated 

@PellokimErDE mystEry

“UbiSOfT haS bUilT a WOrld 
fOr ScreeNShOTS, NOT fOr 
30 hOUrS Of PrObiNg.”
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incident (remember Bethesda’s 
Fallout: New Vegas?), but Unity 
can’t be excused with a tu 
quoque argument.

It feels like Ubi’s built a 
world for screenshots, not 
for 30 hours of probing and 
experimenting and, ultimately, 
breaking. At least quick 
checkpoint reloads and fast-
travelling across the map seem 
to fix immediate problems, 
though I shouldn’t have to 
resort to ways to bypass bugs.

But I do regardless because, 
to revisit an earlier point, 
it’s a game of extremes. And 
portions of Unity are great.

Take the time period-
hopping ‘server bridges’, which 
are thrilling rollercoaster 
set-pieces that indirectly 
replace the old, linear secret 
locations. Awesome. Unity’s 
true assassination missions, 
meanwhile, are micro Hitman 
levels. Though more restrictive 
and less sandboxy than baldy’s 
hits, they let me observe, plan, 
experiment and have fun.

I’m free to find my own 
infiltration methods and 
cunning ways to kill my target. 
It should always have been this 
way, and Creed must embrace 
this thinking and apply it to 
more missions in future games.

Some stagnant quest types 
remain (tailing – ugh), but 
Paris is such a fascinating city 
that the world helps balance 
against that disappointment, 
and a few dull missions are 
thankfully in the minority.

Ubisoft knows it’s messed 
up. Critical patches should 
be released by the time you 
read this, and it’s giving away 
the first DLC pack for free to 
apologise. There is fun here – 
you just need to wait for it.

v e r d i c t

the opm breakdown

20% falling in 
love with the 
assassination 
setups, even if 
the ai doesn’t 
always play nice.

15% fast- 
travelling  
and reloading 
previous 
checkpoints  
to unravel  
bug effects.

19% actually 
caring about the 
story’s characters. 
Well, some of  
them, at least.

9% glugging  
down medicine 
bottles in the 
middle of combat.

4% Switching 
most of the hUd 
off to remove the 
on-screen clutter.

w h a t  y o u  d o  i n …  a s s a s s i n ’ s  c r e e d  u n i t y

33%
Swooning over 

Paris. Those roof 
shapes… Those 
chimneys… It’s 

gorgeous.

right You need 
to purchase a 
lot of moves 
using one of the 
four (!) game 
currencies.

below When 
they’re not 
popping-in the 
crowd detail is 
quite terrific.

above left Arno is good (if not an Ezio-beater), but Elise is the real star.

t r o p h y  c a b i n e t

c
u
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ta

in call

th
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riosity

bronze
enter the rifts dotted 
over Paris and rescue 

seven assassins 
trapped inside the void 

for this pot.

silver
Officially you need to 
‘open every chest in 

the game’ but you can 
actually ignore Nomad 

and initiate ones.

gold
beat the bugs and wrap 
up the game by ending 

arno’s tale and 
completing the 12th 

dNa sequence.

bugs really throw Unity under 
the guillotine. if it’s sufficiently 
patched in the coming weeks 
then mentally bump up the 
score a touch, but Unity’s good 
points are buried beneath 
frustration. matthew Pellett

m u lt i p l a y e r

There are a lot of co-op 
missions, and while  
i struggled to get 
consistent co-op time in 
the week after release 
what i did sample was 
encouraging. We’ll have 
a full review next issue 
as well as an update on 
the single-player game’s 
post-patch evolution.
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While our scores 
suggest otherwise it’s 
still better than iii (yep, 

even with bugs), but 
acii scaled to yet 

unmatched heights.
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One of Unity’s most maddening 
features is the constant Companion 
App push. Select chests and 
in-game items demand you sync the 
App to unlock, but the rudimentary 

glyph puzzles and contract missions go stale quickly – 
making this particular feature a real chore.

a l s o  o n  t a b l e t s
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“the levels are a 
hotch-potch of luke-
warm platforming and 
cosy fry narration.”

LBP3 also boasts a 
bigger voice cast, with 
Tara Strong and Peter 
Serafinowicz on board.
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i n f o
Format ps4
also on ps3
Eta out now
PuB sony
DEv sumo digital

T
he magic of LittleBigPlanet has 
always come from filling its world 
of blank, Hessian whimsy with 
your own personal flavour, and 
happily that hasn’t changed in 
LBP3. Bare sweeps of cardboard 
beg to be decorated, Sackboy 

wants dressing as a spaceman, a clown, a Final 
Fantasy character – and an empty craftworld 
moon hangs inside your pod, inviting you to 
fill it with your own levels.

But that’s never been the full package. The other 
half of LittleBigPlanet is a story filled with the 
imaginative quirks of its developer (previously 
Media Molecule, now Sumo Digital – overseers 
of the excellent LittleBigPlanet on PS Vita), and 
it’s here that the latest Sackboy experience falls 
short of its landmark predecessors. 

You’ll breeze through Sumo Digital’s levels in 
one three-hour sitting, but the threadbare run 
time isn’t our main gripe. Normally the story 
serves as inspiration for your own creations, 
a madcap instruction manual spinning with 
ideas and complex intricacy. LBP3 is dull in 
comparison. You’ll visit three hub areas, each  
one centred on unlocking one of three new 
playable characters (more on these in a bit). 

Fry’s narrativE DElight
The levels feeding off these hubs are a hotch-
potch of lukewarm platforming, anchored by 
Stephen Fry’s cosy narration. His script is 
irritatingly twee (“Right then my little chumbly 
wumblies!”) and the gameplay often fiddly 
– more than once I’m forced to restart with 
Sackboy stuck fast between blocks of LBP3’s 
2.5D environment. You’ll float through space, 
you’ll swing through the belly of a monster, 
you’ll bounce around a top-down ice level, but 
everything feels strangely empty – the eccentric 
flamboyance of the first two games sadly absent.

littlEBig
PlanEt 3
Sackboy brings creativity to PS4, 
but loses some of his charm

@rob_pearson86in stitchEs
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The occasional flash of clever comes from  
the five new power-ups Sackboy can brandish 
(our favourite is the ‘Blink Ball’, an orb that 
teleports you whenever you shoot at special 
surfaces), but these are used sparingly; you’re 
introduced to them, you’ll use them for a bit, 
then they’re tucked away, ready for you to 
unleash them in Create mode.

The same goes for the new characters – 
Oddsock, Toggle and Swoop. Unlock them and 
you’re funnelled through an action set-piece 
before taking on an ‘end of hub’ boss – after 
that they’re relegated to predetermined areas 
and only come out to play again during the final 
showdown, or in the excellent four-player co-op 
sections hidden away in the corner of each hub.

This is a real shame, because playing with the 
three newbies is the only time it feels as though 
LBP3 is showing off what it’s truly capable of, 
as each character is a liberating leap above the 
floaty familiarity of Sackboy. Oddsock is fast, and 
hurtles himself into wall-runs, wall-jumps and 
exciting acrobatics. 

Toggle switches between  
tiny and supersized with a click 
of o, allowing him to weigh 
down pressure pads or squeeze 
through tiny gaps (his level 
in particular is full of clever 
design touches). 

Swoop is the weakest of 
an excellent bunch, his aerial 
tricks amounting to little more 
than side-scrolling sections  
of ‘escape this thing’ and ‘now 
escape it quicker’, but all three 
add some much-needed spice 
to a platforming mixture that 
avoids feeling one-note. 
 
layEr cakE
If you want to see the best 
of LBP3 then, you’ll have to 
make it yourself. Create mode 
– which is the game for some 
people – has undergone an 
overhaul, the most exciting  
new feature being you can  
now fiddle about with 16 layers  
of 2.5D level space instead  
of three. Such an abundance of 
extra space means there’s huge 
potential here for creators.

Slides and special blue 
bounce pads are neat ways 
of zipping your character 
through the layers, but the 
most exciting new gizmo is the 
‘Hook Hat’ power-up, which 
lets Sackboy attach to railings 
and then swing about like a 
woolly Tarzan. And that’s just 
the basic, ready-made stuff – 
lord knows what we’ll see when 
the community wizards get 
their hands on all these new 
gadgets.  

Create mode goes beyond 
just building levels however 
– you can now build entire 
adventures by linking levels on 
a map, much like the hubs in 
the story. It’s triple Christmas 
for hardcore creators, with the 
potential to make entire games 
from scratch. 

In a brilliant touch, you can 
import everything from LBP1 
and 2 directly into LBP3 – all 
your tools, pickups, creatures 
and costumes, plus all of your 
created levels, now playable 
with a lick of current-gen PS4 

“create mode goes beyond 
making levels – now you 
can build adventures.”

right It’s all 
about the 
costumes. Here 
we’ve dressed 
Swoop in full 
aviator garb. 
What a dude.

left Mini-
games, such as 
Oddsock’s wall-
jumping one, 
are fun little 
LBP diversions.
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paint. You can even import 
your levels into the new Create 
mode and slap them right in 
the middle of an adventure. 
Ever made a level you wanted 
to turn into something more 
ambitious? Now you can.

Indeed, ‘now you can’ is  
sort of the unofficial motto  
of LBP3’s new creation system. 
Want to cook up a brand new 
power-up that’s not even in the 
game? Now you can. Want to 
scribble an epic quest across 
multiple levels? Yep, that too. 
You can even make a trailer 
for your adventure that your 
friends can watch with a simple 
tap of r before diving in.  

It’s a huge, flexible, daunting 
system, and even if – like me 
– you have the imagination 
of a gnat, there’s heaps of fun 
to be had just poking around 
with stuff to see how it all 
works; attaching logic, tweaking 
behaviour sliders, making 
a giant ball of elastic into a 
marauding plasma hazard…  
It becomes an obsession.  

v e r d i c t

above The 
microchip is 
back, enabling 
creative tweaks 
without the risk 
of cluttering.

right Swoop 
here can fly, so 
his levels are 
suitably speedy 
and filled with 
actiony bits.

above Here’s Sackboy equipped with the Blink Ball, a nifty teleporting device.

the opm breakdown

12% wishing 
sackboy was as 
nimble as toggle, 
oddsock and 
swoop. come on, 
limber up you 
little woolly fella.

13% making 
sackboy dance 
suggestively and 
pull stupid faces. 

25% trying to 
figure out how to 
make your lovely 
new dragon 
breathe fire.

18% scribbling 
down story ideas, 
character designs 
and level hazards.

w h a t  y o u  d o  i n …  L i t t L e b i g p L a n e t  3

27%
Wondering how 

the hell they even 
did that during a 
community level.

less a game, more an endlessly 
inventive creator kit, lbp3  
will disappoint fans looking for 
ready-made adventure but thrill 
those looking to craft their own 
sackboy saga. rob Pearson

Your enjoyment of LBP3, 
then, will ultimately come 
down to how deep you plan on 
diving into the creation tools. 
If you want to casually breeze 
through a bunch of ready-made 
levels then we’d advise holding 
fire until the community hits 
its full creative potential. The 
story levels – while showcasing 
the odd imaginative flourish – 
just aren’t worth the price of 
admission at this stage. 

If, however, you’re itching 
to build your own indie 
masterpiece and think  
Sackboy is less a character  
and more a woolly canvas, then 
LittleBigPlanet 3 is fizzing away 
with possibility. Sound like 
you? Then get in there. Build  
a better game than Sumo has. 

5% figuring it 
out, and having 
your very own 
‘eureka!’ moment.

your new nemesis 
(voiced by hugh laurie) 
is a villainous light bulb.

this big/miniature lad 
solves puzzles by 
altering his size.

returning from lbp2, 
larry guides you 

through ‘popit puzzles’.

f r i e n d s  &  e n e m i e s
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bronze
for this you need  
to max out your 

thermometer in create 
mode, so get filling 

those levels.

siLver
you need to complete 

the cloud caravan level 
with swoop without 

dying. tough, but nail it 
and this silver’s yours.

goLd
pop this gold-coated 

trophy by creating your 
very own adventure 
map in create mode. 
such creativity. wow.

s t a t  p a c k

New power-ups: 
The Pumpinator, 
Blink Ball, Boost 
Boots, Hook Hat 

and The 
Illuminator.

Total number of 
Create tools for 

you to mess 
about with. The 
LBP community 

is going to love it.

Layers of depth 
in the game (up 
from three in 
LBP2). Expect 
some super-

complex levels.

3 2505 16
Brand new 

characters to 
play as, namely 

Oddsock, Toggle 
and Swoop. 

They’re so cute!

h o w  t o …  m a k e  a  f Ly i n g  c a r

1 first you need to select a decent chassis – make sure you choose  
one that lets you stick on loads of modifications. we’ve gone for the, er, 
birthday cake design… don’t judge. 2 slap that down on the grid and it’s 
time to add some cool new gadgets. a thruster and a flapper is a good 
combo if you want serious vehicular airtime. 3 when you’re all done 
being creative, accelerate it off the ramp and see how far you can fly.

1 2 3
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aLSo oN PS3
Eta out now
Pub EA
DEv biowArE

DragoN agE: iNquiSitioN
Fights for the gold in public abound in slow-starting RPG 

F or a period that lasts longer than most 
games in their entirety, Dragon Age: 
Inquisition is wilfully unengaging. If 
you didn’t know how magnificently it 

blossoms into the game you want it to be after, 
oh, 15 hours, there’s every chance you’d just 
give up on it. “Deal with the demon invasion 
yourself, Thedas,” you’ll tell the rolling hills 
and god rays. “This Inquisitor’s done collecting 
ram meat for you.” 

