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Being bad is good
I spent most of this month playing Rocket League, like 
hundreds of thousands of other gamers, perhaps including 
you. What I’ve learned about myself in that time is that I 
am utter scum: I ram teammates as well as anyone who 
spams the ‘Sorry!’ button and I’m terrible in goal. I like 
games that enable me to be the awful person I probably am. 
In this issue alone, the rebooted Doom with its elaborate 
multiplayer, Fallout 4 and Star Wars Battlefront will all 
allow me this freedom. Games are about self-expression, 
whether you feel like being nice or a complete bastard. 

T A L K  T O  
P C  G A M E R

Have your say! 
Tweet us  

@PCGamer

#283 OCTOBER 2015

Future Publishing Ltd  
Quay House, The Ambury, Bath BA1 1UA Tel 01225 442244 
Fax 01225 732275 Email pcgamer@futurenet.com  
Web www.pcgamer.com
EDITORIAL
Global Editor In Chief Tim Clark
Editor Samuel Roberts
Deputy Editor Chris Thursten
Art Editor John Strike
Production Editor Tony Ellis
Web Editor Tom Senior 
Section Editor Andy Kelly
News Editor Phil Savage 
CONTRIBUTORS 
Andrew Cottle, Matthew Lochrie, Wes Fenlon, Evan Lahti, Chris 
Livingston, Tyler Wilde, Jon Blyth, Ben Griffin, Jordan Erica 
Webber, Tom Marks, Dave James, Ian Dransfield, Nathan Brown, 
Dan Griliopoulos, Rick Lane, Leif Johnson, Ian Birnbaum, Sam 
White, Elizabeth Elliott, Richard Cobbett, David Lyttleton
Photography Future Photography Studio
ADVERTISING
Commercial Sales Director Clare Dove
Advertising Director Andrew Church
Advertising Manager Michael Pyatt
Account Manager Steven Pyatt
MARKETING
Group Marketing Manager Laura Driffield
Marketing Manager Kristianne Stanton
PRODUCTION & DISTRIBUTION
Production Controller  Fran Twentyman
Production Manager  Mark Constance 
Printed in the UK by:  William Gibbons & Sons Ltd on behalf of Future
Distributed by:  Seymour Distribution Ltd , 2 East Poultry Avenue, 
London EC1A 9PT, Tel: 0207 429  4000
Overseas distribution by:  Seymour International 
CIRCULATION
Trade Marketing Manager Juliette Winyard – 07551 150 984
SUBSCRIPTIONS
UK reader order line & enquiries: 0844 848 2852
Overseas reader order line & enquiries: +44 (0)1604 251045
Online enquiries: www.myfavouritemagazines.co.uk
Email: pcgamer@myfavouritemagazines.co.uk
LICENSING
International Director Regina Erak
regina.erak@futurenet.com
+44 (0)1225 442244 Fax +44 (0)1225 732275
MANAGEMENT
Content & Marketing Director Nial Ferguson
Head of Content & Marketing, Film, Music & Games  Declan Gough
Group Editor-In-Chief Daniel Dawkins
Group Art Director Graham Dalzell

NEXT ISSUE ON SALE… SEPTEMBER 24

All contents copyright © 2015 Future Publishing Limited or published under
licence. All rights reserved. No part of this magazine may be reproduced,
stored, transmitted or  used in any way without the prior written permission 
of the publisher. 

Future Publishing Limited (company number 2008885) is registered in 

Ambury, Bath, BA1 1UA. All information contained in this publication is for
information only and is, as far as we are aware, correct at the time of going
to press. Future cannot accept any responsibility for errors or inaccuracies
in such information. You are advised to contact manufacturers and retailers
directly with regard to the price and other details of products or services
referred to in this publication. Apps and websites mentioned in this
publication are not under our control. We are not responsible for their
contents or any changes or updates to them.

If you submit unsolicited material to us, you automatically grant Future a
licence to publish your submission in whole or in part in all editions of the 
magazine, including licensed editions worldwide and in any physical or 
digital format throughout the world. Any material you submit is sent at your 
risk and, although every care is taken, neither Future nor its employees, 
agents or subcontractors shall be liable for loss or damage.

We are committed to only 
using magazine paper 
which is derived from well 

forestry and chlorine-free 
manufacture. Future 
Publishing and its paper 
suppliers have been 

accordance with the rules of the FSC (Forest Stewardship Council). 

We encourage you to 
recycle this magazine, 
either through your usual 
household recyclable 
waste collection service
or at a recycling site.

A member of the Audit  
Bureau of Circulations

19,276
January-December2014

Future is an award-winning international media group 
and leading digital business. We reach more than 49 
million international consumers a month and create 
world-class content and advertising solutions for 
passionate consumers online, on tablet & smartphone 
and in print. 

Future plc is a public company 
quoted on the London Stock 

www.futureplc.com

Chief executive Zillah Byng-Maddick
Non-executive chairman Peter Allen

S A M U E L  R O B E R T S
E D I T O R
s a m u e l . r o b e r t s @ f u t u r e n e t . c o m
@ S a m u e l W R o b e r t s

44 A N D Y  K E L L Y
Doom

@ultrabrilliant
“Doom is a landmark PC game, and I’m 
totally ready for a new one.”

30 T O N Y  E L L I S
Mafia III

“1960s New Orleans is an inspired 
setting. I’m looking forward to fast cars, 
great music and enormous hair.” 

OUR HIGHLIGHTS THIS MONTH...

60 C H R I S  T H U R S T E N
The Witcher 3

@cthursten
“I’m a big fan of exploring the 
non-technical side of making games.”



Check out our  
digital bundle! 

SEE p50

 S U B S C R I B E  T O 

Monitor
08 THE TOP STORY 
Windows 10 is here and we feel fine.

10 OPINION 
Where’s Half-Life 3? No, really.

12 THE SPY 
Digging through the industry’s bins.

14 FACE OFF 
Are we seeing too many sequels?

16 SPECIAL REPORT 
The trick to a good educational game.

18 ESPORTS 
A look back at the Dota 2 International.

Previews
20 Tom Clancy’s  
 Rainbow Six: Siege
24 Dropsy
26 Street Fighter V
28 Assassin’s Creed: Syndicate
30 Mafia III
32 Grand Ages: Medieval
34 Soma
36 Elite: Dangerous
38 Star Wars Battlefront
40 Defect

Features
44 Doom 
We go hands-on with id’s kinetic 
reboot of the classic FPS.

52 Fallout 4
Everything we know so far. 

Contents #283
O C T O B E R  2 0 1 5

20
RAINBOW SIX: 
SIEGE
First-hand experience of the 
wall-wrecking game of 
terrorists vs special ops.

44 
DOOM
Chris Livingston returns from 
QuakeCon with tales of 
double-barrelled shotguns, 
cacodemons, and feeling like 
Bruce Lee on a skateboard.

52 
FALLOUT 4
Bethesda’s next massive RPG 
is only a few months away: 
here’s every single reason to 
be excited. Dogs! Mutants! A 
robot that knows your name!

44

GET YOUR  
FREE GIFT

WORTH

£44



  OCTOBER 2015   7

Network
74 SEND 
It’s always nice to hear from you. 

Reviews
78 Guild of Dungeoneering
80 Kyn
82 Way of the Samurai 4
84 F1 2015
86 The Swindle
88 Replay: VHS Is Not Dead
90 King’s Quest:  

A Knight To Remember
 DOWNLOADABLE   
 CONTENT
92 The Talos Principle:  

Road to Gehenna
 EARLY ACCESS
94 Drive Any Car
96 Salt
 THEYR’E BACK
98 Pajama Sam
99 Clicker Heroes
99 Alpha Protocol
99 The Sentinel
99 Gauntlet

Hardware
102 GROUP TEST 
The hottest new GPUs. Literally.

108 REVIEWS 
The last of the pre-Skylake CPUs.

110 BUYER’S GUIDE 
Get the best parts to fit your budget.

Extra Life
114  NOW PLAYING
Falling forRocket League and learning 
life lessons in Grand Theft Auto V.

118  TOP 10 DOWNLOADS
Return to a more realistic Battlefield 2 
and discover a wealth of new TF2 maps.

122 UPDATE
How fares World of Warcraft in the long 
wait between expansion packs?

124 REINSTALL
Why we still deserve a sequel to the 
much-loved Beyond Good & Evil.

126  WHY I LOVE
Revisit the shadow-haunted woods of 
the Pacific Northwest in Alan Wake. 

128  MUST PLAY
A curated list of the best of the rest.

60 
THE WITCHER 3
Andy talks to the creative 
team behind the ‘Family 
Matters’ quest to discover 
what goes into crafting a 
landmark RPG experience.

68 
GAME MAKER
Rick Lane traces the long 
evolution of the software that 
made Spelunky possible, as 
well as many other 
remarkable indie games.

102 
GROUP TEST
The most powerful graphics 
cards in the world, put on trial 
for your amusement. Just 
don’t expect to find the 
pricetags quite so amusing.

20

60

102

52

68



Microsoft’s latest OS,
Windows 10, was
released on July 29 – but
you might not have it
yet. It’s being released to

people who reserved a free upgrade from
Windows 7/8 in waves. Don’t worry about
that, though – head to tinyurl.com/
pcgwin10 and you can install it without
having to wait in line. But is it actually
worth it?