Waking up with the obligatory amnesia after 
the sky tore open and killed everyone in your 
vicinity, your hero or heroine finds themself in 
a game that seems out of ideas before it even 
begins. The Fade Rifts, those green portals 
through which wraiths and demons are spilling 
out, are essentially The Elder Scrolls’ Oblivion 
Gates, and for the first hour you can almost say 
each character’s next line before they do, such 
is the well-travelled narrative path on which the 
story begins. Game Of Thrones it ain’t.

The bigger problem with DA:I’s opening 
though is how poorly it explains its myriad 
systems, and how little incentive you’re given  
to explore them. This isn’t quite an open-world, 
but rather a considerable raft of self-contained 
environments across the two main settings of 
Ferelden and Orlais, so when facing such scale 
you’re not sure whether to approach it like 

Skyrim or Dragon Age II. My 
first ten hours are spent almost 
exclusively in the Hinterlands, 
one of the larger environs, 
hoarding iron, elfroot and 
leather simply because the 
barrage of collectible-based 
quests tell me to. 

Occasionally I gain +1 power, 
or some influence points, but 
it’s not really clear what that 
means, other than that I need 
more in order to tackle the 
next primary quest mission. 
Back to strip-mining the 
area of resources, then. I also 
experience numerous freezes, 
though a day one patch has 
since fixed some of the faults.

FLamE war
At least the combat’s solid 
from the off. There are stamina 
and XP bonuses for combining 
powers with other party 
members and a screen to edit 
their behaviour scripts (when 
they use healing potions, how 
many they’ll leave for you, etc). 
But we’re not in the pause-

Violence: the 
solution to, and 
cause of, all of 
Thedas’ problems.

and-play, old school territory of 
Dragon Age: Origins, and that’s 
not necessarily a bad thing.

When you finally satisfy 
Bioware’s demand that you 
play dress-up as an Assassin’s 
Creed level-janitor tidying up 
the mini-map of detritus for 
a few hours, DA:I improves 
exponentially. The meters and 
gauges that once baffled now 
form an interesting strategic 
layer, power being a kind of 
currency used to perform 
operations in person or via 
agents on your behalf. You are 
the leader of the Inquisition, 
after all, the only one with the 
power to close Fade Rifts – 
you’re kind of a big deal. 

It was gratifying but faintly 
silly that you were able to 
achieve similar feats with just 
a trio of misfit party members 
in previous Dragon Ages, so 
having agents to send out into 
the world and do your bidding 
builds upon your power fantasy 
most agreeably. When you’re 
not laying siege to fortresses or 

@Philiwaniukto your ELF
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sentencing captured enemies 
from atop your throne, you’re 
empowered to decorate your 
headquarters as you see fit, and 
after a point even the flimsy 
fetch quests take on greater 
meaning as they allow further 
customisation options. 

tiP thE ScaLES
Fluency with all those systems 
takes time. So too does the 
bond that forms between you 
and your intrepid party. Less 
jovial and colourful than Dragon 
Age II’s cast, the supporting 
roles of the Inquisition don’t 
really emerge as engaging 
characters until a couple of 
wonderful story missions that, 
in the rich Bioware tradition, 
take sudden diversions into 
uncharted territory. 

The Orlesian masquerade ball 
you attend as Inquisitor-meets-
detective, full of skullduggery, 
is one such highlight that 
soothes the memory of your 
floundering opening hours. It’s 
then built upon by increasingly 

focused primary quests that 
do the impossible and make 
you care about people and 
places you were initially so 
ambivalent towards, because 
they only seemed to exist to 
get you digging for herbs and 
collecting shards. There’s a 
nagging feeling that ostensibly 
momentous decisions actually 
have little effect on the story, 
but both the narrative and the 
world are robust enough to 
keep you content regardless.   

Dragon Age: Inquisition is 
almost a masterful RPG. Hell, 
after 25 hours it is a masterful 
RPG. With time your early 
frustrations seem almost 
insignificant, but they can’t be 
forgotten entirely.  

v e r d i c t

the opm breakdown

17% Just 
standing there, 
listening to your 
party members 
get their bantz 
on. the scamps.

8% Marvelling 
as an area 
transforms  
in appearance 
after you  
[SPoiLErS].

10% taking great 
pains to choose 
the throne that 
best portrays 
your reign.

25% Closing  
Fade rifts. 
Endless, repetitive 
Fade rifts.

3% realising 
horse travel isn’t 
broken, you just have 
a rubbish horse.

w h a t  y o u  d o  i n …  d r a g o n  a g e :  i n q u i s i t i o n

37%
Pinging for loot 
by pressing R3.
Until it actually 

hurts to do this.

t h e  f i r s t  f i v e  h o u r s …

1 ooh, cool character creation mode. which outer iris colour to choose? 
Life is so hard sometimes. 2 Finally get a weapon, almost immediately 
told to put it down again. Chill out Cassandra, yeah? 3 First three party 
members are finally recruited and a few Fade rifts are dispatched.  
4 Farming lots of elfroot like a good little item-fetcher. 5 Yep, still living 
a life entirely centred on elfroot. oh, and ram leather.

1 32 4 5

c o m p e l - o - g r a p h

Fetching stuff. 

Story starts  
to emerge. 

Masquerade 
ball in Orlais. 

Feel like an 
Inquisitor. 

TIMe0 30 hours

DoriaN

c
a

SS

aNDra
coLE

Errol Flynn ‘tache, rakish 
manner, bloody great 
mage staff to kill folks.

returns from DAii to 
look stern and roll her 

‘r’s unconvincingly.

the quiet type. 
Fascinating backstory, 

but, y’know, [SPoiLErS].

f r i e n d s  &  e n e m i e s

right We’ll 
cover the 
multiplayer next 
month. Briefly, 
though: it’s  
total bobbins.

below Frostbite 
3 plays its part 
magnificently 
on the Western 
Approach.

above left It takes a long time before your archer gains Legolas-like power.

As crazy is it sounds, it’s 
worth braving a bewildering 
and uninspiring opening act 
that lasts longer than a CoD 
campaign to reach the real 
Dragon Age: inquisition. A flawed 
almost-classic. Phil iwaniuk

Run out  
of power. 

It surprises me when I look back, given how 
deeply enamoured I am with Thedas, how 
angry that opening chunk makes me feel. It 

seemed for the longest time that the series’ fine focus 
on character development had been thrown on the 
altar of Assassin’s Creed-esque gauge filling. You really 
do need to muscle through this terrible start. Manage 
that and you’ll be treated to some of Bioware’s best 
writing to date. Matthew Sakuraoka-Gilman

s e c o n d  o p i n i o n  i n q u i s i t i v e  s o u l
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i n f o Format PS4 also on PS3 Eta OUT NOW  
Pub MIDNIGHT CITY DEv DOUble FINe

CostumE QuEst 2
Smelly feet, or good to eat?

 Costume Quest was a short, sweet little 
RPG set on Hallowe’en night, which 
saw two trick-or-treating siblings 

innocently blunder into some pretty serious 
trouble. Its sequel is happy to stick to the 
same template, changing the antagonist (a 
malevolent dentist replaces the original’s evil 
witch) and upping the stakes (rather than 
rescuing your sibling you’re both tasked with 
saving your town from a candy-free future). 
So it’s essentially more of the same.

All of which means you spend most of 
your time knocking on doors and either 
collecting sweets – your currency in this 
syrupy world – or battling monsters in turn-
based combat shenanigans. They might be 
wearing cut-down curtains and cardboard, 
but these kids’ imaginations are powerful 
enough to see them transform into giant 
heroes, including a wizard, a pharaoh and 
a pterodactyl. Hit buttons as attacks land 
and you power-up your moves and minimise 
damage from incoming blows, while each 
costume empowers you against one type of 
enemy while leaving you weak to another.1   

Not that you’ll ever really need to 
strategise. Though you’ll face semi-regular 
jaunts to the nearest water fountain to heal 
between scraps – solving the first game’s 
absence of save points – you’re never under 
any serious threat. It’s like taking candy 
from, well, a kindly old neighbour. 

Still, the humour in the transformations 
and the spectacularly silly special moves2 
are all the encouragement you need to 
mix things up a little, and there’s charm to 
spare in both the world and the 
dialogue. A little extra ambition 
and depth wouldn’t have gone 
amiss, but this is definitely more 
treat than trick. Chris schilling 

FootnotEs 1 Try using a turn to deploy one of your Creepy Treat 
Cards, which add buffs, XP boosts and more. 2 My favourite one is 
the hilarious Thomas Jefferson’s Declaration Of Destruction.

i n f o Format PS3 Eta OUT NOW  
Pub DeeP SIlveR DEv FATSHARk

EsCaPE DEaD 
islanD
I’ve got to break free

W hile it’s by no means completely 
abhorrent, this third-person spin-off 
from the already middling, though 

well-intentioned, tropical zombie bashing 
series is most certainly not something you’ll 
want shambling across your path. “Aim for 
the head,” or, “Remove the brain.” These 
are sufficient instructions when facing 
off against real life zeds. Considering how 
impossibly dull an experience escape Dead 
Island can be, it might be worth applying 
them to yourself if you end up playing it.

You are Cliff Calo, a dead-eyed, go-get-’em 
journo with a coffee stain for a beard and 
a knack for delivering his Crayola-scrawled 
dialogue with all the Shakespearean talent 
of a brick. His buds aren’t too much better, 
squawking exposition about as effectively as 
a pelican with one foot stuck in a toaster.1

While it occasionally toys with being an 
action game, asking you to wield makeshift 
clubs and even gifting you with a targeting 
reticule,2 this is, at its core, a stealth game.  
A stealth game that seems to have forgotten 
that Metal Gear Solid, Splinter Cell and about 
two generations of other, better stealth 
games have come and gone and that the 
genre has developed beyond just plonking a 
protagonist in an area and clocking off.

So why the promise that it’s not entirely 
eye-gaugingly bad? Well, the story is 
actually pretty adept at planting fiendish 
promises which end up sucking you in 
despite yourself. Our man Cliff has a spooky 
recurring headache which leads to some 
neat narrative meandering. but 
still, wading through all that offal 
to get to the mildly interesting 
stuff is hardly time well spent. 
matthew sakuraoka-Gilman

FootnotEs 1 In terms of looks, the cel-shaded visuals are at least 
an interesting take on a familiar world. 2 Sadly it rarely works 
properly. It even has a dodge button, but even that’s… ahem, dodgy.

i n f o Format PS4 also on PS3/PS vITA Eta OUT NOW 
Pub WARNeR bROS DEv TT GAMeS

lEGo batman 3: 
bEyonD Gotham
bats to the future

 much like last year’s lego Marvel 
Super Heroes, beyond Gotham gets 
all goofed up on celebrating its own 

history. And while batman may have his mug 
on the box, it’s his cohorts who are the real 
stars of the show. bringing in the dastardly 
brainiac and the galactic conflict of the 
lantern Corps gives the series a Guardians 
Of The Galaxy-style kick up the backside.

vehicle sections are now handled 
Resogun-style, with intense rotating battles 
against enemies such as the Sinestro and 
the Reach. by ‘Resogun-style’ I, of course, 
mean ‘complete and utter rip-off’, but these 
bits are still hella fun and spread out far 
enough across the 15 chapter-long story  
to avoid feeling too plagiaristic.

little additions elsewhere make all the 
difference. Costume pads are no more – 
simply hold w to open a radial wheel that 
changes a character’s costume in a flash. 
The giant ‘lego big’ character sizes from 
Marvel Super Heroes also make their DC 
debut, along with huge, multi-stage levels 
that practically froth with gags and puzzles.1

bizarrely, bG drops the open-world setup 
that’s made the most recent lego games 
such grand experiences. Zooming around 
Gotham in the batmobile was a highlight of 
lego batman 2 and its omission here makes 
the whole game feel needlessly reductive.2

So while the absence of an open-world 
robs some of its sheen, bG’s dedication to 
DC detail makes it a delectable geek feast. 
Finish the story and you unlock an epilogue 
based on the wacky ’66 Tv show. 
And wait, is that the Arkham 
knight batmobile sitting in the 
batcave? Talk about a brucie 
bonus. Dom reseigh-lincoln

FootnotEs 1 Give the mini europe level a go and tell me you didn’t 
finish with a big grin on your face. 2 There are still side-activities to 
complete, but it’s just not the same as having a world to explore.
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i n f o
Format PS3
Eta Out nOw 
Pub ubiSOft
DEv ubiSOft SOfia

 assassin’s crEED: 
roguE
 Ubisoft keeps one foot in the wave

somewhere it’s said that to truly 
understand someone you have to 
walk a mile in their shoes. Well, when 
Rogue flips the Creed coin and the 

Templars land face-up, you get a chance to 
free-run 500 miles in the boots of Assassin-
gone-bad, Shay Patrick Cormac. But the 
question is: will you want to free-run 500 
more? This last-gen-only title takes a bold 
step in terms of story as it tackles the murky 
morality of the Assassins and the Templars, 
but if you came here for the sailing and the 
stabbing then there’s less fresh blood than 
you’d expect from a new title in the series.  

Taking to the seas of the North Atlantic, Rogue 
is essentially a frostier Black Flag. Freezing winds 
whistle across the decks of your new upgradeable 
trusty ship, The Morrigan, and snowflakes hurtle 
across the screen as your sea shanty-singing crew 
steady themselves against the storm. No more 
piña coladas for you, buddy. 