I’ve been using it for about a week now and
I like it. There are, of course, masses of
compatibility problems and bugs being
reported on Microsoft’s support forums, but
the only thing that’s affected me so far is
that Fraps won’t record video. Other than
that it’s been a remarkably smooth
experience. I’ve been playing games and

running old software without any issues,
and it hasn’t crashed once.

When you first install it, the Start menu
is hideous. But delete all the icons for
features you’ll never use and gimmicky ‘live
tiles’ (they give you real-time updates of
your email, the weather, etc) and it’s a
powerful, customisable, pretty-looking thing.
You can set it to pop-up like an old school
Start menu or take over the whole screen.
It’s a nice compromise between Win 7 and 8.

The real benefit of upgrading, at least for 
gamers, is DirectX 12. The trouble is, no 
games use it yet. But, as with previous 
versions, it’ll eventually become the 
standard graphics API for modern games, 
and you may be forced to upgrade – it won’t 
be available on earlier versions of the OS. 
Among its features, DirectX 12 can
theoretically reduce GPU power
consumption by as much as 50% and 
diminish the effects of CPU bottlenecking. 
In English, that means better performance 
and smoother framerates in games.

HELPING HAND
Much has been said about Cortana, the 
virtual ‘assistant’ built into Windows 10. But 
I disabled her, like Dave Bowman at the end 
of 2001: A Space Odyssey. Searching your 
PC and the web with voice activation is a 

I’VE MANAGED TO MAKE
MY WINDOWS 10 INSTALL

INCREDIBLY LEAN,
CLUTTER-FREE AND FAST

WINDOWS 10 IS HERE
I installed MICROSOFT’S new operating system, and I don’t hate it
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neat idea, but she uses RAM, bandwidth, 
and tracks your habits as you use Windows, 
so I got rid of her. The improved search is 
good enough and noticeably quicker than in
previous versions of Windows.

LIVING ON THE EDGE
Windows 10 is also very keen for you to 
integrate your Microsoft account, which is 
another feature I got rid of. Using it replaces
your local login account, forcing you to sign 
in with your MS account when you boot up 
your PC, which is much slower. Luckily you
can revert to a local account fairly easily. A 
few things need it, though, including the 
new Xbox app – which replaces Games For 
Windows Live, so you may have to hook up 
your MS account if you want to use them.

Microsoft Edge is the replacement for 
Internet Explorer and it’s a decent browser. 
It’s fast, lightweight and a far cry from the 
universally reviled IE. But I’m using Firefox,
because I always do, and it runs nicely on 

THE MONTH IN PC GAMING
HIGHS & LOWS

HIGHS
Mafia III

A black protagonist and a 1960s setting 
that tackles racial issues? We didn’t 

expect that, 2K. Well played.

Star Wars Battlefront
Yes, we’re excited about flying the 

Millennium Falcon. We’re so predictable.

The International 5
DDoS attacks couldn’t spoil the greatest 
spectacle in PC gaming. Congratulations 

to winners Evil Geniuses.

Windows 10
Hey, turns out Microsoft still knows how 
to make a decent OS. But we still don’t 

trust creepy AI assistant Cortana.

Metal Gear Solid V: The 
Phantom Pain

Now being released alongside the 
console versions on September 1. 

LOWS

Doping
The Electronic Sports League will now be 

testing esports competitors for 
performance enhancing drugs.

The Sims 4
Responsible for the most embarrassing 

moment at this year’s Gamescom. 
Google it.

Homefront:  
The Revolution

This post-apocalyptic FPS might be 
good, but did anyone really want a 

Homefront sequel?

Silent Hills
Officially murdered by Konami,  
and a PC release seemed highly  

likely too. Sob. 

Windows 10. Interestingly, browsers can no 
longer set themselves as the system default 
– you have to go into a settings menu to do 
it. I’m not sure why that was necessary, but 
there you go. An app called ‘Film and TV’ 
replaces Windows Media Player and 
features a storefront where you can buy 
shows digitally including Game of Thrones. 
But I’m sticking with VLC, thanks.

After an evening of tweaking, disabling, 
upgrading and tinkering, I’ve managed to 
make my Windows 10 install incredibly lean, 
clutter-free and fast, and I like it. But since I 
use it mostly for gaming and writing words 
like this, I’m what you might call a casual 
user. I’m sure software developers, web 
designers, IT people and other ‘power users’ 
are having a much worse time. If you use 
Windows for basic software and playing 
games, then it might be worth upgrading. 
You can easily revert to the previous version 
of Windows if you don’t like it.
Andy Kelly
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Windows 10 is free for a 
year if you have Win 7/8.



“HALF-LIFE3HASTO
HAPPEN”

Valve doesn’t need to make Half-Life 3. It
has Steam and Dota and Counter-
Strike. But it should. Since the shocking
ending of Half-Life 2: Episode Two, I’ve
been dying to find out what happens to

Gordon and Alyx. But Valve doesn’t care. It’s busy
with esports, Team Fortress 2 hats, and digital
distribution. It can survive without making a
Half-Life sequel and, except for
some early concept art, we
don’t know a thing about it. It
might not even exist. Maybe it
just forgot.

Valve wrote the rulebook for
smart FPS design with Half-Life
and contemporary shooters are
still cowering in its shadow. It
boldly renounced cutscenes,
telling its story in a way that played to the strength of
the medium. And it created a wonderfully evocative
universe filled with characters we genuinely love. So the
fact it’s left first-person shooters behind, never mind
Half-Life, is a damn shame. It’s like Superman staying at
home every night, not using his powers for good. Or
David Lynch making terrible music instead of films. Oh,
wait, that actually happened.

I’m wary of ever saying developers ‘owe’ gamers
anything, but after that ending in Episode Two, how

AFTER THAT ENDING IN
EPISODE TWO, HOW

COULD VALVE LEAVE US
HANGING? IT’S CRUEL

It’s been eight years and I need closure

A logo but, as 
yet, no game. 

could Valve leave us hanging? It’s cruel. It dropped a 
few hints about the direction Half-Life 3 may be taking 
in Portal 2, but that’s it throwing us table scraps when 
we want the delicious meal sitting on its plate. You can’t 
get us invested in a story then decide not to tell it 
anymore. Well, you can, but it’s mean.

Half-Life 3 has become an internet joke, which is 
surely the mark of death for anything. In March this 

year, when asked about the 
future of the series, Valve boss 
Gabe Newell said, “The only 
reason we’d do [another 
Half-Life] is if a bunch of people 
at Valve said they wanted to 
make it and had a reasonable 
explanation for why.” Here’s a 
reasonable explanation for doing 
it: I want it. Is that good enough?

Gabe is probably being 
intentionally misleading. It’s known that Valve is 
working on the next version of the Source engine and 
the perfect way to show off the tech would be a 
Half-Life game. It’s already ‘soft launched’ Source 2 in 
Dota, but that’s hardly the best showcase for it. So if 
Half-Life 3 does happen, it’ll probably be when Valve is 
ready to show off the full power of Source 2. Or maybe, 
like the band who refuses to play their biggest hit at a 
gig, they just won’t.
Andy Kelly
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he Spy knows what it means to lose 
millions – usually other people’s 
millions. The Spy has gambled 
government money on everything 
from high-stakes poker matches to 
high-stakes dog races to high-stakes 
rock-paper-scissors contests. How 
else are you expected to secure 
sensitive nuclear codes? ‘Diplomacy 
or actual espionage’, pshh.

Blizzard’s lost a few millions 
recently, too, but it turns out the 
publisher can take the hit. 
Activision-Blizzard’s latest round of 
financial results (thrilling, as you 
know) reveal that World of 
Warcraft has shed 1.5 million 
subscribers since May, bringing the 
total down to 5.6 million 
– a long way from the 10 
million they boasted 
around the launch of the 
last expansion.

For any other game, a 
dip of almost 50% would 
be a big, big deal. But this 

is World of Warcraft, 

and in the world of subscription 
MMOs a playerbase of more than 
five million is still something to 
celebrate. World of Warcraft isn’t 
going anywhere, even as its light 
wanes just a little. Its little sister, 
Hearthstone, is now raking in 
more than $20m a month – and 
Heroes of the Storm is just getting 
going. Blizzard will be fine.

But then again, it’s probably not 
Blizzard that long-time fans will be 
worried about. The success that the 
company has enjoyed through 
free-to-play online games suggests a 
roadmap for the future that doesn’t 
necessarily have the words 
‘Warcraft IV’ or ‘StarCraft III’ on 
it – after all, traditional singleplayer 
has long been a casualty of online 
and mobile games.

Those concerns may be a little 
premature. A job listing reveals that 
Blizzard is hiring an art director for 
an unannounced project in the 
Diablo series – likely a new 
traditional expansion pack. If there’s 
no art director attached currently, 

that suggests it could be 
quite a way off. Don’t
expect to see anything

at BlizzCon, but take
comfort in the

knowledge that Blizzard
is working on something

old-school. Unless it’s a
Diablo card game. In which
case: shit.

Console-bound
MMO-shooter Destiny has

been a subject of some
interest to The Spy ever
since it was withheld from
PC release. That’s not
going to change for the first
major expansion, out in
September, but may change
for a possible sequel. That’s
based, once again, on a job
listing: Bungie is hiring a ‘PC
compatibility tester’. The Spy
likes to imagine said tester
creeping gingerly towards a
PC, PS4 edition of Destiny in

hand, to determine what
happens when you introduce
one to the other.