Visually, the freezing world is often beautiful 
and atmospheric as you clamber skyward to  
take in the Northern Lights or admire a glistening 
iceberg on a flat calm Atlantic, but it’s clear that 
Shay is sailing in ACIII territory. You’ll notice 
more than a few recycled assets as you explore 
the Davenport Homestead and New York, with 
some questionably shaded cutscenes lurking. Add 

in all the sound effects from 
Black Flag and an identical 
crafting and navigation system 
and this is essentially Edward 
Kenway’s adventures with a lick 
of icy paint. 

shays oF grEy
With the worst oirish accent 
since Gerard Butler had to 
write a letter apologising to the 
people of Ireland, Shay starts 
out life on the good side of the 
hidden blade before ‘An Event’ 
takes place and switches his 
allegiance. This not only means 
plenty of familiar faces as Ubi 
ties its narrative in a pretty  
(but short, weighing in with 
just six sequences) bow, but 
also that Shay is instantly on 
the hit list of the Brotherhood. 

Being a Big Bad means you’re 
under serious threat of being 
a hidden blade cushion when 
on land, and elements of the 
recently axed multiplayer have 
made their way into Rogue: 
gradually increasing whispers 
when attackers approach, for 

instance. It’s an interesting 
mechanic, but every attacker 
I discovered was a woman 
wearing orange. They clearly 
didn’t get the hood memo. 

There’s no shortage of world 
here, with settlements to claim 
for the British, cave paintings 
to discover, pigeons to  
intercept with an amusing 
sneak animation, constant 
upgrades to your ship and  
even a grenade launcher to 
spice things up, but there’s 
nothing actually fresh. Naval 
gameplay is as strong as ever 
so you won’t be disappointed 
to return to the high seas, if 
only to try a few new cannons 
on for size. But, narrative aside, 
Rogue is content to not push 
the boat out just yet.

@shiny_Demoncor blimEy

v e r d i c t

The threat of assassination 
gives land-based missions an 
extra buzz – especially when 
it's you hunting them down.

an interesting story means 
Rogue is essential for fans of 
Creed lore, but it rests on its 
laurels by using black flag’s 
naval combat wholesale, just in  
a chillier setting. louise blain
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i n f o
Format PS4
Eta Out nOw
Pub 2K GAMES
DEv YuKE’S/ViSuAl 
COnCEPtS

WWE 2K15
Creative issues hamstring otherwise solid grap debut

oh man, the faces. If games were scored 
on their virtual mugs alone, 2K’s first 
PS4 grappler would be pushing for the 
full double digits. From John Cena’s 

Duke Nukem jaw to Triple H’s ‘twinned with 
Sean Bean’ eyes and schnoz, via Khal Drogo 
doppelgänger Roman Reigns and facepainted 
Lady Gaga tribute act Goldust, almost every 
noggin in WWE 2K15 is sensationally lifelike. 

You spend the first two days in its company 
marveling as much at the entrances as the in-
ring action, so perfectly has Visual Concepts 
recaptured the cast of brawlers and bruisers. To 
quote WrestleMania XXX’s supremely beardy 
show-stealer: Yes! Yes! Yes!

Alas, neither fighters nor sports titles – genres 
which predecessor WWE 2K14 straddles with 
some success – can be judged on appearances 
alone. But that’s okay, because gameplay-wise 
2K15 holds up well, too. From bell to bell, this 
is as accurate a recreation of pretend fighting as 
you’ve ever seen on PlayStation. Match pacing 
is improved by a scissor-paper-stone chain-
wrestling mechanic that kicks off any bout not 
involving super heavyweights, and a stamina 
system that punishes you for spamming strong 
grapples. It means that attributes really matter, 
and awareness of character strengths and 
weaknesses throughout is critical.

A tidy new HUD relays 
essential info such as stamina 
and momentum, but what’s 
more impressive is the level 
of visual feedback offered. 
Tired wrestlers drop to a knee 
to regain energy or slump an 
arm over their opponent in 
a desperate pinning attempt, 
while grapplers nursing 
damaged limbs use the ropes  
to regain their feet. 

And the build up to all these 
climactic last-ditch pins is 
similarly captivating. Punches 
and kicks connect snugly, 
slams and other grapple moves 
feel weighty, and constantly-
switching camera angles neatly 
convey the feeling that you’re 
watching Raw. In-ring, much 
like Sheamus, this is a fantastic, 
hard-hitting all-rounder.

In-ring, 2K15 can proclaim 
itself the undisputed 
wrestling champ. Shame 
about everything outside of it.

Can you sense the heel 
turn coming? Yep, like all the 
best WWE storylines, there’s 
a sucker punch just as you 
expect your fave to score King 
Of The Ring honours. In this 
case, it’s, er… everything outside 
of the squared circle.

thE big D’oh
Visual Concepts has clearly 
put superhuman effort into 
improving the actual wrestling 
for this new-gen curtain-
raiser; but in doing so, it’s 
demonstrated some shockingly 
poor judgement when it comes 
to depth and longevity.

For instance, the list of 
match types lost in the leap 
from PS3 to PS4 defies belief. 
Gone are (deep breath) all types 
of triple threats and fatal-

@benjiWilsontriPlE achE

“ShOCKinGlY, thErE’S nO 
wAY tO CrEAtE A fEMAlE 
wrEStlEr in thE GAME.”
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four ways that involve tables, 
ladders or cages, in addition to 
handicap, 2/3 falls, I Quit and 
Inferno matches, tornado tag 
team bouts and special referee 
contests. Staggeringly, one-
on-one ladder match setups 
are out too, even though the 
six-man ‘Money In The Bank’ 
contest does feature. Make 
sense of that one. 

Customisation options have 
been decimated too. Wanna 
make your own belt, or arena, 
or storyline? Buy the PS3 
version (which has its own 
raft of problems), as there’s 
no option to do so here. And 
here’s the real kick-in-the-
Batistas: you can create your 
own grapplers (or download 
others’, via Community 
Creations) – but they have to 
be male. Yes, really: aside from 
the eight divas on the default 
roster, and DLC lassies Paige 
and Emma, there is no way  
to add more female characters 
to the game. That is an 
astounding design decision.

Two new bespoke modes, 
MyCareer and 2K Showcase, do 
offer some sustained interest, 
but you can still grind through 
the pair (and fighting NXT 
nobodies to up your stats while 
dislikable trainer Bill DeMott 
bellows repetitive insults is 
the very definition of grind) 
in under a fortnight. The 
show-creating WWE Universe, 
meanwhile, is near-identical  
to the PS3 version. 

WWE 2K15 is a game 
every wrestling die-hard 
truly must play, if only to 
sample those faces and in-
ring improvements; but with 
nothing sufficient to keep you 
playing, this goes down as a 
Khali-heavy disappointment.

v e r d i c t

the opm breakdown

20% wishing 
Bill DeMott would 
shut the hell up 
throughout 
MyCareer.

13%  
Questioning  
why both Dean 
Ambrose and 
Seth rollins are 
still in the Shield.

19% Marvelling 
at the superb 
likenesses – rVD 
and Dolph Ziggler 
in particular.

9% facepalming 
over the inability to 
play as Stephanie 
McMahon, etc.

w h a t  y o u  d o  i n …  w w e  2 k 1 5

32%
Loving 

everything about 
the game once 

the opening  
bell rings.

right You 
sure feel like a 
loser when you 
discover you 
can’t create a 
single Diva.

below Classic 
Sting’s great 
to play – if you 
pre-ordered the 
game that is.

above left RVD returns to the series this year, with one pretty-looking mug.

Pick up a copy and you’ll have 
seen all current-gen wwE 2K15 
has to offer before the last 
strains of Auld lang Syne die 
away. which is to say: brilliant 
exhibition matches, and not a 
whole lot else. ben Wilson

m u lt i p l a y e r

One-on-one offline 
matches are the best 
way to play, with bouts 
smartly building to 
dramatic last-breath 
pins and accompanying 
curse words. More 
swearing ensues online, 
the instant you discover 
that wrestler entrances 
are disabled.

i s  i t  b e t t e r  t h a n ?

yes

wwE 2K15 on PS4 
narrowly forces EA’s 
Octagon-based effort 

to tap out based on 
appearances alone.

no

 An improvement in 
the ring, yet gigantic 

steps back where 
depth and extra 

content is concerned.

yes

 want a non-wwE 
alternative? Alas, your 

only choice is this 
six-year-old PS3 

mid-carder.

crowd popper
 new character-specific OMG 

Moments, such as Cesaro’s apron 
superplex, add to the uniqueness of 

each playable wrestler.

titan bomb
the lack of custom soundtracks 

across both PS3 and PS4 versions 
means you’re stuck with generic 

themes for anyone you edit.

l o v i n g / h a t i n g

s t a t  p a c k

The number of 
years between 

Sting’s first WCW 
appearance and 
his in-game WWE 
bow. The Stinger!

Cost (in £) of the 
downloadable 
accelerator, 
which allows 

instant access to 
all unlockables.

Playable 
wrestlers 

(including DLC) 
making their 
WWE series 

debuts this year.

3 1.6927 13
Exclusive PS4 

characters 
– namely William 

Regal, Bill DeMott 
and Vickie 

Guerrero. Wow.

7% nodding  
along to flo rida’s 
wild Ones on the 
soundtrack.
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“this ps4 port is the definitive 
edition of an undisputed classic 
thanks to a raft of updates.”

From hunting elk to 
buying $5,000 jackets  
in Rockford Hills, GTA V  
is stunningly varied.
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Gold  
award

i n f o
Format ps4
Eta out now
PuB rockstar
DEv rockstar 
north

T
hat’s it. Show’s over, folks. All the 
other games can give up and go 
home. Rockstar North’s seminal 
sandbox redux is the best game 
I’ve ever played. Yes, really. That’s 
a hell of a statement to make and 
not one I lay out lightly, trust me. 

Is Grand Theft Auto V my favourite game of 
all time? Possibly. Even if it’s not, I’d happily 
argue the fact it’s quantifiably better than any 
other title I can name. There’s simply no other 
game that does so much so well… and it just 
got even better on PS4.     

Rockstar has made a lot of promises since 
this current-gen retake was revealed at E3. A 
significant hike in resolution to 1080p. Increased 
draw distances. New animals. 100 additional 
songs – now with extra Backstreet Boys! A 
revamped foliage system. Better weather effects. 
Oh yeah, and the small matter of a brand new 
first-person mode that transforms driving, 
shooting and on-foot traversal. Good news: every 
promise is delivered on. And then some.

DouBlE DiP DElight
So… what if you’ve already spent 50+ hours in 
San Andreas collecting all the submarine parts, 
nailing every Under The Bridge challenge and 
completing 69 of the best story missions ever  
to grace an open-world – should you double 
dip? Yes. By Trevor Philips’ brain-smeared boots, 
yes. While there’s really no new story content on 
show, this PS4 port is the definitive edition of  
an undisputed classic.

New to GTA V’s world of dark Hollywood 
satire and Heat-influenced heists? God, I envy 
you. If this is your first time experiencing the all-
encompassing criminal delights of Blaine County 

granD 
thEFt  
auto v
The greatest LA story ever  
told makes remastered magic

@oPm_uKCitizEn BlainE

news:every
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you’re in for a hell of a ride. The game is one 
big sumptuous broth where all the ingredients 
work deliciously together. Everything GTA V 
attempts, it nails. Its weighted gun battles and 
snappy cover system match Nathan Drake at his 
‘Holy crap!’ best. The driving model, all buttery 
suspension and crisp turning circles, isn’t just 
leaps ahead of the rubbish dodgem steering of 
Sleeping Dogs and Watch Dogs, it’s better than 
most actual driving games. Hell, even its takes on 
golf, tennis, parachuting, etc are all well done.  

gEt somE PErsPECtivE
GTA V’s status as an undisputed masterpiece 
was never going to change with the transition to 
PS4. What can change is the perspective. Jab the 
touchpad a few times and you’re whisked into 
the head of Michael, Trevor or Franklin. Bring up 
your phone on 8 and you can see the dirt under 
their nails (you mucky pup, Trev) or the swirling 
friction ridges of their fingerprints.

Sure, first-person is a little disorientating at 
first. So much so I ‘accidentally’ curb stomp one 

of the game’s new cats ten 
minutes in. But it’s a persuasive 
effect thanks to the wealth of 
new animations that have been 
added for the fresh camera 
view. Shooting in first-person 
isn’t going to trouble Call Of 
Duty or Battlefield anytime 
soon as aiming feels a little too 
jittery for that. Yet it works 
and is, crucially, fun – even 
channelling a bit of Mirror’s 
Edge as the screen-contorting 
inertia of a combat roll on r 
tries to make you hurl.

Driving around the neon-
dappled streets of Los Santos is 
what the new camera was really 
made for. Sitting behind the 
dash of a Pegassi Vacca, cooing 
at its fancy faux Italian knobs 
*cough*, looking around at all 
the fine stitching of the leather 
seats, is beyond immersive. The 
rather cramped field of view 
can make the dashboard cam a 
tad claustrophobic at times, but 
it manages to make GTA V’s 
already-first-class racing thrills 
even more immediate.   