Will they growl and snarl at one 
another like angry dogs passing in 
the park? Will they meet like matter 
and anti-matter, sparking as they 
touch and forming an all-consuming 
singularity at the point of contact? 
Will both instantly explode into an 
infinite shower of money? It is our 
brave tester’s job to find out.

More likely: nothing will happen 
because they’re both inanimate 
objects and our tester will have to 
get back to her actual job, which is 
more likely to be something to do 
with actually making the game work 
on PC. Activision CEO Erik 
Hershberg called a PC port a “heavy 
point of discussion” in June last 
year, and Activision really like 
money, and Destiny on PC would 
probably make a lot of it, so mark 
said port down in the ‘strong 
possibility for 2016’ column, if 
you’re keeping track.

The series that made Bungie 
famous has found some strange new 
homes since leaving the mothership. 
Halo is returning to the PC as Halo 

Wars 2 in 2016, an RTS 
made by a collaboration 
between 343 Studios and 
The Creative Assembly. 
That’s right – Total War: 
Warhammer isn’t CA’s 
only big-name strategy 
project. But here’s the 
kicker: this game is not 
being made by the Total 
War team.

It’s being made by the 
Alien: Isolation team. The Spy sees 
your baffled shrug, and raises you a 
vocal “huh?”

Creative Assembly has always 
done work-for-hire and had teams 
working on smaller-scale projects: 
Viking: Battle for Asgard being a 
pertinent example, as was Spartan: 
Total Warrior. The difference, 
however, was that those games were 
crap and Isolation was an instant 
classic. Creating Isolation involved 
years of concerted research, effort 
and recruitment, and a single-
minded drive to create the best-ever 
videogame adaptation of a single, 
powerful cinematic image.

Applying that skillset to a Halo 
strategy game is very odd, regardless 
of how good the game turns out to 
be. Halo may owe a tremendous 
debt to Aliens, but almost none to 
the original film. That team moving 
on to make an Aliens game would 
have been one thing; moving on to 
Halo is like starting a brilliant 
Rolling Stones tribute band and 
playing Bon Jovi covers. Spy out.
The Spy

The Spy doesn’t 
spend money The 
Spy doesn’t have. 
Unless it is money 
from the future, or  
belongs to 
somebody else.





Ben: I live my life by two philosophies, Sam. One: big
numbers are better than small numbers. Two:
everything in the past is worse than everything today.
That’s why black and white movies objectively suck, old
people are better than babies, and videogames need
more sequels. They’re a chance for developers to fix
what needs fixing, add elements they couldn’t have
added before, and essentially have another shot at doing
things better, like in It’s a Wonderful Life, which sucks
by the way. Sam, can you tell me a single videogame
sequel that is not good?

Samuel: Ben, I have nothing against sequels
whatsoever. To paraphrase Will Ferrell as George W
Bush, the demise of The Beatles made way for a far
superior band in Wings. Of this year’s videogame
sequels, I’m genuinely excited about XCOM 2, Metal
Gear Solid V, Star Wars: Battlefront, Doom, Fallout 4 and
several others I can’t be bothered to look up. But while
that may be the best line-up of big games since 2008,
isn’t there a noticeable lack of risk in there? Also, It’s a
Wonderful Life is not a film about a man getting to live
his life over and do it better.

Ben: Change can be good. That’s why I drastically alter
my hairstyle every two months. But like my hair, change
can also be scary and confusing. I’d much rather have a
safe sequel to something I like and therefore know will
be good – Mass Effect, WWE, Tomb Raider, Homefront,
Rainbow Six, Goat Simulator. Yes, these are low risk
established brands, but look at the revolutionary corpse-
shredding gore in Doom, the new destruction
technology in Siege, and the shinier men in WWE 2K16.
Yes, there are a lot of sequels coming out this year. But
too many? Let me answer that question with a question:
do I have too many hairstyles? I think we both know
the answer to that one.

Samuel: Try to name me any original stuff coming out
from big publishers in the next year. I’ve seen trailers
for Gearbox’s MOBA shooter Battleborn, and that’s a
thing, but it’s clearly inspired by a bunch of different
sources and honestly doesn’t look like my sort of thing
in any case. Last year we had Alien: Isolation, a rare but
perfect example of a publisher taking a gamble and
spending some real money while doing so. I want more

originality like that. And you have one hairstyle, Ben: it’s
the one Patrick Bateman has when he’s chasing people
with an axe. Because that’s what you do, Ben. You’re
him. A psychopath.

Ben: I only kill people who I think deserve it, but that’s
not the point. There are tons of original games coming
out next year. Let me quickly go to Steam, uhh... OK, I
couldn’t find any, but brilliantly this proves my point.
It’s hard to get excited about an unknown quantity.
Everything I’m looking forward to is a sequel, because I
know it’ll deliver. So if anything, there aren’t enough
sequels. I want sequels to Remember Me, Hydrophobia,
and 1996 point-and-click adventure Toonstruck, starring
Christopher Lloyd.

Samuel: Ben, you’re the only person who remembers
Remember Me (do you see how I did an irony) and
Hydrophobia had cracking water physics if nothing else.
But is the industry still willing to invest in a big game
when it’s an unknown quantity? Could something as
out-there as 3D Fallout or Mirror’s Edge once seemed
ever be created in today’s risk-averse climate ? That’s
what I’m worried about. That the mentality that
brought some of my favourite games to life is now more
elusive than ever. And you’re not helping with your
obscure cultural references you high-functioning nitwit.

Ben: Big games are a huge financial gamble! (I
appreciate that you think I’m high-functioning, by the
way). That’s why the onus is on developers to make
them good. But I don’t think they should necessarily
establish a bold new intellectual property to indulge
their creativity. BioShock Infinite is a sequel, but it was
nothing like BioShock. The same goes for Half-Life 2,
and Fallout 3, and so on. Sequels can depart from their
predecessors in such a way that the only trace left is the
name. And yes, I did use the phrase ‘bold new
intellectual property’ just now.

Samuel: I saw that you did, Ben, and I will base the rest
of my response (and perception of you as a human
being, which was already on the wane) on that one
term. Bold new intellectual property? Bold new
intellectual property THIS [Walter White crotch grab].
I think I’ve made my point.

ARE TOO MANY SEQUELS 
COMING OUT IN 2015/16?

Yes WHILE 
THE LINE-UP 
IS EXCITING,
ORIGINAL GAMES
ARE NONEXISTEN

UCCESSIVE 
ES IN A SERIES 
ITERATE AND 

ROVE UPON 
LAST ONE.

THE DEBATE IS OVER, BUT WHICH ARGUMENT DESERVES A SEQUEL?  
LET US KNOW @PCGAMER.

NT..

No SU
GAM
CAN
IMPR
THE 
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SAMUEL 
ROBERTS

hates all sequels 
except Three Men 
And A Little Lady.

BEN 
GRIFFIN

is a sequel to all 
past humans and 
therefore superior 
to them.





‘Edutainment’ games have a reputation
for compromising heavily on the
‘-tainment’ by substituting fun for
thinly veiled school lessons. While
classics like Carmen Sandiego are

remembered well, the ’90s brought a slew of kids’
games with a different spin: instead of being centred
around classroom curriculums, these aimed to teach
ways to think and learn, introducing previously
unseen challenges to design and development.

Two significant examples are Humongous
Entertainment’s point-and-click adventure titles, and
later, the slew of Lego-themed games spanning multiple
genres. Co-founded by Ron Gilbert (of Monkey Island
fame), Humongous had a number of series targeted at
varying age ranges, including Putt-Putt, Freddi Fish, and
Spy Fox. Lego Island, an open-world sandbox game,
strived to offer a brick-based smorgasbord of activities
in a fully-3D environment. Though its box boasted
about characters, vehicles and pizzas, the developers
worked to ensure it also carried educational value.

Each of Lego Island’s playable characters encouraged
different kinds of thought. Policeman Nick Brick’s
activities focused around critical thinking and

DEVSATWORK,  
KIDS AT PLAY
How trailblazing developers challenged 
young players to think and learn

 

S P EC I A L  
R E P O R T

Putt-Putt, a purple 
convertible car, 
travelled with his 
pet dog to all kinds 
of destinations.

P C G  I N V E S T I G A T E S

THE 
PARENT
TRAP

Highly interactive
environments were
useful for engaging
parents as well. Big
Tuna New Media
LLC’s Little
Monster Private
Eye in The Smelly
Mystery was an
adaptation of the
picture book by
Mercer Mayer.
Each page and
illustration was
imported,
animated and fully
voiced, with a
challenge at the
end to deduce the
culprit. Clickable
objects on each
screen were
packed with
references to
pop culture and
music, including
Magnum P.I., Jimi
Hendrix, and
Reservoir Dogs.

investigation, while pizzeria owner Papa Brickolini’s 
juggling and dancing encouraged more kinesthetic 
learning and interaction. “At school, there were some 
people, like myself, who were really bored when it was 
just presented verbally,” says Wes Jenkins, Lego Island’s 
creative director. “I learn better visually.” That freedom 
to explore new ways of learning was virtually unseen in 
other titles and remains rare in kids’ games today.

Developers had to strike a careful balance when 
being mindful of their audience. Complex words and 
sentences could confuse kids and some would only have 
a loose grasp of the language. However, watering the 
game down might make it more accessible to very 
young children, but would alienate anyone else. 
Humongous’s solution involved substantial interactivity. 
In each area, almost every rock, cloud and flower was 
clickable, eliciting a cute animation or a quip from the 
characters. “You could explore the game for hours 
without knowing what the narrative was,” says Mike 
Paganini, who worked as a designer and art lead at 
Humongous Entertainment. These bite-sized morsels 
took considerable time and effort, but they allowed 
players to simply enjoy poking and prodding the world.

While Humongous adapted the well-established 
point-and-click adventure genre to fit its audience, Lego 

16    OCTOBER 2015



Island was built from the ground up for kids. It 
presented an environment to explore and interact with 
instead of a directed experience. “You could just stand 
in one place and all kinds of different characters would 
come up to you,” says Jenkins. “If you just want to walk 
around, if you just want to stand there, or if you want to 
play games… We just wanted to make it a Lego world.” 
From building a car and racing, to simply walking about
and listening to the islanders chatter, the game catered 
to various levels of depth. Combined with multiple 
methods of interaction via the playable characters, Lego 
Island was able to appeal to a 
wide range of children, across 
age, gender, and personality.

“It was a labour of love,” 
Paganini says. “Everybody cared 
about the product, everybody 
was interested in what other 
people were doing. It wasn’t 
uncommon for someone you 
didn’t know to walk up behind 
you and say, ‘Hey, what’re you 
working on?’ and be genuinely interested.”

Due to the infancy of the genre, Humongous had
the leeway to experiment. Although point-and-click 
adventures were common, there were few, if any, 
targeted at young children. That freedom, combined 
with the passions of the developers, invigorated the 
team. “As a game developer, that may have been the 
golden age,” Paganini says.

Unfortunately, it couldn’t last. The number of 
platforms increased dramatically. The scale also 

Junior adventures
HUMONGOUS’S MOST POPULAR SERIES

1 P U T T- P U T T
The series for the youngest players,

ages 3-5. Bright colours, energetic
animations and simple plots made it
unintimidating and easy to understand.

2 F R E D D I  F I S H
For players 4-6 years old. Each game 

featured a mystery that encouraged 
reading and critical thinking in order to 
crack the cases.

3 P A J A M A S A M
For 5-7-year-old players. The entries 

tackled common childhood issues, such as 
fearing the dark and eating properly, 
wrapped up with increasingly complex 
challenges and blue-footed pyjamas.

4 S P Y  F O X
A take on James Bond, the series was 

designed for ages 6-8. Witty dialogue 
matched with multi-step puzzles to 
challenge older kids. 

Nooo. Keep playing 
Little Monster. 
Keep playing.

“I THINK THE LIFE
EXPECTANCY OF A

CHILDREN’S GAME NOW
IS TWO OR THREE HOURS”

outstripped what young players typically receive now. 
“To me, the analogy is that Humongous was making 
motion pictures, and children’s games today are TV 
shows. You try to extend the brand by making more and 
more television shows, versus really investing in 
something that someone is willing to play for 10, 12, 20 
hours,” Paganini says. Maintaining the high density of 
click points and extra tidbits over a feature-length 
plotline wasn’t simple. “I think the life expectancy of a 
children’s game now is more around two or three hours. 
The math doesn’t add up.” These days, with the ubiquity 

of mobile devices, the simplicity 
of app stores, and the refinement 
casual games have undergone, 
there’s much less room for 
exploration. While Humongous 
wasn’t able to adapt, Lego 
produced a wide array of titles
and eventually branched out into
lighthearted tie-ins to popular
franchises such as Batman and
Lord of the Rings.

That’s not to say kids don’t have options for titles
that subtly teach. There are more options than ever
for mentally productive games – they’re just not 
made exclusively for kids. Minecraft was made for 
all audiences, but it’s become hugely popular with 
young gamers and even found use as an educational
tool. Although those games were mostly products of a
budding industry and innovative developers, kids have
more to play than ever – and more ways to learn.
Will Uhl
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DOTA 2

What is it?
A blend of competitive 
action and strategy for 
teams of five. The 
original and most 
complex game in the 
genre.

How is it judged?
Matches are either 
best-of-one or best-of- 
three, with a best-of- 
five grand final. Games 
end when a team’s 
ancient is destroyed or 
‘GG’ is typed into chat.

What’s the format?
Qualifiers followed by 
seeding via group 
stages. The main event 
is double-elimination, 
with a run of best-of- 
ones on the first day of 
the lower bracket.

Evil Geniuses enjoy 
a historic moment.

E
S P O R T S

The fifth Dota 2 International was the
longest and most lucrative since Valve 
introduced the game to the world in 
2011. After a week of group stages, 16 
of the best teams in the world met in 

Seattle’s KeyArena to compete for greater and 
greater shares of a prize pool that topped $18m. 
Valve’s presentation was better than ever, running 
to a 360-degree screen, a stage shaped like the Dota 
logo, and a live orchestra for the opening ceremony.

It was also one of the closest contests in the history of 
competitive Dota. The first day saw both defending 
champions Newbee and fan-favourites Na’Vi 
eliminated. On the second day, the top-seeded Eastern 
European team, Empire, was eliminated by South 
Korean second-seed MVP Phoenix. This marked 
South Korea’s best year at the International, a 
tremendous showing for a country with very limited 
presence in the Dota scene. It was also an important 
result for Phoenix captain March, who will be forced 
to retire from professional Dota for the next two years 
as he enters mandatory military service.

Day two also saw the fall of Cloud9, another 
well-loved team that just didn’t seem to find traction 
at this event. Another previous International 
champion, IG, lost out to tournament favourites Team 

Secret in the lower bracket after a hard-fought set. 
compLexity, a North American dark horse composed 
of former Heroes of Newerth veterans, found 
themselves going out 2-1 against Eastern European 
powerhouse Virtus.Pro – but not before producing 
one of the turnarounds of the whole tournament in 
their first game. Nobody expected anything from 
them in this International, and they proved that to be 
a misguided judgement.

The MVP Phoenix dream finally ended on day 
four, but that wouldn’t be the day’s biggest upset. In a 
shock result, Team Secret – pegged by many, 
including me, to handily take the entire thing – were 
eliminated 2-1 by Virtus.Pro. You could see them 
crumble: rumours of bad feelings among the team had 
spread in the early parts of the event, but in the games 
themselves it looked like an overconfident team 
quickly and devastatingly learning how close-fought 
the Dota 2 scene can be.

The day ended with the All Star match, where the 
community votes on the pro players they’d like to see 
shuffled into random teams for a single game. This 
year, Valve used the All Star to announce support for 
24-player matches within Dota 2’s upcoming Reborn 
client update, and demonstrated this by inviting ten 
players from the audience to turn the game into a 10 
vs 10. One of these audience members, wearing a fat 

BLEED BLUE
The International 2015 ends, and a new champion emerges

E V E N T  R E P O R T
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suit and Pudge mask, turned out to be legendary 
midlaner Dendi – setting the tone for a very long, very 
silly evening. Kudos to the random member of the 
public who saved the game for his team as 
Omniknight – that’s got to feel good.

So many teams performed tremendously in this 
tournament, but it came down to two – and either 
way, it would be a fairytale 
ending. On one hand, Evil 
Geniuses were the great hope 
for a first-time American 
winner. Their carry, Fear, is one 
of the most experienced players 
in the scene but has never taken 
home the trophy that matters. 
Their star player, SumaiL, is a 
16-year-old immigrant from 
Pakistan, one of the most 
talented midlaners in the history of the game. Until 
earlier in the year, he was living in a bedroom with 
eight of his family members.

On the other hand: CDEC, a team of Chinese 
newcomers whose thundering run through the group 
stages and main event took everybody by surprise. A 
few recognised their talent, but none expected them 
to do better than the four or five Chinese teams rated 
above them. Now-legendary carry agressif once told a

hundred or so stream viewers that he wanted, just
once, to play at the International. He made it to the
grand final on his first attempt.

Unlike last year’s hour-long anticlimax, this was a
brilliant four-game final. The two captains – EG.PPD
and CDEC.Q – played a battle of wits in the draft
which EG won in the first game but CDEC decisively

won in the second. SumaiL and
EG’s offlaner, Universe, played
incredibly in game one, but so
did CDEC’s Xz and agressif in
game two. With the match tied
1-1, game three was incredibly
close, a narrow victory for EG
clinched with virtuoso
high-pressure play by SumaiL.

CDEC showed signs of
stress in the fourth game,

playing much more defensively. In the play of the
tournament they killed SumaiL and made a play for
Roshan, Dota 2’s most important map objective. But
PPD and Universe countered with an Ice Blast-Echo
Slam combo that annihilated CDEC inside the pit.
They rode the roar of the crowd from that moment to
the trophy itself, securing a historic first-time victory
for North America at the International.
Chris Thursten

 THE MONTH 
AHEAD

SMITE
Smite Pro League Fall 
Split
August 7 – 
October 25
The world’s best Smite 
teams compete over 
two months to 
determine who 
progresses to the 
regionals and 
ultimately the world 
championship. This is 
the place to start if you 
want to get into 
professional Smite.

STARCRAFT II
MSI Masters Gaming 
Arena 2015
August 28 – 31
After a run of 
international qualifiers, 
MSI’s latest StarCraft 
tournament ends at 
PAX Prime in Seattle. 