The resolution bump up to 
1080p also lets you view the 
fine details like never before. 
And boy, is GTA V on PS4 
ever detailed… almost to the 
point of insanity. Case in point: 
wander down to Vespucci 
Beach and you can literally  
read the labels of sun tan lotion 
bottles at a rundown surf shop 
– SPF 25 Orange Veneer, in 
case you’re wondering. 

There are so many visual 
layers here – packets of Sticky 
Ribs Phat Chips in vending 
machines, the chipped glass 
of Trevor’s iFruit phone, the 
variety of dials and switches 
that grace every vehicle’s 
interior – it’s a miracle no one 
at Rockstar went blind creating 
them all. Before, much of this 
incidental detailing was lost 
to PS3’s 720p ceiling, but no 
more. Prepare to read everything.

Draw distance is massively 
improved, too. Take a stroll 
up to the Galileo Observatory 
in the Vinewood Hills and if 
you look through one of its 

“there are so many visual 
details  it’s crazy no one 
went blind making them.”

right Go scuba 
diving near 
Procopio Beach 
and you might 
spot the new 
humpback 
whales. D’aww.

left Wear 
sunglasses  
in first-person 
and the entire 
world will be 
tinted. Cute.
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yes

telescopes (for the extremely 
reasonable fee of an in-game 
buck) you can make out passing 
traffic from miles away. You bet 
your sweet heiney I’d buy that 
for a dollar. Likewise, pilot one 
of the game’s many whirlybirds 
or planes and cars appear 
for far longer on the roads 
below, no longer magically 
disappearing when you hit 
cruising altitude.

lEaF it out
Surprisingly, the game’s 
revamped foliage system 
(simmer down) is actually one 
of the more impressive visual 
upgrades. Go back to the still-
handsome-as-hell-for-PS3 
original and the parks of LS or 
the hills of Tongva Valley are 
barren, as flat green textures 
desperately try to pass for 
grass. But on PS4? Thickets 
of bush, flowers and brush 
wherever you look. Blades 
of grass even react to your 
movements; gently swaying  
as you trample through them.

v e r d i c t

above New, 
more dramatic 
rainfall can 
leave parts of 
the city briefly 
waterlogged.

right Franklin 
gets a new 
photo mini-
game where  
he has to snap  
20 critters.

above You can surf the net on your phone. DS4’s touchpad controls the cursor.

the opm breakdown

14% twitching 
every time your 
in-game mobile 
rings through 
the pad’s 
speaker.

19% crashing 
into traffic. 
there are a lot 
more cars on 
the road now.

20% revelling in 
those wonderfully 
varied, expertly 
designed story 
missions.

6% being mildly 
distracted by ds4’s 
lightbar blinking red 
and blue when you’re 
fleeing from police.

w h a t  y o u  d o  i n …  G r a n d  t h e f t  a u t o  v

32%
Feeling like Ryan 
Gosling in Drive  

as you bomb 
about LS in 

first-person.

the best game on ps3 is now 
the best thing on ps4. a loving, 
comprehensive remaster of 
such quality, it’s damn near  
as essential as oxygen. buy  
it. yesterday. Dave meikleham

So yeah, PS4 GTA = all the 
pretty. There is a slight toll 
charge for the exquisite detail, 
mind. Occasionally, the game 
stutters from its 30fps target, 
dropping a few frames as you 
cross the city. It doesn’t happen 
often, though, and it’s unlikely 
to truly grate unless you see 
everything in The Matrix code.

The fourteen months since 
GTA V’s last-gen release 
have done nothing to dull 
the wonder of its scale or the 
confidence of its execution. A 
PS3 remaster this may be, but 
even in a second playthrough 
this feels fresher and more 
ambitious than any game that’s 
yet been purpose-built for PS4. 
Crime has never looked sharper 
or paid more handsomely.

m u lt i p l a y e r

gta online now 
supports up to 30 
players, up from 16  
on ps3, while all the 
last-gen dlc is included 
for free. for our full 
online verdict on how 
first-person mode 
shakes up team 
deathmatches and  
much more, head to p98.

9% cooing at  
new animals. 
huskies! pugs! 
manta rays!

My first reaction to jumping into the newly-
prettified Los Santos was that I was never 
leaving the house, or indeed doing anything 

else, ever again. And as it happens, that hasn’t changed 
(I write this sat alone, in filth, in the dark). My favourite 
game ever? Not quite. The ‘best’ game ever? You can 
make a very strong argument for it. Joel Gregory

s e c o n d  o p i n i o n  b l a i n e  m a n

t h e  f i r s t  f i v e  h o u r s …

1 switch to first-person during the north yankton prologue. 
temporarily lose your shizzle. 2 suck in that fresh current-gen los 
santos air… then jack into the mind of a rottweiler. 3 invade the 
headquarters of gta’s answer to facebook. 4 pull off a daring jewellery 
heist and escape via the los santos viaduct. pray that cheap driver you 
hired doesn’t take a spill. and… he’s crashed. sigh. 5 say hello to trevor.  

1 32 4 5

i s  i t  b e t t e r  t h a n ?

yes

there may be dropped 
frames, but nothing 

like as bad ubi’s 
bungled hitman. gta is 
just loads better, too.

despite the clever 
nemesis system, los 

santos shames 
mordor with its huge 
array of activities.

yes

destiny may have more 
long-term appeal than 
gta online, but there’s 
much more personality 

in san andreas.
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i n f o Format PS4 Eta Out nOw  
Pub Square enix DEv CryStal DynamiCS

Lara CroFt  
anD thE tEmPLE  
oF osiris
rare ring to go

 L ara’s had a right ol’ time of it lately, 
what with landing on an island infested 
with murderers leaving her in need of 

some intense therapy. She hasn’t felt like her 
old self in ages. the temple Of Osiris fixes 
that by taking her back to her tomb raiding 
roots by seeing her work through a series 
of trap-filled dungeons, albeit in top-down 
form with a few new pals in tow.

there is a brief hint of a plot involving 
aiding some egyptian gods in order to take 
down another, more evil, one, but you’ll 
barely notice it as puzzling and shooting 
things is where the real heart of the game 
lies. each tomb brings a satisfying range of 
levers to pull, platforms to raise and bombs 
to roll at perilously creaky-looking walls that 
will give your noggin a good workout. 

these are broken up by frantic running 
sequences that see you dodging obstacles 
and various types of boulders that make you 
feel like indiana Jones.1 the only things that 
let these forgotten palaces of booby traps 
down is some fiddly aiming during combat 
and the occasional overly-long boss fight.

multiplayer is a chaotic giggle. each of 
the four characters has their own special 
skills (if you’re in single-player lara uses 
them all to compensate). you’ll have to work 
closely together to beat traps, though as 
soon as the gems start appearing it’s every 
archaeologist for themselves. while the 
twinkling stones might not be as enticing as, 
say, the loot of Diablo, it adds a worthwhile 
competitive2 edge. a worthy 
successor to Guardian Of light, 
this isn’t enough for us to 
forgive lara’s betrayal but it’s a 
– small – start. Daniella Lucas

FootnotEs 1 though you’re never quite cool enough to reach 
back and grab your hat. 2 maybe too much actually – there’s at least 
one fellow writer who’s no longer on speaking terms with me.

i n f o Format PS4/PS3/PS Vita Eta Out nOw  
Pub telltale GameS DEv telltale GameS

taLEs From thE 
borDErLanDs  
s1E1: ZEr0 sum
Far from wub-wubbish

 borderlands 2 is a funny game, sure… 
compared with its shooter peers. in 
such an ashen-faced genre, it doesn’t 

take much to stand out on those terms. 
But is there a vein of humour rich enough 
to sustain an entire series of episodic 
adventures? unless you’re literally reading 
this through the eyeholes of the homemade 
Claptrap costume you fashioned from 
cardboard and old camera lenses, you’d 
hesitate to say yes. 

episode one made this cold-hearted writer 
laugh aloud. twice. and it did so by employing 
a sillier tone than Gearbox’s games, less 
caught up in internet memes and brostep. 
and by employing troy Baker. as Hyperion 
corporate shill rhys, a smarmy yet likeable 
everyman whose smarmier-still colleague 
stole his promotion and appointed him 
janitor, Baker demonstrates comic timing 
aplenty. He’s joined by lovable rogue Fiona,1 
the two entwined via a vault key deal gone 
wrong. and while the gameplay is beyond 
familiar to anyone who played the walking 
Dead or the wolf among us on PS3 and PS 
Vita,2 the newfound responsiveness of its 
qtes and consistency of its framerate are  
a blessed relief on PS4. 

and while twD’s raw humanity and 
twau’s fascinating universe proved easier 
lures in their opening eps, tFtBl is out 
of the blocks nicely with this well-paced, 
well-acted and brilliantly written debut. it’s 
probably still only relevant for those already 
in love with the B’lands universe, 
but go to any cosplay event 
(don’t) and you’ll see there are 
no shortage of those already  
in existence. Phil iwaniuk

FootnotEs 1 She’s voiced by laura Bailey, who crops up in 
Skylanders trap team and Batman: arkham Origins. 2 there are  
a few new mechanics in place, such as rhys’ eCHO eye implant.

i n f o Format PS4 Eta Out nOw  
Pub e-line meDia DEv uPPer One GameS

nEvEr aLonE
winter blunderland

 P laying never alone has left me in two 
very different frames of mind. One 
is charmed up to the nines by its mix 

of simple co-op platforming (playable with 
a friend or by switching between its two 
characters, nuna and Fox, in solo play)1 as 
well as the fascinating insight it offers into 
the culture of the alaskan iñupiat people. the 
other isn’t quite so convinced. Despite all the 
pretty window dressing, my second frame of 
mind just can’t see beyond the shabby game 
that sits sheepishly behind that exterior.

at first glance, never alone is an enticing 
little package, both in the warm narrative 
of its fairytale story and in the way it 
marries a 2.5D platformer with a series of 
mini-documentaries. there are 24 of these 
videos that unlock as you progress through 
its three-to-four-hour story and they’re a 
real treat, featuring interviews with actual 
members of this remote alaskan community. 
i was hooked when learning new things 
about this way of life, but these ‘Cultural 
insights’ are often far more interesting than 
the game they serve to punctuate.

Sadly, pretty looks and sweetly-edited 
shorts can’t mask the lack of inspiration at 
its mechanical core. there are brief flashes 
of creativity (the spirits that form into 
usable platforms out of thin air are a nice 
touch), but a kamikaze-minded ai2 makes the 
perfunctory platforming and puzzle-solving 
a mostly loveless affair. these puzzles aren’t 
even that challenging and the countless 
times nuna and Fox get stuck transitioning 
onto a ledge is unforgivable in a platformer 
this simple. the final act does pick up with an 
emotional punch – giving one of 
the duo a new twist – but it’s too 
little too late for a game that’s 
far better to watch than  
to play. Dom reseigh-Lincoln

FootnotEs 1 Hit w to switch between the fabled duo and e to 
make them hunker down against blustery winds. 2 made worse by 
the fact it reverts back to the last save each time your ai bud dies.



OPM_UK

Urge to rant… rising. Yes, I’m feeling 
as agitated as ever this month. Blame 
my dour, super sweary demeanour 
on the absolute savaging my poor ear 
holes have been forced to endure these 
past few months. Don’t get me wrong, 
my lugs are happy to put up with the 
booming noise of COD gunfire until the 
deaf cows come home. What they can’t 
stand? The phoned-in awfulness of  
a disinterested Hollywood actor. 

Like many of you, my ears were the 
subject of a brutal beatdown back in 
September, when Peter Dinklage put 
a monotone mangling on Destiny’s 
(admittedly limited) script. That Mr Rinky 
Dink avoids the full extent of my terrible 
tartan wrath is because a) I want to 
have Tyrion Lannister’s babies and b) 
his phoned-in patter partially suited the 
game’s dull droid. 

Of course, reasoned 
discourse has about 
as much place in  
this column as Peter 

Andre at a Mensa convention. That’s  
why I’m going to tell the entire cast of 
the Nostromo to royally sod off for 
their part in Alien: Isolation’s recent  
DLC. The original cast of Ridley Scott’s  
sci-fi terror sound as wooden as 
Pinocchio’s nether regions and  
the comatose efforts of Tom Skerritt 
and Veronica Cartwright should replace 
sheep as the nation’s go-to sleep aid.

Even my beloved 
Metal Gear can’t 
escape my straw-
berry blonde 

fury. Say what you want about David 
Hayter, at least the former voice of 
Snake sounded half interested. By 
comparison, Kiefer Sutherland may as 
well be snoring into a mic for all the 
emotion he unleashes in Ground Zeroes.

Any big actor who treats VO work 
with all the enthusiasm of a PPI claim 
checker is an utter berk. Just look at 
the calibre of performance GTA V on p90 
enjoys from little known thesps and tell 
me Kief and co shouldn’t be ashamed.

dave’s meikle-
hammering 
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 edmund McMillen has 
a flair for transforming 
disgust into delight. 
The indie designer 

made one of the few games 
to fill me with genuine Xbox 
envy in 2010’s Super Meat 
Boy; a title which somehow 
made an oozing sentient steak 
a platforming icon. 

Yet that bleeding, super jumpy 
ribeye isn’t even close to as 
vom-worthy as the procession 
of putrid sights you endure 
in this adorably sickening 2D 
dungeon crawler. Rivers of poop 
and tumour monsters don’t get 
more appealing than this.