LEAGUE OF LEGENDS
2015 EU Regional 
Qualifiers
August 29 – 31
A fierce playoff to 
determine the third 
team to represent the 
EU region in the 
upcoming League of 
Legends World 
Championship, played 
over three days.

HEROES OF  
THE STORM
2015 HWC Europe 
Championship
October 3 -4
Eight of the best 
European Heroes of 
the Storm teams come 
together in Prague to 
find out who will attend 
the first World 
Championship at 
BlizzCon in November. 

Valve really pulled out 
all the stops this time.

 EVIL GENIUSES WERE  
THE GREAT HOPE FOR A 
FIRST-TIME AMERICAN 

WINNER
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I’ve planted an armoured emplacement in
one corner of the room and now I’m 
crouching behind it with my tactical shield 
up. We’re ready. 

At which point something can-shaped 
rolls under the nailed-shut doorway, 
buzzing gently. Later I will wonder why we 
left gaps at the bottom of every door, but 
my initial reaction is GRENADE ARGH, so I 
dive behind the nearest cover and prepare 
for the blast. It never comes. Instead a 
little voice announces that the enemy 
have found our defensive point, and the 
little can-shaped drone rolls in a taunting 
spiral in front of me. I fire my revolver at it 
five times, but can’t seem to hit it. Which is 
why, when the enemy blow down the wall 
behind me, my gun is nearly unloaded and 
we all die in double-quick time. 

Rainbow Six Siege is something like the 
tenth game in the series. The last one was 
seven years ago, however, so for those of 
you who don’t remember it, the games are 
based on a book by Tom Clancy about yet 
another super-secret counterterrorist 
unit. International Team Rainbow 
specialises in the sort of black ops 
nonsense that sends militaria-glorying 
readers weak at the knees. In game terms,
that means small tactical teams working 
quietly and efficiently alongside each 
other, with fast death the punishment for 
screw-ups. And lots of rappelling. Most of 
the games have featured multiplayer, but 

this is the first one where it’s been such a 
core focus. Three elements make it stand 
out above other team combat games. 

HIGHLY STRUNG
First, it’s still got the aforesaid Rainbow Six 
rappelling, which makes every area a 3D 
playground. Rappelling takes a couple of 
seconds, zooming up walls like a scared 
monkey. You can dangle upside-down to 
shoot through windows, drop quickly to 
avoid fire, and plant explosives. No other 
game lets you carry out a coordinated 
assault from above, below and any side 
like the Rainbox Six games do.

Second, environmental ruination 
extends to much of your surroundings. 
Weak materials like card can be poked 
away by melee attacks. Tougher materials 
like concrete walls or reinforced doors can 
be blasted apart by breaching charges. 
Armoured defences can be burnt away by 
thermite. Certain bits can be shot through 
easily but take a lot more to become 
passable. This makes the game almost 
emergent. Hearing footsteps on the other 
side of a dry wall and knocking a hole in it 
to assassinate an enemy is a simple joy. 

The third selling point is the way the 
game sets up counters to every tactic. 
Sure you can barricade yourselves in – 
but that lets the enemy know exactly 
where you are. Sure you can take a 
heartrate sensor – but if they’ve got EMP 
grenades it’s useless. It’s great that you’ve 
got that huge defensive shield – but it 
doesn’t cover your legs or head when 
you’re reloading. Every tactic has a flaw 
designed into it, so nothing is killer or 
must-have. But you can’t bring every 
counter with you, so you’re always working 
around one of the enemy’s advantages.

The first mode my team played was 
Terrohunt, where you assault AI terrorists. 
This realistic mode was a significant step 
up in terms of difficulty from to normal 
mode. You’re fighting the ‘White Masks’, a 
mysterious group of enemies who begin 
scattered around the level but spawn 
magically in huge numbers when you start 

T
om is nailing the doors shut, and 
armouring the key entrances. Cooper is 
helping barricade the windows, and 
making ready to track the bads with a 

heartbeat monitor. Stefan, having scattered his 
razor wire inside the nailed-shut doors, is roaming 
the corridors of the derelict building alone, despite 
our shouts to regroup. (He dies alone.) 

 

Nailing the doors shut and holding 
the fort in Ubi’s squad shooter

T O M  C L A N C Y ’ S 
R A I N B O W  S I X 
S I E G E

EVERY TACTIC HAS A FLAW 
DESIGNED INTO IT, SO NOTHING 
IS KILLER OR MUST-HAVE

RELEASE
October 13

DEVELOPER
Ubisoft Montreal

PUBLISHER
Ubisoft

LINK
rainbow6.ubi.com/siege/en-gb

N E E D  T O  K N O W

P L A Y E D  
I T
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defending one of the objectives – in our 
case, defusing a bomb.

The Masks come in a few familiar 
varieties – engineering, combat, 
advancing behind shields – but, 
significantly, they’ve got the same 
demolition abilities as players, enabling 
them to exploit the exact same features, 
and turning every combat into a dynamic 
defence, where you’re endlessly reacting. 
What the Masks don’t have is good 
combat AI, as yet – they didn’t move into 
cover well or even always react when I was 
standing next to them. 

Despite that, due to numbers, tumbling 
walls and ammo shortages, we never 
survived an assault. The spacious rooms 
of the classical French Consulate we 
fought in tempted us into frontal assaults, 
where it might have made more sense to 
stealth it. At this stage, I can’t say we really 
understood the connotations of wide-
ranging destructibility, so we kept dying.

Thankfully, the core of Rainbow Six 
Siege is the Siege PvP mode. Here two 
teams of five take turns attacking and 
defending a key location, in a series of six 
three-minute rounds. You can publicly see 
team selection ahead of a round and vote 
on your start point on the map screen. 
This is particularly crucial for the 
defenders, as each area has its own 
strengths and weaknesses. 

The round starts with a 45-second 
hiatus as the defenders frantically 
barricade themselves in and the attackers 
send out drones to scout. Then the 
attackers hunt down the defenders, or 
focus on the objective (sometimes a 
playable hostage). The map we played 
was the SAS base at Hereford: the 
defenders had to hold a location for three 
minutes, the attackers had to capture it. 

The dudes you play are heavily 
specialised – characters and classes in 
one package. This means certain soldiers 
are good at attack and not defence, and 
vice versa. Rook carries a large shield and 
can supply his teammates with ceramic 
plates to reinforce their armour. Sledge 
has a sledgehammer, great for getting 
through flimsy walls. Thermite carries 
thermite... OK, maybe they’re not trying 
too hard on the names. Also we couldn’t 
vary their loadouts in the build we played.

Once you get into combat it’s fast and 
deadly, so choosing when to reload is 
crucial. As your armour runs out, if you’re 
lucky you’ll go Down But Not Out, allowing 
a friendly player to aid you before an 
enemy finishes you off. There’s no 
respawning, so as players die you get a 
nice big mid-screen update about the 
current balance of power – and when it 
gets down to 5v1, and you’re the 1... pray. 

To avoid that, as the defenders, you set 
up traps, mislead your enemies by 
fortifying elsewhere, don’t camp in the 
objective room, work in teams, and never 
let them surround you. As the attackers, 
you scout the objective before attacking, 
ensure you always find it with your drones, 
use the building’s verticality to increase 
your options, and make sure you have an 
array of demolition tools to increase the 
angles they defenders have to cover.

COUNTER-SIEGE 
Though the tactical element is crucial, in 
our sessions it played second fiddle to 
accuracy – once we’d settled the 
subtleties, each game became like 
Counter-Strike, the rounds won by those 
with the best aim and reflexes, and the 
slower, casual and older players 
languishing at the bottom of the league 
table. That’ll probably stymie the 
new-player experience as the game 
matures and veterans learn the maps. 
There’s no word yet as to whether 
Rainbow Six will filter by ability to avoid 
this sadly familiar problem. 

My main worry is that all the marketing 
has treated it as yet another team arena 
shooter, and nothing has been revealed 
about the campaign mode. That says to 
me that they don’t have confidence in the 
campaign, so you should only judge the 
game on the multiplayer – and ask 
yourself if that’s worth £50.

Despite that caveat, the pure PvP 
passes my acid test for multiplayer 
gaming, shared by PlanetSide, Counter-
Strike and Team Fortress, in that playing it 
throws up endless war stories. That time I 
lost the match because I was last man 
standing and forgot which was the 
grenade button. That time we didn’t 
realise the basement wall behind the 
turret could be demolished until it blew up 
around us. That time we dangled 
upside-down outside the barricaded 
windows and killed half a defending team 
using cluster bombs. If Ubisoft can extend 
that throughout all the game modes, this 
will be a winner.
Dan Griliopoulos

THAT TIME I WAS LAST MAN 
STANDING AND FORGOT WHICH 
WAS THE GRENADE BUTTON
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The consulate in all its
pre-rendered glory.



  OCTOBER 2015   23

P R E V I E W

Tom Clancy’s Rainbow Six Siege

Hiding behind a heavy’s shield
is a legitimate tactic.



T
he key to Dropsy is the hug system.
Anyone you see – and some inanimate
objects – can be hugged. Dropsy may
look like the stuff of nightmares, but he

has a heart of gold. Not everyone will want to hug
him at first, though. First you have to make them
like you by completing sidequests. For every
successful hug, Dropsy pins a picture of the hugee
to the wall above his bed. He’s a serial hugger,
whose hunger for hugs cannot be sated, and the
most unlikely videogame hero of the year.

path has a love heart and a cake floating 
above it. And, handily, you’ve just picked 
up some cakes. You can guess the 
solution, but this is the simplest example. 
Later the icons get more abstract, and the 
puzzles more challenging as a result.

It’s a clever idea, because how you 
interpret these icons might give you a 
different impression of a character or 
situation than some other player would 
get. Your experience of the game will be 
different from a friend’s, which is an 
unusual approach to the usually dialogue-
heavy adventure genre. 

Dropsy’s freely explorable world, which 
includes a whole town, is full of oddball 
characters, some of whom will instantly 
take a dislike to our hero. To get them on 
your side you’ll need to study the icons 

above their heads and figure out what 
they want. There’s also a day-and-night 
cycle, which determines when certain 
buildings are open and certain characters 
appear. The nightclub only opens at night 
(obviously), but when it does Dropsy can 
take to the dancefloor and twerk to the 
thumping beat.

BIG SHOES
Creator Jay Tholen is a musician, and the 
soundtrack to Dropsy is superb. Mellow 
Angelo-Badalamenti-inspired jazz and 
woozy psychedelic prog-rock give the 
game a strange, unique personality. David 
Lynch is an important creative touchstone 
for Tholen, and one trippy dreamworld 
sequence is reminiscent of the 
otherworldly Black Lodge from Twin 
Peaks. Dropsy is interesting both as a 
piece of art and as a point-and-click 
adventure. I’ve yet to explore the entirety 
of the huge world map, but what I’ve seen 
so far has been fascinating, weird, and 
peculiarly heartwarming. I’ve never been 
on a hugging spree in a game before, and 
that alone is worth celebrating.
Andy Kelly

DROPSY IS A SERIAL 
HUGGER WHOSE 
HUNGER FOR HUGS 
CANNOT BE SATED

P L A Y E D
I T

A surreal adventure game about 
being nice to people

D R O P S Y

Dropsy is also an adventure game, in the 
classic LucasArts mould. The stylish art is 
reminiscent of Day of the Tentacle, and 
the puzzles wouldn’t feel out of place in a 
Monkey Island game. But there’s a twist: 
there’s no dialogue in this adventure. 
Everything, even the menus, is 
communicated in picture form. Speech 
bubbles dance around characters’ heads, 
and they express themselves with icons. 
Early on, a fat yellow bird blocking your 
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RELEASE
Autumn

DEVELOPER
Jay Tholen, A Jolly Corpse

PUBLISHER
Devolver Digital

LINK
www.dropsytheclown.com

N E E D  T O  K N O W

Some people just don’t like 
mute, fat, maimed clowns.





V-Trigger turns Necalli’s hair
a gravity-defying bright red.

Street Fighter V will be closer
to its second incarnation.
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Vega will have a number of
new tricks up his frilly sleeves.



This is natural enough in a competitive
game that has been around for eight 
years, but it’s not really sustainable. 
Capcom is hitting the reset button 
with Street Fighter V, stripping out 
the sillier stuff and making a game 
that’s a lot more honest and a lot 
more like classic Street Fighter II in 
the value it places on spacing, footsies and 
mind games. As such, the result will strike 
a much better balance between 
complexity and accessibility.

Vega, recently announced and 
playable on the Gamescom show floor, is 
sure to benefit from the new approach. 
The flamboyant Spanish ninja’s Street 
Fighter IV incarnation was lethal in the 
right hands, but his combos were riddled 
with one-frame links and, when the chips 
were down, he had little in the way of 
bullshit to call on. 

The first lady of Street Fighter Chun Li, 
a classic footsies character and a series 
staple, also benefits from the change. She 
gets a further boost from the way most of 

her special moves have been moved from 
charge motions to quarter-circles, 
reducing the time spent sitting on the floor 
maintaining a charge. 

Just one new character, a Maori 
grappler called Necalli, has been 
announced so far, but there are plenty of 
surprises elsewhere in the cast. Charlie 
Nash, absent since the Street Fighter 
Alpha games, returns and plays a far more 
rushdown style than his old army buddy 
Guile. Birdie, first seen in the original 
Street Fighter and, like Nash, absent since 
Alpha, is a grappler with considerable 
ranged tools, including a biker chain that 
grabs opponents from afar, and a leaping 
grab that goes straight through fireballs. 
Even the most traditional of all can 
surprise: Ryu and Ken are present, 
obviously, but their moves have been 
altered so that they’ve never played so 
differently to each other.

NEW SKILLS
Much of that comes from the Variable 
(shortened to ‘V’) system, which gives 
each character two unique abilities. The 
V-Skill can be used at any time you choose 

and as often as you like, and gives 
Ryu a Street Fighter III-style parry, 
Ken a rapid forward dash, and 
Cammy a spinning backfist that’s 
invincible to projectiles.

V-Trigger, meanwhile, can only be used 
when a meter that fills as you take damage 
is fully stocked, and might buff movement 
speed or damage output for a while, open 
up new combo possibilities, or give you 
access to new moves.

While Street Fighter IV received three 
major updates and plenty of balance 
patches in between, the Street Fighter V 
that launches next year will be the only 
one you’ll ever buy. Patches will be free 
and new characters will be available by 
spending either real money or a virtual 
currency earned through play. 

How that’s balanced will, of course, be 
key: Capcom may be the best in the 
business at balancing a fighting game but 
it’s a novice when it comes to virtual 
economies. Hopefully its strength in the 
former will be enough for us to overlook 
what, on the evidence of its botched PS4 
beta, will be some inevitable teething 
problems along the way.
Nathan Brown

F
or all the brilliance of the Street Fighter 
IV games, they’re defined by what I can 
only describe as a little bit too much 
bullshit. There are cheap ways to escape 

pressure or cancel mistakes before they happen. 
The combo timings are absurd, and there’s
jargon-steeped trickery by the bucketload.
The worst of all is often called the Forbidden 
Technique, not only in recognition of its power but 
the length of its true name, Late Crouch Tech 
Option Select Focus Attack Backdash. 

 

Capcom goes back to the basics  
of the best fighting game ever

S T R E E T  
F I G H T E R  V

CAPCOM IS HITTING THE  
RESET BUTTON, STRIPPING
OUT THE SILLIER STUFF

RELEASE
March 2016

DEVELOPER
Capcom, Dimps

PUBLISHER
Capcom

LINK
streetfighter.com

N E E D  T O  K N O W

F I R S T
L O O K

The masked matador can play 
with or without his claw.
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RELEASE
2015

PUBLISHER
Ubisoft

DEVELOPER
Ubisoft Montreal

LINK
assassinscreed.ubi.com

N E E D T O K N O W

It’s yet another Assassin’s Creed.
So will this one be any good?

A S S A S S I N ’ S
C R E E D
S Y N D I C A T E

I
don’t feel a lot for Assassin’s Creed these days, partly because there
are far too many of them – three in the past year, between Unity,
Rogue and Chronicles – and also because Ubisoft’s track record with
PC ports is spotty at best. I’ve taken to skipping multiple years of

Assassin’s Creed. I played Black Flag but avoided Unity. I’m slightly more
interested in Syndicate.

During a brief hands-on, I got to try out the
biggest change to the series so far – the
grappling hook that lets the two
protagonists, Jacob and Evie Fry, cross
from one building to another. It feels good
and not dissimilar to the grapnel in the
Batman: Arkham games, but as of the E3
build, the reticule doesn’t always want to
appear when I’m facing a building. Making
sure that’s instantly responsive will be
really important.

Otherwise, everything feels pretty
much like Assassin’s Creed as usual, with

similar rote combat and platforming,
minus the new horse-and-cart control –
it’s basically like driving a car, but with live
creatures instead of a bumper.

While Syndicate will arrive later on PC,
with October 23 being the release date for
Xbox and PS4, this port should be better
optimised than Unity because there’s a
dedicated team working on it in-house this
time. Let’s see if Assassin’s can keep up its
hit rate of roughly one in every three
games being decent.
Samuel Roberts

Definitely a hoody 
in need of a hug.
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You play Lincoln Clay, a black Vietnam
veteran who, on returning to the US, finds 
work with the black mob. It’s here that 
Clay – an orphan – finds the family he’s 
been searching for. But his sense of 
belonging is cut short when his adoptive 
family are betrayed by the mafia. 
Now he’s building his own family to 
take to war against the Italian mob.

If the setting defies expectations,
so does what new developer Hangar
13 is doing with the Mafia template. Where 
past games have featured an open-world 
city as the backdrop to a linear campaign, 
Mafia III has what the developers call a 
“true open world”. It’s not yet clear how 
open or emergent it will be, but I got to see 
how the city plays a part in Clay’s war.

In the demo, Clay’s mission is to take 
control of a mafia-owned drug den. 
Following a tip that dealers are operating 
in a local cemetery, he pays a visit. Along 
the way, I see the authentic and vivid detail 
of this vision of post-’Nam New Orleans. 
The lighting is excellent, creating a dark, 
smoky atmosphere punctuated by vibrant 
bursts of light from signs and store fronts. 
It looks humid and feels totally distinct 

from the overly familiar aesthetic of New 
York or LA.  