The real genius that sits at  
the centre of Isaac’s worryingly 
moreish core comes with 
its wonderful procedurally-
generated nature. Hunted by 
his momma at the behest 
of the Big Man Upstairs, 
the naked nipper of the title 
must descend through ten 
increasingly stomach-churning 
layers of his basement. Of 
course, the real number lies 
closer to infinity, as a random 
level generator means no two 
playthroughs ever incorporate 
quite the same layouts.

Enemies, room patterns 
and bosses are all mixed 
up and morphed to create a 
constantly fresh experience 
that’s impossible to second-
guess. Expecting a spike pit 
full of petrified turds in that 

third stage opener? Here, have 
a room full of vomiting coffins. 
With a constantly changing 
carousel of monstrosities, 
complacency never sets in.

Not only does this structure 
obliterate boredom, it means 
the game can cycle through 
dozens of random power-
ups that boast incredible 
imagination. Swig Jesus Juice 
to increase the range of Isaac’s 
tear projectiles. Adorn a Juicy 
*ugh* Sack to trap monsters in 
a sticky residue. Pop on Mom’s 
Bra to temporarily freeze foes. 
A mite more interesting than 
an HP heart, huh?

master bind
Really, there’s very little to 
fault. Alright, if you suffer from 
cack-handedness the steep 
difficulty may be off-putting  
– you have to complete a run  
of the game in a single sitting. 

Yet such is the quality of the 
disarming art, the forever-fresh 
challenge and the breathless 
depravity of monsters (such 
as a boss that uses its unborn 
twin and an umbilical cord as a 
weapon), Isaac is hard to resist. 
A disgustingly good time.

A horribly addictive roguelike 
that spawns endless invention 
while never forgetting to deliver 
disgusting thrills or unhinged 
humour. An essential indie 
experience. dave meikleham

i n f o format PS4 also on PS VITA eta OuT NOw  
Pub SONy dev NICALIS

 the binding of  
isaac: rebirth
Demented Bible bash is bound for gory glory

@oPm_ukdungeon ball

v e r d i c t
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The countdown to PS4’s biggest game begins

Uncharted 4:  
a thief’s end

O n 
S a l e

16 Jan
Subscribe on 

page 56

n e x t
m O n t h
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Grand Theft 
Auto Online 
V’s back to become the game of another gen,  
but is GTA Online suitably bolstered for PS4?

98

online tests

this month
online dlc how to trophiesmovies music

platinum  
club
105 The Evil  
Within

on your xmb
102 A Most Wanted Man
Director Anton Corbijn’s spy flick has 
more to offer than a poignant turn 
from the late Mr Seymour Hoffman.

how to…
104 Master PlayStation TV 

music
103 This month’s hottest tunes 

on the store
100 Driveclub: Ignition
The first slice of paid-for Driveclub 
DLC screeches out of the garage 
minus its price tag to apologise for 
ongoing multiplayer server issues. 



multiplayer modes put 
through their paces  
by our team of expertsonline tests

what we’re 
playing now

AssAssin’s 
creed unity
dom reseigh-Lincoln  
climbs everything 
in the name of the 
French revolution
Unity’s box-gracing co-op 
missions really are a 
treat. Rather than 
skewering some poor 

bourgeoisie, we’re tasked with saving 
a soon-to-be-unheaded spymaster. My 
hooded pal and I are scanning a huge 
crowd for three hidden Templars and 
finally spot one in the middle of the 
bustling scene. As my pal ‘blends in’ by 
running through the throng and 
alerting all the guards, I leap from a 
nearby rooftop and pounce on an 
unsuspecting target. That’s 
teamwork, son. I’m a new man.  

Pes 2015
Phil iwaniuk is now 
200% less of a rage-
quitter in footy games. 
so he says…
I’ve stormed out of more 
FIFA matches than 
Mourinho’s ignored 
post-match handshakes, 
so it’s something of a 
revelation to find my 

anger levels barely rising when the 
whistle blows on a deficit score in the 
new PES. The footy just feels fairer, 
win or lose. The menus still punch you 
in the pupils with their unwieldiness 
but, as my housemates and door 
hinges will tell you, this newfound 
multiplayer tranquility is more than 
worth that small sacrifice.  

drivecLub
dave Meikleham is 
tasked with smashing 
the sound barrier in 
the troubled racer 
Oh, Driveclub. What won’t 
you do next? Evolution 
Studios’ shonky servers 
have certainly thrown up 
some interesting ‘quirks’ 
so far. I’m merrily pelting 

around the Scottish Highlands course 
when I’m asked to beat art editor Milf’s 
latest average speed checkpoint 
challenge. No problemo, I think. Let me 
just put pedal to the metal an… wait a 
minute. He’s going how fast?! Yes, 
thanks to Driveclub’s wonky netcode, 
Milford apparently nailed that 
checkpoint maintaining a speed of 
999.99 mph. Just a touch over the 
speed of sound. Yup, that’s totally fair.

098

review

P
rovided that you played GTA 
Online on PS3 and have your 
Rockstar Social Club account 
linked, the first option you’ll be 
given when starting GTA Online 

is to transfer your existing character 
and progress over to PS4. All this takes 
is a simple confirmation and a short 
processing delay, after which your rank, 
apartment, vehicles, and any other 
ill-gotten gains will be imported.

Whether you choose to transfer or 
create a new character, you’ll be 
presented with a police mugshot 
section that represents the updated 
customisation process. Here you can 
manipulate a large number of options to 
make your avatar look just the way you 
want, ensuring that the parade of near 
identical crims that populated the PS3 
version isn’t repeated. All of the outfits 
and weapons from previous DLC packs 
are included, so you won’t miss out on 
anything that was available before.    

The step up in quality is 
noticeable as soon as 
you step into the world, 
with a much greater 
draw distance and a 
wider variety of vehicles 
cruising the streets – 
grabbing a new ride or 
sourcing a particular 
vehicle for Simeon is now 
a much less frustrating 
affair than before. 

The increased player 
count of 30 means, 
inevitably, there’s more 
chance of a madman 
rampaging around and 

cutting you down for no 
reason. Obviously that’s 
a bit frustrating, but at 
least the mental state 
system means you can 
either try to avoid red 
player markers or give 
them a taste of their 
own medicine to earn 
bonus RP. 

New missions have 
been added to allow 30 
players to compete in 
races, captures, or 
deathmatches, and 
although the 
matchmaking struggles 

 Grand Theft Auto Online
Bigger, better multiplayer hits Los Santos

NEW OPTIONS AT THE 
bARbERS LET YOU WEAR 
cONTAcT LENSES AND 
ScULPT YOUR cHEST HAIR.

i n f o

ForMAt PS4 
Pub ROCkSTAR GAmeS  
dev ROCkSTAR NORTH
review ISSue #105, 10/10 
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■ The taxi’s passenger 
was feeling rather 
upset about arriving at 
Poorman shack.

Heist to see you
Fans have been feverishly 

anticipating the addition of 
online heists for over a year 

now, and Rockstar has finally 
confirmed they WILL be 

included in the next update.

Yep, whether you want to 
be the best, beat the best, 
or simply avoid an angry 

Twitter backlash, dedication 
is what you need. Call Of Duty: 
Advanced Warfare launched 
without the option to run dedicated 
servers however, so when the 
doors swung open to the public 
chronic lag issues followed them 
in. That functionality’s on its way, 
Sledgehammer’s michael Condrey 
assures, but until then there’s no 
guarantee you won’t run into the 
dreaded latency woes.

Which means you can pop your 
copy on top of Driveclub on the, 
“great when it works,” pile. exo 
movement works wonders for 
the established online modes, and 
gear-gating’s kinder too. If/when 
it’s patched, Advanced Warfare will 
see you through the year.

cOD: Advanced 
Warfare

Sledgehammer ignores 
Record Breakers’ advice

expertly tweaked movement 
speeds and abilities? Check. 
Games modes and maps which 
complement the above? Check. 
Horrible lag? *Sigh* Phil iwaniuk

i n f o

v e r d i c t

ForMAt PS4 
Pub ACTIvISION  

dev SLeDGeHAmmeR 
GAmeS

review ISSue #104, 8/10

Me again, telling you how 
good NBA 2k is. You still 
haven’t played it, have 

you? Philistine. In any case, it’s 
worthy of almost as much praise 
as an online experience as for its 
RPG-like myCareer. In fact the lines 
often overlap, particularly when 
taking your created player and 
his diamond ear studs onto the 
Blacktop for one-on-one matches 
and the chance to bet that 
precious virtual Currency.

Better still, you can join a 
myPark community and face off 
against rival collectives in 2v2, 3v3 
or 5v5 matches. Or get hooked on 
2k’s knock-off of ultimate Team. 
Or join an online league. Choices. 
There were connection problems 
at launch, but the game’s rock-
solid now and there’s even a site 
detailing current server states.

NbA 2K15
Online stumble saved in 

the knick of time

The fresh ideas for sports games 
at visual Concepts spill over into 
multiplayer, and after an initial 
hiccup the servers are now 
dependable. Phil iwaniuk

i n f o

v e r d i c t

ForMAt PS4 
Pub 2k SPORTS   

dev vISuAL CONCePTS
review ISSue #104, 9/10

Thanks to the visual overhaul, 
combined with a higher player count 
and a host of new options, there’s 
never been a better time to cause 
criminal chaos online. iain wilson

v e r d i c t

to reach this upper cap the increased 
numbers still make for wonderfully 
chaotic battles. When hosting missions, 
you can also choose to lock the camera 
to first or third person view, switching 
things up to add an extra challenge.

Additional customisation options at 
the barbers mean that as well as 
getting a hair cut or beard in almost 50 
different colours, you can also wear 
contact lenses and even sculpt your 
chest hair. Rumours of upcoming 
zombie content still won’t die, but with 
the right combination of face paint and 
contacts you can turn yourself into a 
member of the undead and terrorise 
Los Santos right now. 

Throw in some subtle tweaks, such 
as having your crew emblem as your 

phone background and being able to 
change your walking style, and you 

have plenty to renew your 
interest Los Santos’ facelift.   



empty your wallets 
now with the latest 
downloadable diversionson the store

Sniper elite 3 – 
dlc bundle
This new DLC drop 
features a shooting 
range (with dedicated 
rifle, pistol and SMG 
sections); a fresh co-op 
mission, Twilight Strike; 
a new Capture The Flag 
multiplayer mode and 
three extra online maps 
(Fracture, Night Watch 
and Outpost Canyon).

Far cry 4 – Hurk 
deluxe pack
The first chunk of Far 
Cry 4’s DLC reunites 
players with otherwise 
co-op-only buddy Hurk 
through five action-
packed ops involving 
harpoons, fire and five 
new weapons. It’s not 
currently available on its 
own, so you’ll need to 
cough up for the season 
pass before Hurking up.

Samurai 
WarriorS 
4 – Special 
coStume Set
Give your army leader 
the ultimate makeover 
with this compilation of 
Costume Packs One to 
Five. There’s sultry 
nightwear, pink 
bathrobes, a furry fox 
getup, maid uniforms, 
bridal gowns and other 
shameful things for a 
very shameful price. 

dlc

FREE

£23.99

£24.99

100

A
ttempting to save face after 
an abysmal launch plagued 
with problems ranging from 
the meagre (inability to 
create challenges) to the 

mighty (the entire multiplayer portion 
failing to function due to connection 
problems), think of Driveclub’s first 
expansion, Ignition, as less cash grab 
and more grovelling apology.

Ignition is entirely, unreservedly, 
100% free. And what do you get for 
your money – or lack thereof? Well, this 
double-barrelled expansion contains 
both the Car Pack and Ignition Tour 
Pack. The former features five sultry 
new motors: the Lykan HyperSport, the 
Caterham SP/300.R, the KTM X-Bow R, 
the BMW M4, and the Renault Twin’Run 
Concept. Mmmm, Hyper cars…

The latter half of  
the pack contains 11  
fresh tour events (go  
on, gorge yourself on all 
those race types) and 
five (read ‘em, five) new 
trophies. With all that 
extra stuff this new  
DLC haul is bound to put 
extra miles on your clock. 

The also-free 
Photo-Finish Tour Pack 
follows hot on Ignition’s 

tail, adding another 11 
extra events, five more 
trophies and support for 
two new livery packs. 

The worry, of course, 
is that those who shelled 
out for a season pass 
will be short changed, 
but Evolution Studios 
says it’ll extend the 
length of the pass to 
ensure those dedicated 
players don’t lose out.

ps1/ps2 games

expansion

Cel Damage 
OverDrive
One of the very first 
cel-shaded games still 
stands up today thanks 
to wacky weapons such 
as portable holes, freeze 
rays and giant springs.

DOnalD DuCk:  
gOin’ QuaCkers
Goin’ Quackers isn’t 
just an excuse to roll 
out a weak pun, but 
a serviceable Disney 
platformer featuring one 
angry feathered fellow.

arC the laD
Strategic depth, 
memorable characters 
and a compelling world 
are your rewards for 
plonking down a very 
reasonable four quid  
for this PS1 tactical RPG.

Disney PrinCesses
Customise your chosen 
heroine and help the 
sickly-sweet animated 
princesses restore order 
to their magical kingdom. 
Definitely one for those 
with a Disney fetish.

the inCreDibles 
Control Pixar’s 
superhero family and 
wield super strength, 
speed, invisibility, and 
elasticity in the fight for 
justice. Bonus points for 
Frozone’s cameo.

FREE

£3.99 £7.99 £3.99 £7.99 £7.99

THE IGNITION ExPaNSION 
aND THE PHOTO-FINISH TOuR 
PaCk aDD LOaDS OF ExTRa 
TRaCkS, CaRS aND POTS.

Driveclub: Ignition
 Evolution Studios curries favour with free content
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defiance – 
season 2 
The sci-fi show that was 
originally created to help 
promote the game is still 
going strong. And the PS3 
game itself? Er, whoops!

19 jan 

wwe – hell in  
a cell 2014 
The WWE Network was 
going to kill the need for all 
PPV Blu-rays, but it’s 2015 
and the UK is still Network-
less. Unless you turn to p61.

19 jan 

 The film also showcases 
performances from Willem 
Dafoe and Daniel Brühl.

T
here’s always a pang of 
sadness when watching  
a movie starring someone 
recently departed, and it’s 
even more acute if that  

person was a true great. Philip 
Seymour Hoffman was one such actor 
and his presence in front of the camera 
quickly washes away any sombre 
feelings in this espionage thriller  
based on the novel by John le Carré.

Set in the German port of Hamburg 
– and brilliantly shot by director Anton 
Corbijn (Control, The American) and  
his director of photography, Benoit 
Delhomme – the film engages instantly 
thanks to the quality of both the 
production and the acting on display. 
Hoffman is cast as a cantankerous but 
likeable German operative, whose ears 
prick up when a Chechen refugee with  
a terrorist past crops up in his city.

This is not a spy movie in the Jason 
Bourne mould, rather the Tinker, Tailor, 
Soldier, Spy template (another le Carré 

novel). And unfortunately 
it suffers the exact same 
problems as the 2011 
Tomas Alfredson movie. 
Well-made, well-acted, 
gets you hooked at the 
start… but then it fails  
to go anywhere. There is 
precious little narrative 
intrigue, precious little 
sense of danger, and it’s 
far too easy to see the 
climax from the midpoint.

A Most Wanted Man 
still manages to be 
enjoyable ride thanks  
to some good dialogue  
and its performances 
(Hoffman, always a treat, 
is ably backed up by 
Rachel McAdams), but 
for all its potential this  
is a thriller that fails to 
deliver any meaningful 
thrills. Joel Gregory

A Most  
Wanted Man
I spy a missed opportunity

blu-rays

coming soon

what we 
did on our 
holiday 
David Tennant and family 
head to the Highlands, learn 
how to live and love, implode 
from earnestness.

dead snow 2 
Yep, Nazi zombies 
again. A possessed, 
reattached arm and Martin 
Starr join the cast for 
the follow-up to the 2009 
Norwegian zom-com.

the guest 
A shifty-looking 
soldier turns up at a family 
home claiming to be their 
dead son’s friend. People 
start disappearing soon 
after, because duh.

leviathan 
One of the standout 
productions at Cannes this 
year, an artfully shot drama 
in which a small town man 
fights a corrupt mayor who 
wants to demolish his house.

Before i go 
to sleep 
Remember 50 First Dates? 
Yeah, this sombre thriller in 
which Nicole Kidman wakes 
every day with her memory 
erased isn’t much like that.

god’s pocket 
The ‘accidental’ 
death of a construction 
worker in a working class 
neighbourhood prompts 
Philip Seymour Hoffman to 
poke around for the truth.

the rover 
Writer/director 
David Michôd follows 2010’s 
sublime Animal Kingdom with 
more Aussie grit – this time 
an apocalyptic buddy tale 
starring Guy Pearce.

deliver us 
from evil
So a cop and an exorcist 
walk into a bar… Playing the 
old ‘true events’ card, this 
possession-themed horror 
teams police with priests.

26 Dec

29 Dec

05 jan

12 jan

12 jan

12 jan

12 jan

26 jan
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essrs Tatum and Hill proved 
more of the same isn’t 
always a bad thing in the 
deeply – and intentionally 
– formulaic 22 Jump 

Street. You’d imagine the same might 
also be true of Will McKenzie and his 
Inbetweener mates; they’ve managed to 
wring consistently endearing material 
from ostensibly dull school trips, exams 
and a ham-fisted lads holiday without 
you ever once wishing for Jay to bust 
out a pair of Uzis or a CGI robot to 
swoop in on Simon’s latest crush.  

A venture Down Under during the 
lads’ fresher year at uni seems like  
a safe vehicle to beckon more of that 
trademark bantz from the self-
proclaimed ‘Bant-om of the Opera’ and 
‘Eric Bant-ona’ et al, then. It’s a setup 
that allows some gloriously cathartic 
roasting of gap yah types as they 
impose their toe rings and sixth form 
philosophising on the land of Oz. 

This time around Will is pursuing  
an old flame from his private school  
days, while Jay covertly seeks out 
ex-girlfriend Jane, apparently tired of 
romancing the hole in the ground upon 

which his residence is 
pegged. As ever though, 
it’s the back-and-forths 
between the ‘Tweeners 
that give substance to 
the whole venture, in 
spite of the numerous 
set-pieces and extended 
faecal matter gags. It’s 
certainly more cinematic 
than the last film.

And it’s funny. But it 
isn’t as well-observed as 
the previous instalment, 
perhaps because a  
jaunt across Australia – 
presumably at great 
personal expense – is a 
less universal experience 
than a week-long piss-up 
in the Med. Lacking the 
knowing nod to the 
camera which saves  
22 Jump Street, The 
Inbetweeners 2 raises 
the stakes and loses 
some of its relatable  
yet silly charm in the 
process. Phil Iwaniuk

The Inbetweeners 2
The withered of Oz

music

Series creators Iain 
Morris and Damon 
Beesley return to write 
and direct the sequel.

run the Jewels RUN THE JEWELS 2
format ALBUM eta OUT NOW price £7.99

Killer Mike and el-P drop the hip-hop head-to-head of 
2014. Their second album both echoes and inflates the 
rowdy good fun of its predecessor, being funny, lewd 
and packed with guests, including Rage against The 
Machine’s Zack de la Rocha. runthejewels.net

wu-tanG clan RUCKUS IN B MINOR
format TRACK eta OUT NOW price £0.79

Their comeback album a Better Tomorrow is patchy, 
but Staten Island’s finest aren’t sagging on this 
lead-off track. GZa, Raekwon and more pass the mic 
over a backdrop of eerie spy-movie atmospherics and 
turntable trickery. wutang-corp.com

smashInG 
PumPkIns
MONUMENTS  
TO AN ELEGY
format ALBUM eta OUT NOW  
price £7.99 

a startling return to form 
from Billy corgan & co. 
The new LP harks back to 
the candy-sweet grunge 
sound the Pumpkins were 
peddling in the ’90s, but 
the tunes still sparkle. 
smashingpumpkins.com

azealIa Banks 
BROKE WITH 
ExPENSIVE TASTE
format ALBUM eta OUT NOW  
price £9.99 

It’s been a long time coming 
– her breakout single 212 
dropped back in 2011 – but 
azealia Banks finally has an LP 
to call her own. It’s a goodie, 
too, showing off her cold-as-
ice bars on Yung Rapunxel and 
Heavy Metal and Reflective, 
but also a playful side: see 
ariel Pink link-up nude Beach 
a-Go-Go. azealiabanks.com
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1 2 3
Wow. You really like visiting 
your local PlayStation 

physician, don’t you, Harry/Haley 
Hypochondriac? Don’t worry, your 
favourite GP isn’t here to judge. 
That’s what Bernadette in 
reception is for. Anyhoo, what 
seems to be bothering you this 
month? Ah, you’ve just bought 
Sony’s adorable micro-console, I 
see. You’ll be after some tips on 
how to get the most out of your 
£84.99 investment, then.  

First things first: drop your 
trouser… uh, hook the gizmo up to 
whatever TV you want to stream 
content to. As one of PlayStation 
TV’s main selling points is its 
ability to stream games to a 
second telly, the doc suggests 
choosing a set that’s not 
connected to your PS4. To control 
PS TV, connect a DualShock 3 or 4 
to the device using the USB slot 
on the rear. After the initial sync 
you can use the pad wirelessly.

Here comes the most 
rewarding part of this 

quack’s job. No, not the late night, 
off-the book amputations. Rather, 
telling you lot how to stream PS4 
games to a second gogglebox 
using PlayStation TV. The nifty 
technique uses Remote Play, and 
as such, requires a decent 
broadband connection.

Having tested the micro-
console’s PS4 streaming through 
a wireless connection, the 
mangled results (hello, horrible 
artifacting and random loss of 
connection) have lead your doctor 
to recommend only using the 
feature with a wired network. For 
best results, use ethernet cables 
to connect both your PS4 and PS 
TV to the same router. To pair the 
devices, select ‘PS4 Link’ on the 
micro-console’s home screen. 
After this you’ll have full control  
of your PS4’s dashboard and can 
play either disc or digital games.    

Nurse, I need a copy of 
Gravity Rush, stat! Oh fine, 

Invizimals: The Alliance will do. 
Thanks to Sony’s micro-console 
boasting near-identical innards to 
its handheld, you can play PS Vita 
titles through PS TV, allowing you 
to revel in controlling portable hits 
with a PS4 pad on a proper telly.

First up, slot your game into the 
PS Vita card slot on the gadget’s 
right side. A quick auto install 
later and you’re good to go. Just 
select the game’s icon on the 
home screen to start playing.    

Keen to fire up a digital game 
from a PS Vita memory card? 
You’ll have to pop that into the 
relevant slot on PS TV’s rear. Just 
bear in mind you need to activate 
your PS TV to play titles stored on 
a memory card. To do this, go to 
Settings, PSN, then Activation. Any 
installed games will appear on the 
home screen. Now, time for this 
doc to enjoy 50-inch Tearaway. 

Master PlayStation TV
Make the most out of Sony’s new micro-console 

doctor 
playstation
Our console medic 
fixes your tech woes 
with actual science

the problem
Well, ‘problem’  
is a strong word, 
PlayStation patient. 
The doc senses you 
just need a little 
advice on setting 
up PlayStation TV, 
making the most out 
of its PS4 streaming 
and learning how 
to play your PS Vita 
games through it. 

the verdict
With a good broadband 
connection, a second TV and 
some PS Vita games, you’ll  
have a Moby Dick of a time  
with PlayStation TV. Still, here’s 
hoping more video services are 
patched in going forward…

STEp 3  
play ps 
vita titles 
on your 
tellybox

STEp 2  
stream 
games from 
your ps4 

STEp 1  
get the 
teeny 
gadget  
set up 

next month
Want to swap out 
your PlayStation 
4’s stock hard 
drive for something 
more spacious?  
The doctor man 
shows you how.



T
o secure the Platinum 
for The Evil Within 
you’ll need to complete 
at least three full 
playthroughs of the 
story, so make sure 

you have plenty of spare time 
(and undergarments) before 
embarking. Start on Survival 
difficulty, as you need to finish  
the game at this level  
to unlock the hardest 
mode – also, avoid 
spending any green gel 
on upgrades to work 
towards It Is What It Is.

 Most chapters 
include a trophy for 
beating a specific challenge  
such as not killing any enemies in 
chapter two for À La Corvo, and 
you can save time by reading up 
on these requirements in advance 

– though some will be easier to 
tackle later in New Game+.

 Following a collectibles 
guide will help get them  

out of the way, and finding  
all of the Locker Keys hidden  

in statues to get Master Of 
Unlocking will also award you 
plenty of useful items. There are 
lots of different collectible types 
including Audio Tapes and 
Personal Documents to track 
down for Every Nook And 

Cranny, though any you miss can 
be grabbed later in New Game+ 
and one particular Missing Person 
poster only appears when you 
play chapter two a second time.

 Once you’ve completed  
the story on Survival to unlock 
Another Day On The Job you can 
focus on replaying chapters in 
New Game+, farming green gel to 

add to your existing stockpile until 
you have enough to upgrade all of 
Sebastian’s attributes, weapons 
and stock for the Hardbody, 
Unstoppable Arsenal and Why 
Can’t I Hold All This Ammo? 
trophies respectively.

 Next you need to speedrun  
the game, which those upgrades 
and the bonus weapons (rocket 
launcher and machine gun for the 
win) you received for completing 
Survivor mode will help with. Drop 
down to Casual difficulty and 
select chapter one from the New 
Game+ menu, then earn The Quick 
And The Dead by finishing the 
story in under five hours. This can 

be tricky, so the best approach  
is to save precious minutes by 
skipping cutscenes and using 
Load Game to replay each chapter 
until you’re happy enough with 
your clear time to move on.

 The final challenge is to beat 
the game on the hardest Akumu 
difficulty setting, where not  
only do you have less ammo  

and encounter more 
enemies, but they’re 
also faster, have 
greater awareness  
to detect you and any 
foe can kill you with  
a single hit… even the 
tiny leeches! There’s 

no easy fix for this, though 
grabbing locker keys again will 
help you with extra supplies, and 
you can save before using each 
one then reload if you don’t 
receive the item you’re after.

 If you manage to grit your 
teeth and force your way through 
to the end of this brutal mode 
you’ll be politely reminded that  
You Asked For It, and if everything 
else got wrapped up along the 
way you can proudly claim to have 
confronted Pure Evil and survived.

Platinum Club
Finding the trophies within The Evil Within with Mr Trophy

NExT ISSuE Vacuum up all the shiny 
collectibles in Kyrat – it’s time to plat 
the supreme sandbox Far Cry 4.

PLAyING ON ThE AKuMu 
DIFFICuLTy MEANS ENEMIES CAN 

KILL yOu WITh A SINGLE hIT… 
EVEN ThE TINy LEEChES!