Once Clay finds the dealer the ensuing 
chase ends when Clay jumps in his car. 
Learning the location of the drug den is a 
matter of driving erratically to scare the 
dealer into talking. A familiar scenario, but 
one that here is accompanied by 
Creedence Clearwater Revival’s Fortunate 
Son playing on the radio. What I hear of 
the demo’s soundtrack is a best-of playlist 
of the era’s most iconic songs. Mafia III is a 
crime story, but one that appears to be 
grounded in its period setting.

GUNPLAY AND TAKEDOWNS
With the dealer successfully terrorised, 
Clay’s given the option to kill or spare his 
new informant. “Can’t trust a snitch,” he 
states bluntly, before shooting the dealer 
in the head and kicking him from the car.  

The player has the choice to enter the 
den, which is hidden beneath a club, in 
multiple ways. I sneak around the back. 
Reaching the thug undetected gives Clay 
the chance to perform an instant 
takedown. That means taking a kitchen 
knife to the soon-to-be-ex guard’s face 

and chest. I’m almost taken aback by 
the brutality. It’s possible the violence 
is gratuitous, but given the sense of 
purpose throughout the demo, I hope 
there’s more to it than that.

Clay clears out the den with a Magnum 
and a shotgun. A single shot won’t 
necessarily kill an enemy, but it will 
incapacitate them giving Clay the choice 
to move in for a melee takedown. After a 
lengthy shootout, the drug den is won.

Captured territory can be divvied up 
between Clay’s three lieutenants, one of 
who is Mafia 2’s Vito. The characters can 
bribe cops, supply weapons and provide 
muscle. They also help to defend territory 
against mafia retaliation. The demo 
culminates in an explosive firefight outside 
a cinema, with Clay’s grenade launcher 
making short work of some cops’ cars.

I’ve still got a lot of questions about 
Mafia III, but I’m hopeful its new 
developers know what they’re doing. 
Hangar 13 has found a great way to 
rejuvenate the series while still feeling like 
a Mafia game. We’ve seen the tale of the
Italian mafia told many times over. Now
it’s time to let someone else start a family.
Phil Savage

T
he life of the Italian mafioso has been 
well documented and there’s a well-
worn template for the rags-to-riches 
story of a young hopeful struggling with 

the internal wranglings of organised crime. Mafia 
III is different. It’s set in a reimagined version of 
New Orleans in the late ’60s and casts the Italian 
mafia as the primary antagonists. 

 

The crime series gets a new 
developer and a new vibe

M A F I A I I I

“CAN’T TRUST A SNITCH,” HE 
STATES, BEFORE SHOOTING
THE DEALER IN THE HEAD

RELEASE
2016

DEVELOPER
Hangar 13

PUBLISHER
2K Games

LINK
www.mafiagame.com

N E E D  T O  K N O W

F I R S T
L O O K

Guns have presence, with loud
blasts revealing their power.
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Clay’s campaign is predicated on
violence and he’s up for the task.



Lunatic driving: dealer
interrogation Clay-style.

Cover-based stealthing
precedes cover-based shooting.
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F
inally, we all have the chance to play a
game where our timber trader gets
robbed and murdered, we don’t have the
resources to research three-field crop

rotation and then a volcano erupts next to our most
prosperous town. Games!

feed your people and armies, and 
generally keep everything ticking over, but 
you can’t get everything in just one town. 
As such, you’re forced into operating 
numerous trading operations throughout 
the continent – fortunately devoid of 
micromanagement, as with many other 
aspects of the game – which can 
sometimes bring you to ‘X’ number four.

Because this wouldn’t be an empire 
building game without the need to 
exterminate those around you. You can 
opt for diplomacy, attempting to sort out 
trade deals and free passage through 
regions should you wish, or you can just 
opt to send in the cavalry to lay siege to 
any of your seven opponents. Honestly, 
there’s nothing here you haven’t seen 
before, but it’s done well – and there’s a 

very welcome effort being made to cull as 
much mind-numbing micromanagement 
as possible.

TRADE SIM PEDIGREE
Having Grand Ages: Medieval explained to 
me in great detail, I couldn’t help but find 
my mind wandering to other, more 
fantastical settings. Namely, The Settlers. 
Sure, developer Gaming Minds isn’t likely 
to suddenly fill its game with big-headed 
tiny computer people and a friendly, 
light-hearted presentational style – but 
the fact I was reminded of the classic 
empire building series shows there’s 
potential here, even for those of us who 
are turned off by undeniably dry medieval 
trade simulations.

Gaming Minds has cut its teeth on 
titles like Grand Ages: Medieval – Patrician 
IV, Port Royale 3, Rise of Venice – so it 
knows what it’s doing, it knows how it 
wants to present its games. What this also 
means is you pretty much know what to 
expect from this latest title already and, 
who knows, maybe it will scratch an itch 
some of us never knew we had.
Ian Dransfield

MAYBE IT WILL 
SCRATCH AN ITCH 
SOME OF US NEVER 
KNEW WE HAD

N E W
I N F O

Trading… trading as far
as the eye can see…

G R A N D A G E S 
M E D I E V A L

Grand Ages: Medieval is a real-time 
strategy game encompassing the 4X 
tenets we all know and love. You’re tasked 
with expanding your empire from one 
village at the beginning of the game to 
hundreds of individual townships a couple 
of dozen hours later – as long as you’ve 
been paying attention to ‘X’ number two 
and expanding. Along the way you’ll have 
to exploit – there’s ‘X’ three – the 20 
million square kilometre map of Europe so 
you’re able to get your hands on the 20 
goods in the game.

Said goods are used in what is Grand 
Ages: Medieval’s main draw: its trade 
system. You need resources to build, to 
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RELEASE
September 25

DEVELOPER
Gaming Minds

PUBLISHER
Kalypso Media

LINK
www.grandages.com

N E E D  T O K N O W

War is an inevitable part of All Games Ever and,
of course, makes an appearance here.



Beat My Price, an innovative new service from
bespoke offers, does all the hard work of comparing
the price of computing and games products for you.
You don’t have to weigh up prices or click around –
just drop a link with the price you want to beat into the
Beat My Price bar and this service will do the bargain
hunting for you.

Getting better prices on the games and
accessories you love just takes three simple steps. All
you have to do is find the product you want to buy,
drop the URL of something you want to buy into the
bar on www.beatmyprice.co.uk and they’ll aim to
email you a better price within 48 hours*1(including
delivery costs*2).

For example, we tested Beat My Price with the
upcoming surefire extraterrestrial strategy hit XCOM
2. Dropping one site’s £34.99 price into the search

bar, within hours we had back the highly competitive
price of £31.15, a 10.9% saving on the original cost,
providing we took the offer within 29 hours. You just
drop in a link and wait for results.

But it’s not just games you could get for less.
Computing is covered by the service, too. We tried it
with RAM, challenging Beat My Price with enough
memory for a modern PC – two sticks of Kingston’s
Hyper X Savage 4GB RAM, and got them for £38.82,
giving us a comfortable 18 hour window to get a
generous 11.5% off.

These are just two examples of how you can use
Beat My Price – you can use it to try and get up to
12% off gadgets, books, films and TV shows up to five
times a day. Head to www.beatmyprice.co.uk and
challenge the team to find you a better price on
computing goods and brand new games.

A D V E R T O R I A L

Y
ou want to buy a game or PC at a better price, but you want to avoid trawling through 
page-after-page of search options in pursuit of that reduced rate. It makes perfect 
sense – sometimes you pay what you think is a great price for a boxed PC game, less 
than you’d find it on Steam, only to find it for less  elsewhere later on. As a consumer, 
what’s ideal is having a better price found for you with as little fuss as possible. Even 

better would be to just drop the thing you want into a box and have the internet magically summon 
a more competitive price for you. 

Want a better price  
on PC games and 
accessories?

*1 Personalised discount emailed to you within 48 hours. Limited time period to use discount, usually 12 hours. Shoppers are currently able to make up to five requests a day on Beat My Price.
*2  3 out of 4 times we find a better price than the one found by the consumer. 
Beat My Price is owned and operated by Barclaycard, whose conditions apply. 

Get up to 
12% off the 
best price 
you find 
online!
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The industrial environment is
a big change from Amnesia.

There’s nothing
good down there.
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‘Dead’ robots springing to
life is a constant worry.



It’s clear early on that Soma is by the
same people who made Amnesia. As I 
crouch in my corner, waiting for the robot 
to pass, I get flashbacks to crouching in 
another corner, hiding from another 
monster, in The Dark Descent. But 
this is a far cry from Brennenburg 
Castle. Soma is set in an underwater
research base, with claustrophobic 
metal corridors. And something has
gone horribly wrong here.

As I explore I notice strange bio-
mechanical tendrils bursting through walls 
and forming clumps on the floor, and a 
sticky black liquid dripping from the 
ceiling. It’s like the place is being eaten by 
some encroaching horror, and the 
constantly flickering lights aren’t making it 
any more inviting. You don’t know why 
you’re there, or what the base is for, and 
neither does the main character. At first I 
thought I was on a spaceship, then I 
walked through a glass tunnel and saw 
shoals of fish swimming above me. It’s a 
brilliantly atmospheric setting, 
reminiscent of the hard-edged, 
understated sci-fi films of the 1970s.