105

Mr trophy
Iain Wilson’s PSN ID is 
Wilbossman, and his 
trophy cabinet is  
bigger than yours.

Platinum x 58

Silver x 1,310

Gold x 318

Bronze x 5,375

join the 
club

hey! What’s 
the hardest 

trophy you’ve 
snagged? Tell 

us at opm@ 
futurenet.com 

hey, this guy looks 
like he’s pretty 
‘safe’ to me. ha ha! 
Get it? *gunshot*
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The women in Leon’s life 
couldn’t be more different 
– one the hapless hostage, 
the other a badass agent.   

info
pub CapCom
Dev CapCom
releaseD 2005, ps2
get it now psn, 
£15.99

neeD to know
a scrapped plan 
for resi 4 evolved 
into Devil may Cry. 

Capcom released 
a special orange 
chainsaw ps2 pad.

art ed milf worked 
with Capcom on 
this page’s art. 

1
2
3
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■ The village attack is a brutal, breathless opener. ■ No one pulls off that Special K look like Ada Wong. ■ El Gigante in all his Incredible Hulk torn shorts chic.

 W
hat a difference 
a change of 
perspective  
can make. like a 
circa ‘96 arsene 
Wenger realising 
he could rinse a 

few more years out of tony adams by 
replacing those pints of stout with salad 
and continental fitness techniques, 
embracing a new point of view can do 
wonders. Just look at resi. a simple 
shift with the series’ camera was 
damn near all it took to transform ailing 
survival horror into a new breed of 
action game that would go on to rewrite 
the rules for the entire industry. 

alright, so resident evil 4 is a whole 
lot more than a pioneering over-the-
shoulder viewpoint… it also boasts the 
best pair of face curtains since nick 
Carter decided he and the rest of his 
boy band cohorts really did Want it that 
Way. We jest. though leon s Kennedy’s 
locks are to be admired, what really 
makes shinji mikami’s reanimated and 
revitalised horror so involving is some 
of the most compelling pacing ever to 
grace a videogame. that, and a ruddy 
terrifying chainsaw dude in a burlap 
sack. mind if we double-check that 
doctorate again, Dr salvador? 

Back in the crusty old days of Jill 
sandwiches (wow that’s some tasty 

cheese), resi’s bread and butter  
came from scaring the wits off gamers 
through obscured viewpoints and 
tank-like controls. While steering leon 
around the backwater valleys of rural 
spain is still akin to parallel-parking an 
18-wheeler, mikami devised new ways 
to bring that fixed-camera combat 
screeching into the 21st century. 

By radically opening up leon’s field 
of view, the visionary developer at last 
let you see survival horror with open 
eye… dear lord, is that what zombies 
look like? actually, the series’ classic 
coffin dodgers bit the bullet in resi 4. 
in their stead came Ganados; a breed 
of brainwashed cult members who just 
love to get up in your grill. 

partial to crowding your personal 
space in the most murderous fashion 
possible, the maniacal villagers turn 
almost every combat scenario into a 
constant exercise in fastidious space 
management. that may sound as 
sexy as some of the more disturbing 
nemesis/ms Valentine ‘fan art’ we’ve 

stumbled across in the darker corners 
of the web, but in practice resi 4’s 
crowd control is truly thrilling. 

an early encounter at the base of 
a clock tower where a dozen or so 
villagers are just begging to introduce 
leon’s colon to the business end of a 
pitchfork… Barricading yourself and 
the president’s daughter in a house, 
juggling between toppling ladders 
and lining up headshots… Dodging the 
skull-headed Cultists within the palatial 
confines of ramon salazar’s castle… 
mikami’s reborn horror does calculated 
chaos better than any other ps2 game. 
 
troll up, troll up
Want a salaciously evil cherry to top 
that sinfully tasty cake? Here, chow 
down on some of the best boss 
encounters on playstation. Whether it’s 
throwing harpoons into the cavernous 
mouth of a 65ft salamander (you can 
thank resi for assassin’s Creed iV: 
Black Flag’s whale hunts) or the iconic 
battle against el ‘Cave troll’ Gigante, 
few games can match the terrific 
theatre shown in leon’s headline fights.

Without resi 4, there would arguably 
be no nathan Drake. Uncharted was 
just one pupil in a long line of students 
who all buckled down for mikami’s 
expertly judged final exam. the game’s 
shoulder cam transformed a generation 
of action titles, though few could ever 
top the simple delights of flooring a foe 
with a well-placed knee shot.

Capcom’s brand of horror has rotted 
since mr Kennedy rode into the sunset 
on that jet ski, no question. Yet the 
passage of time has done little to dilute 
this murderous, masterful reboot.

Every month we celebrate the most important, 
innovative or just plain great games from PlayStation’s 
past. In this month’s OPM, we witness the rules of 
horror being rewritten in Shinji Mikami’s classic  
reboot of Capcom’s seminal series… 

s c a r e  n e c e s s i t i e s

Resident Evil 4
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IT TrANSformEd 
AILING SurvIvAL 
Horror INTo A NEW 
brEEd of AcTIoN.



Not even playing Modern Warfare 2 for 24 
hours could dim our love for Uncharted 2 
and Dead Space 2, as OPM #40 rolled in 

There’s a  
good chance  
you’re expecTing  
an epic somewhere 
beTween avaTar and 
The bible. wiTh more 
amuleTs of 2-3% 
cold damage.

1 

Guess the four games, 
and their scores, from 
these review quotes

Name 
that game

opM tiMe MachiNe 

5 yearS aGo

Above Always keen for an excuse to break open the 
fancy dress box, Team OPM got its army gear on to 
celebrate our 24-hour Call Of Duty: Modern Warfare 
2 marathon. And yes, the day-long blasting sesh was 
more exhausting than the photo shoot. Marginally.

Far left Logitech’s 
wireless guitar 
and the MadCatz 
Modern Warfare 
pad featured in our 
Xmas gift guide.

Left With its canine 
in tow, Dead To 
Rights: Retribution 
was the surprise 
highlight of OPM 
#40’s Previews 
section. Why? In a 
word: testikills. 

Answers
1. diablo iii, issue #89, 8/10
2.  rampage: world Tour, issue #9, 7/10
3. heavy rain, issue #41, 9/10
4. bodycount, issue #63, 6/10

if This was  
a movie, iT’d be a  
raTher derivaTive 
hoTchpoTch of se7en 
and saw riffs ThaT 
even The channel 5 
commissioner would 
Think Twice abouT 
screening.

3

a bargain aT 
£1.99 – unless you 
subscribe To The 
daily mail, in which 
case sTeer clear. 
you’ll only come over 
all ouTraged when 
edinburgh casTle 
goes boom.

2

ThoughTful 
polished shooTer, 
meeT mr deafening 
sod-off shoTgun. we 
Think you’re going To 
geT on famous… 
buu-kau!

4

Below left In the least surprising event in PlayStation 
history, Uncharted 2 romped to the 2009 GOTY gong. 

Below right An inside look at EA’s Sprawl-set sequel 
confirmed Dead Space 2 was going to be terrifying.
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O 
kay, I get it. The Walking 
Dead is a masterpiece of 
videogame storytelling, it 
offers the player meaningful 
choices with emotional 

payoffs and is presented in a rich, 
comic book art style that’s evocative of 
the graphic novels on which it’s based. I 
know. I know. Also; I hate it. 

Maybe it’s my natural aversion to 
things everyone else likes. I’m not just 
trying to sound alternative and hip (I 
am), it’s that I can’t stand the circus 
of bleating enthusiasm that surrounds 
these things as soon as they hit a spike 
of nauseating popularity. 

I used to love A Song Of Ice And Fire 
– those books were like escaping into 
a secret den only I knew about. Now 
everyone calls it Game Of Thrones and 
my secret den is a wailing theme park 
of know-nothing ‘fans’ and idiot internet 

memes. The fact Telltale Games is  
doing Game Of Thrones next (and not 
calling it A Song Of Ice And Fire) makes 
me hate TWD even more.

But that’s not the crux. I hate the 
bleak predictability of the soggy, 
humourless world in which TWD is set. 
“I cried at the end when Clementine 
had to (SPOILERS!) shoot Lee,” said 
someone whose opinion I used to 
respect. Did you? Did you really? 
Because as soon as Lee’s tragic, father 
figure came bumbling into Clementine’s 
life you knew he was going to cop it.

There’s a crass obviousness to 
TWD’s storytelling I just can’t penetrate. 
Choices are signposted with each 
decision you make noted by each 
character. ‘Clementine will remember 
this’, it honks, puncturing the drama 
with constant reminders you’re 
interacting with an algorithm.

TWD offers a lot of clumsy, inorganic 
storytelling that sounds like it was 
written by a gathering of histrionic 
14-year-olds. Game Of The Year.

who?
Rob Pearson enjoys 
being contrary, 
so when everyone 
started banging on 
about how bloody 
brilliant Telltale’s 
The Walking Dead 
was, there was only 
one way his opinion 
was going to go.

Don’t like it. Never tried it. Every month we force 
one of our team to play their most feared game

iNfo
pub TELLTALE GAMES
Dev TELLTALE GAMES
releaseD 2012, PS3
get it now AMAzON, 
£15.09  (complete first 
season)

■ Characters in The Walking Dead operate on such a base emotional level they come across more 
like a collection of traits than actual human beings. My friend is dead? Then I now have a sad face.

 DoN’t makE mE play! 

 thE walkiNg 
DEaD

TheRe’s a CRass 
ObvIOusness TO 
TWD’s sTORyTellIng 
ThaT I DOn’T lIke.

what?
The Walking Dead is 
an episodic point ‘n’ 
click style adventure 
from the makers of 
The Wolf among us. 
everyone agrees it’s 
one of the best games 
of the last generation. 
It lets you think you’re 
altering the story and 
is sometimes a bit sad.

Spoiler
alert

LOOk AWAY!
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Flower
All the magic and wonder of That Game 
Company’s ethereal PSN smash is preserved 
and polished as it makes its way to PlayStation 4. 
Unless you’re anthophobic you now have no excuse 
not to frolic amongst its petals.

7

TowerFall ascension
You haven’t lived until you’ve enjoyed a four-
player free-for-all in this instant couchplay 
classic. The solo campaign is fine by itself, but almost 
nothing beats the arrow-grabbing, death-defying 
last-second kills of local multiplayer’s mayhem.

MinecraFT
Bigger, better and blockier than ever before on 
PlayStation, this iconic build-’em-up benefits 
massively from PS4’s additional power and gives you 
a creative playground 36 times the size of that on 
PS3 in which to build. Or lob TNT around, if you want.

Don’T sTarve
Gather up resources and the unravelling 
threads of your own sanity in this merciless 
survival sim from Klei Entertainment. Don’t let the 
cute animation fool you – Don’t Starve will make you 
suffer. And you’ll love every moment of it.

3

8 nBa 2K15
Quite simply the best sports simulator on new-
gen, and by some distance, too. NBA 2K15 goes 
beyond its predecessor’s incredible benchmark for 
quality (and quantity) in every single respect. This is 
model annualised release behaviour.

DesTiny
Blurring the lines between single-player 
shooting and co-op camaraderie, Bungie has 
created an epic MMO hybrid built on incredibly fluid 
firefights. An essential experience with friends  
and the perfect platform for PS4’s social features.

resogun
Capturing everything that made the shoot-‘em-
ups of old so compelling and combining it with a 
sumptuous voxel-based visual presentation, Resogun 
should come with a health warning that reads ‘This 
game will consume your every waking moment’.

rayMan legenDs
As if this beautifully animated platformer 
wasn’t attractive enough, now it’s on PS4 and 
pulling our heartstrings all over again. Bursting with 
humour, colour and plenty of gibberish, this is the 
definitive version of a platforming heavyweight.

2

4

6

5
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1 The lasT oF us reMasTereD
Like a full-bodied Stilton, this modern masterpiece just gets stronger 
with age. A starkly brutal, emotionally honest take on the end of the 
world, Naughty Dog’s stealth shooter is quite simply one of the best 
written, most wryly-paced videogames in history. This PS4 version looks 
astounding too, with a 1080p/60fps makeover offering a huge increase 
in clarity and fluency. There’s nothing last-gen about this incredible port.

DrivecluB
A coming together of fanatical graphical detail, 
a pleasing handling model and social features 
you’ll actually appreciate. The competition isn’t 
exactly fierce on PS4 for Evolution Studios’ new-gen 
racer, but it crushes the rivals nonetheless.

Final FanTasy Xiv:  
a realM reBorn
It took three goes to finally make the FF MMO 
fans have always wanted, but A Realm Reborn is the 
one that finally nails it. Vast, complex and a marked 
step up in visuals, this is PS4’s premier online world. 

Pes 2015
Fluid, fresh and exciting, Pro Evo finally jogs 
on from the sidelines to replace the erstwhile 
dominant FIFA with better animations and passing. It 
offers a masterful football experience that captures 
the beautiful game in all its gorgeous glory. 

sTriDer
hot off the heels of DuckTales: Remastered on 
PS3, Capcom strikes retro gold once again with 
this slice of frantic side-scrolling action. Cling  
to any surface and cut any enemy in half through  
levels teeming with power-ups and secret paths.

DiaBlo iii:  
ulTiMaTe evil eDiTion
Never has dungeon-slashing looked so good. 
Thanks to the addition of the Crusader character  
and the Reaper Of Souls expansion content, this is 
the definitive edition of one hell of a hack ‘em up.  

MeTro reDuX
Meet two post-apocalyptic shooters that would 
rather focus on character over carnage, with 
thoughtful pacing that borrows from the half-Life 
playbook. Running at a slippery smooth 60fps, this 
tag team FPS package is a truly stupendous port. 

9

12

11

13

14

15

10

NEW!

NEW!



heavy rain
Phil iwaniuk would like to personally thank 
you for supporting interactive drama
People look at me a bit funny when I tell them 
Heavy Rain might be my favourite title from last 
generation. A videogame about missing children 
and meme-spawning QTEs isn’t the easiest to run 
up the flagpole, but I stick to my guns because, 
as a tone and character piece, Quantic’s drizzly 
thriller stands apart from everything else – 
including Beyond and all its Ellen Page-ery.

BorDerlanDs 2
gearbox software’s co-op time trap gets 
some love from looter-at-large sam wood
I’ll be honest, I’ve never played a game with such 
a unique feel to it. I love how it never takes itself 
too seriously, either. (In fact, neither did the first 
game.) Borderlands 2 was also vastly improved 
by each of its new characters. Then add in the 
brilliant soundtrack, sprinkle in a fantastic script, 
add a dash of insanity and it’s time to bring out 
the big guns! It’s still one of my all-time faves.

resiDenT evil 4
gearbox software art director scott 
Kester opens up on his horror leon-ings   
It has to be Resident Evil 4. I love that franchise 
to bits. I love Shinji Mikami. I love his games. To 
me, Resi 4 was one of those absolute perfections 
in game design. It has perfect pacing so there’s 
always something happening. And that whole 
franchise – right from Resident Evil 1 on the 
original PlayStation – defined my adoration for 
that system. I was even there at its launch!

The games that we – and you –  
hold in the highest regard
T e a m  O P M

R e a d e r

D e v e l o p e r

Add In SoME ToP MuSIc And 
A gREAT ScRIPT And IT’S TIME 
To BREAk ouT THE BIg gunS.

■ gearbox Software’s kester goes gaga for El gigante and Los 
ganados everytime he reminisces about Shinji’s Spanish adventure.

mEnagE-a-JEuX  
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retrostation

wolFensTein: 
The new orDer
Forget castles and slaughtering swastika-
wearers, this is an entirely different breed of 
shooter. Superbly paced, reflective and genuinely 
moving, Wolfey is a beautifully mournful FPS.   

MiDDle-earTh:  
shaDow oF MorDor
It may not have Samwise or Smaug, but you 
won’t miss them. With its cannily created procedural 
enemy scraps and Arkham-rivalling combat, Middle-
earth: Shadow Of Mordor hits Orc excellence.

alien: isolaTion
Explore Ridley Scott’s original vision of a 
horror-tinged future in startling fidelity with 
an attention to detail that borders on the obsessive. 
It’s time to remember what made the xenomorph so 
scary in the first place… and then get killed by it.

The evil wiThin
The best survival action game since Dead 
Space, The Evil Within feels like it should be 
sporting a ‘Shinji Mikami’s Greatest hits’ tagline. Its 
story will confuse, but it’s a finely crafted horror/
action combo with some iconic boss encounters. 

valianT hearTs:  
The greaT war
Poignant in a way that neither belittles nor 
mishandles the sensitive nature of its WW1 setting, 
Ubisoft Montpellier’s side-scrolling puzzler is as likely  
to induce smiles as it is to turn on the waterworks. 

assassin’s creeD iv: 
BlacK Flag
Ubisoft Montreal’s historically flirtatious 
murder sim trades the landlocked provinces of 
previous entries for an open ocean, a galley full  
of sea shanties and plenty of wrist-blade action.

TransisTor
Supergiant Games takes all the momentum 
from debut knockout Bastion on PC and uses 
it to deliver a wonderland of sights and sounds 
wearing an action-RPG’s clothing. Or, to put it 
another way: pretty songs and a talking sword. 

FiFa 15
An undeniably fine football experience, but  
EA’s Fergie-style dominance is beginning to slip 
after a season of stasis. Still, a beefed up Premier 
League (featuring all 20 home stadia) is hugely  
welcome and the on-field action continues to sing.

inFaMous: seconD son
Sucker Punch brings the open-world antics of 
the inFamous series to the home of grunge in 
search of superhuman nirvana. Filled with enough 
special powers to shake a beanie at, Second Son is a 
welcome addition to the PlayStation-exclusive family. 

MeTal gear soliD v:  
grounD Zeroes
It may be short, but Snake’s latest outing is 
packed to the gills with stealth, secrets and multiple 
pathways. Wisely taking a few cues from the Splinter 
Cell series, it’s a fine teaser for The Phantom Pain. 
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Metal Gear Solid 4:  
GunS of the PatriotS
The most gleefully playful and imaginative 
stealth game ever. Whether you’re watching a 
monkey slurp soda or revisiting the site of the PS1 
original, no game honours its past so poignantly.

7

8

heavy rain
From controversial purveyor of interactive 
cinema, David Cage, comes this psychological 
thriller that plays like no other game on the system. 
So many games promise real consequences to your 
actions, but none deliver like this masterpiece. 

13

the WalKinG dead:  
SeaSon one
With the first season of this episodic zombie 
franchise now drawn to a close, it stands among  
the best downloadable games ever with emotional  
ties and tangible consequences for your actions.

12

aSSaSSin’S Creed ii
Undoubtedly the finest entry in one of PS3’s 
foremost franchises, this is the realisation of 
all the promises made in the original. An engaging 
lead character, open-ended hits and diverting side-
missions are what this series should be about.

15

red dead redeMPtion
A near-perfect open-world fusion of engaging 
storytelling, truly compelling characters and  
a living environment ripe for experimentation.  
No sandbox since has got us quite so invested,  
and the bold ending still resonates to this day.

unCharted 2:  
aMonG thieveS
The game that sparked a million mancrushes, 
with a perfectly pitched script, crunchy combat 
and set-pieces like no other. In three words: 
unprecedented. Unequalled. Uncharted.

the laSt of uS
PS3’s premier developer proves a misbehaving 
pooch can learn new tricks in this extraordinary 
apocalyptic adventure. Blending intense horror, 
ferocious shooting and a wonderful script, this  
is one of the most emotive games in history.

2 Call of duty 4:  
Modern Warfare
Simply the finest COD ever made. From that 
nuke to Captain Price’s mesmerising ghillie suit 
stealth mission, few games can match Modern 
Warfare’s thrilling scripted spectacle.

9

Journey
This charming two-hour voyage crafts an 
incredible, immersive narrative and a genuine 
emotional connection using little more than near-
silent figures, marvellous sand physics and floating 
pieces of cloth. A remarkable and unique experience.

5

BatMan: arKhaM City
The most compelling bit of Bats action money 
can buy… that doesn’t involve Heath Ledger’s 
Joker. Thanks to an acutely detailed open-world 
chunk of Gotham, Rocksteady’s classic is simply  
the best superhero game ever made.

103

darK SoulS
Akin to nothing else you’ve ever played.  
It may be as impenetrable as an Amish girl’s 
undercrackers, but persevere and there’s a  
brutal and beautiful challenge within that you  
will never, ever forget. 

14MaSS effeCt 2
While Bioware’s trilogy-ender sends Shepard 
out in fine style, it’s the middle slice of the 
delicious sci-fi sandwich that remains its best.  
A brilliantly scripted action-RPG, the closing  
‘suicide mission’ provides an incredible finale.

BioShoCK infinite
Perhaps the best narrative team of the entire 
generation brings one of its finest series to 
a staggering climax. The original game would be 
well deserving of a place, but the mind-boggling 
revelations here run a whole lot deeper.

Braid
If you want to make the argument that games 
are art, then Jonathan Blow’s Braid is the 
place to start. An achingly beautiful hand-drawn 
style combines with brilliant but brutal time-bending 
puzzles to create something truly special.
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The essenTial collecTion of lasT-gen classics  
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Grand theft auto v 
No game could live up to the pre-release hype that surrounded 
Rockstar’s latest open-world effort, and yet somehow expectations 
were surpassed by the phenomenal final product. The largest entry in 
the series is also one of the most ambitious games ever, but its fusion 
of thrilling missions, entertaining characters and scathing satire looks 
effortless. There can be no better way to bring a generation to a close.



metal gear solid  
hd collection
Two of PlayStation’s finest 
adventures scale down beautifully, with 
enough cutscenes to fill a transatlantic 
flight. Even less excuse not to play, then.

uncharted:  
golden abyss
Drake proves he’s just as adept at 
adventuring on the go. A prequel story 
that’s classic jungle action, and crammed 
full of typical Uncharted charm.

Persona 4: golden
This thoughtful and unique JRPG 
epic gives you another stab at high 
school – only this time with intrigue  
and superpowers instead of nerves,  
acne and an unpredictable vocal register.

2

tearaway 
More crafty platforming from Media 
Molecule, this time using PS Vita’s 
controls to surprise and delight you in 
new ways for hours on end – all within  
its pretty-as-a-picture papercraft world. 

13

15

14

9 luftrausers 
Ridiculous flying of the highest  
order from Dutch indie studio 
Vlambeer. High scores come not just from 
skill, but cunning combinations of plane 
parts, making for double the satisfaction.

10 final fantasy X/X-2 
hd remaster
Two examples of JRPG royalty, 
lovingly restored to their former glory for 
your portable pleasure. Their new touch 
controls are – gasp! – a welcome addition. 

Virtue’s last 
reward
This visual novel/puzzler just gets 
better over its 40 hours. The dialogue’s 
engaging, and however tough it gets, 
you’re never left rage-scouring for clues.

4

frozen  
synaPse Prime 
What started as a turn-based indie 
smash turns into a polished and precise 
handheld strategy with the sheen to 
match its now-considerable renown.

PiX the cat 
Everything an arcade game should 
be: addictive, frantic, occasionally 
maddening and tied together with a neat 
bow of eclectic visuals from ‘90s-era 
cabinets and ‘30s cartoons. 

littlebigPlanet
Sackboy’s back, smaller but just  
as lovable as ever. His platforming 
antics work perfectly on Vita, and the 
new control inputs complement the  
level creator brilliantly. Also: d’awwww.

6

tXk
Arcade legend Jeff Minter updates  
a 20 year-old Atari Jaguar blaster 
and creates one of the platform’s best 
games in the process. TXK is an essential 
onslaught on the senses.

8

graVity rush
Use a gravity-defying cat to break 
the laws of physics and zoom across 
the skies of a floating steampunk city. 
With stylish comic-book looks and a sassy 
heroine, this is a rush to remember.

5

lumines: electronic 
symPhony
Part block puzzler, part mobile disco, 
this is as certain to have you nodding 
along to ace choonage as it is to keep you 
returning for more reflex-testing action.

7

fez
Gomez charms you instantly with  
his perspective-shifting puzzles and 
pin-sharp pixel-art, then blows your mind 
with a world of secret languages, hidden 
areas and beguiling background tunes. 

3

11
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Velocity 2X
A ludicrously enjoyable puzzle/platformer hybrid 
that should come with a health warning. So joyous is 
the side-scroller’s twin-stick teleporting, there’s a 
danger you may well grin your face clean off the bone. 
Masterfully designed, with arguably the best control 
scheme on PS Vita, Velocity 2X is utterly essential. 

1
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Parting sh t

Along came a spider
The hunt is on with Limbo’s eight-legged archenemy

Celebrating PlayStation’s finest moments

Arachnids are almighty 
a-holes at the best of 
times. There’s no sight 
to torpedo any notion of 

a good night’s sleep like seeing a 
fat house spider crawling under 
your bed. Now imagine that terror 
multiplied by 97 when you’re cast 
in the role of a small boy trying to 
drag himself out of Death’s halfway 
house... while being chased by a 
web-spinner the size of a lorry.

Limbo Lad (as we’ve nicknamed 
the wee tyke) has a hard enough 
time even before the eight-legged 
freak turns up. Stuck in the bowels 
of Purgatory, he has to scramble 

his way over spike traps, set sail 
on hastily fashioned boats and 
fiddle around with all manner of 
physics conundrums. And then that 
bloody spider shows up. Pass us a 
60ft rolled-up newspaper!

The beast’s introduction rivals 
Shelob’s in The Lord Of The Rings: 
The Return Of The King. As the 
boy gingerly approaches a tree, 
what at first appear to be swaying 
branches quickly reveal themselves 
to be hideous hairy legs; capable 
of skewering the silhouetted kid 
in one swift stabbing motion. 
Thankfully, a nearby bear trap (and 
some well-judged timing) quickly 

makes gory work of those spindly 
appendages in a puzzle that made 
such an impact, games such as 
the upcoming Typoman are paying 
direct homage to it.

Naturally, the spider is far from 
pleased with this semi-crippling 
introduction and spends the next 
20 minutes doggedly hunting you. 
Highlights include being spun up 
in a webbed cocoon Frodo-style, 
desperately trying to outrun the 
monster on a tiny raft, smashing 
the dastard with a giant boulder 
and finally plucking its remaining 
legs. Truly a victory for victimised 
houseflies the world over. ■
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bulletstorm
Wreak all sorts 

of prehistoric 
havoc courtesy 

of Grayson 
Hunt’s remote-

controlled 
robot dino.

Next 
month

Half-life 2 
Lay a brutal 
physics-based 
smackdown on 
Ravenholm’s 
Headcrabs 
with the 
Gravity 
Gun.

last 
month
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