Things get weird when I meet a 
survivor. Or, rather, a machine that thinks 
it’s a survivor. A rusty old robot is trapped 
under a pile of rubble and pleading for me 
to help it. I talk to it and discover it’s utterly 
convinced it’s human. “I can see my 
arms!” it shouts, confused, when I insist 
it’s not. It’s a deeply odd moment, but my 
fascination is interrupted when I throw a 
power switch and accidentally kill him. Or 
it. I’m still not sure which. Am I a robot? I 
love how the game keeps you guessing: 
about the base, its purpose, your robot 
stalker’s motivation, if any, and your 
reason for being there.

HIDDEN DEPTHS
You piece the story together through 
documents, drawings and notes, and the 
main character also has some special 
power that lets him touch machines and 
hear echoes of past events. You can log 
into computers and read people’s’ emails 
or listen to audio logs. Hey, it is a horror 
game after all. But the information you 
uncover is never explicit. If anything, it 
makes the situation more confusing. Why 
are other research bases around the world 

closing? Why was this one 
abandoned? Why is that emu trying 
to kill me?

The Dark Descent had a ‘sanity’ 
meter and limited lantern oil to worry 

about. This ongoing management has 
been reduced, although not eliminated. 
I’ve not completely figured out how it 
works yet, but whenever the emu ‘kills’ 
me, the screen fades to black and I seem 
to wake up moments before it happened, 
giving me a chance to try again. But the 
more I get spotted, the more messed up 
the screen gets. Sticking my finger in a 
glowing pod thing clears the effect and, 
I’m guessing, restores my ‘health’. It’s a 
peculiar system, but makes the game less 
frustrating than Amnesia could be.

Soma is shaping up to be a pretty 
special horror game. It’s not a massive 
leap forwards from Amnesia, but the 
production values are much higher and 
the new setting is wonderfully realised. It’s 
the story that’s really grabbed me, and 
those robots who think they’re human. 

I made it to that computer terminal in 
the end, but I don’t think it’s the last I’ll be 
seeing of my disturbing metal friend.
Andy Kelly

I
don’t know exactly what’s stalking me, 
but I know it’s horrible. It looks a bit like 
an emu made of metal and wires. It 
clunks around the room, a blue spotlight 

beaming from what I assume is its head, making 
scary, distorted shrieking sounds. I could ignore it 
and stay in this dark, safe corner forever, but 
there’s a terminal across the room I need to access. 
If it sees me, I’m dead. But I have no choice.

 

Dark sci-fi horror from the 
creators of Amnesia

S O M A

WHY WAS THIS RESEARCH 
BASE ABANDONED? WHY IS 
THAT EMU TRYING TO KILL ME?

RELEASE
September 22

DEVELOPER
Frictional Games

PUBLISHER
In-house

LINK
www.somagame.com

N E E D  T O  K N O W

P L A Y E D  
I T

The underwater lighting
is particularly impressive.
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“We’re starting with airless planets and
moons to begin with,” says Braben, “but 
Earth-like planets will happen in the 
future.” Like the galaxy itself, the surfaces 
of these planets will be created using 
procedural generation. But that doesn’t 
mean they’ll be random scatterings of 
rocks and ice – Frontier’s algorithm uses 
real science to generate its extraterrestrial 
landscapes. “We’re using proper scientific 
processes, from first principles, in terms 
of how the solar system was formed,” 
explains Braben. “You get rocks forming 
first, when planetesimals stick together, 
then liquid forming on the surface. We’re 
not just saying, ‘Let’s have some ice here 
and some rocks there.’ We’re using 
astrophysics to work out how these 
worlds really form.” 

You’ll traverse these planets using an 
SRV, or surface recon vehicle, called a 
Scarab. Think Mass Effect’s Mako, but 
probably a bit easier to control. Excitingly, 
you can fly from space to the surface of a 
planet seamlessly, with no loading breaks. 

I ask Braben what we’ll find on these 
faraway worlds. Surely there’ll just be 
rocks and nothingness? “You need a lot of 

empty space for exploration to be 
satisfying,” he says. “What makes it 
worthwhile is, every now and then, finding 
a gem. On our planets a bit of thought will 
help you find interesting things. On Earth, 
and other planets, upswells like volcanic 
eruptions bring things to the surface. So if 
you find a volcano on a planet, that’ll be a 
mineral rich area.”

You’ll also find crashed ships, bases 
that can be attacked and other things 
Frontier is keeping secret. The Scarab is 
equipped with weapons, and organised 
co-op assaults on space-forts have been 
hinted at. Players could provide fire 
support from above in their ships while 
others assault from the ground in their 
Scarabs. “The SRVs are about the size of a 
small car,” says Braben. “So that makes 
them hard to hit with big weapons and 
ideally suited to infiltrating enemy bases.”

Horizons is what Frontier is calling a 
‘season’ of updates for Elite: Dangerous. It 
will cost £40, or £30 for existing players. 
But support for players who don’t upgrade 
will continue and owners of both versions 
of the game will still share the same 
connected galaxy and be able to fly 
together in the same wings.

MORE TO COME
Next year there’ll be a second major 
Horizons update. Details are under wraps, 
but the first 2016 expansion will add a new 
loot and crafting system. “In the first 
season we’ve had Wings, Powerplay and 
CQC,” says Braben. “They’re named after 
their headline feature, but there’s always 
other stuff too: new ships, tweaks and 
general balancing. We’ll be continuing this 
trend in season two.”

I’m one of about a dozen people who 
loved the Mako exploration in Mass Effect, 
so I’m pretty excited about Horizons. 
Braben talked at length about how 
realistic the procedural generation model 
is and how it predicted with near-accuracy 
what Pluto was like before NASA’s New 
Horizons probe reported its findings last 
month. The idea of exploring these 
planets that are rooted in reality sounds 
intriguing. However, I can see the high cost 
of the expansion being divisive, no matter 
how much content it offers.

The release date is “this holiday”, so
November or December seems likely.
Andy Kelly

L
ater this year, landing on planets will 
finally be possible in Elite: Dangerous. 
It will extend the game’s three principles 
of trading, combat and exploration to 

the surfaces of procedurally generated alien 
worlds. I talked to director David Braben about 
what Frontier has in store for Horizons, a paid-for 
premium update to Frontier’s space sandbox.

 

Leave your ship and explore 
planets in the Horizons update

E L I T E  
D A N G E R O U S

“WE’RE USING ASTROPHYSICS 
TO WORK OUT HOW THESE
WORLDS REALLY FORM”

RELEASE
Winter

DEVELOPER
Frontier Developments

PUBLISHER
In-house

LINK
www.elitedangerous.com

N E E D  T O  K N O W

Space and land vehicles
can work together.
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Horizons will come with
new ships too.



The Scarab, Elite’s very own
Mako, in action.

CQC is a new arena
combat mode.
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What are the odds of Han Solo
saying, “Never tell me the odds?”
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The final game will also include
A-Wings and Tie Interceptors.



More than that, Fighter Squadron, like so
much of Battlefront, pays attention to the 
little things, like the way a spawning 
X-Wing pilot will declare “Red Fourteen, 
standing by,” as the player is given control.

I’m not fanatical about Star Wars, but I 
am interested in how DICE is 
repurposing aerial combat as a sci-fi
adventure. Fighter Squadron builds 
upon the Air Superiority mode last 
seen in Battlefield 3’s End Game 
DLC. Battlefront offers more streamlined 
dogfighting. There are brief, timed 
objectives, but largely my team’s job was 
to bring down TIE fighters. We do, but not 
before the Imperials could earn the 200 
points needed to win the match.

The simplicity is Fighter Squadron’s 
greatest strength and proves extremely 
efficient at creating characteristically Star 
Wars moments. Movement is bound to
the left stick (EA is demoing on the
PlayStation 4) and thrust to the right – a
control scheme so easy to use that within
seconds of spawning, I’m bearing down on
an enemy pilot. By holding the left trigger, I
can target my prey. It’s not just a missile
lock, but also an aim assist. By targeting a

player, I’m given a wider radius to blast 
them with my lasers.

My enemy knows this. The game 
flashes up an alert whenever a player has 
you locked in. It’s an effective shortcut to 
that classic dogfighting setup. I’m on their 
six and they know it. It’s up to them to 
outmanoeuvre me – using the D-pad’s 
evasion options – before my lasers and 
missiles finish them off. It’s an instantly 
exciting feeling and it happens multiple 
times over the course of a match.

To increase the sense of large-scale 
aerial warfare, there are AI players that 
pad out each team. They’re not as good as 
their human counterparts and, as such, 
provide less points when brought down. 

AI troop transports spawn infrequently 
as a bonus objective. Depending on their 
allegiance, your job is to attack or defend 
them. Most of the time, Fighter Squadron 
seems tuned to support players weaving 
in and out of their own battles with little 
regard for the overall picture. Here, 
everyone is pointed at a location and told 
to converge for a large-scale and chaotic 
battle. It doesn’t always work out like that. 
The brevity of each transport’s visit meant 

many players were out of range.

POWER-UP INCENTIVE
Twisting and tumbling around the 
clouds of Sullust is plenty exciting, 

but not as exciting as twisting and 
tumbling inches above its surface. To 
encourage daring manoeuvres, DICE has 
littered the planet’s floor with power-ups. 
Diving to the floor gives you the chance to 
repair or to reduce the cooldown timers 
on your ship’s abilities – or get smashed 
into little pieces against a cliff.

A special power-up lets the player who 
collects it take control of a ‘Hero’ ship – 
the Millennium Falcon for the rebels, or 
Boba Fett’s Slave-1 for Imperials. I didn’t 
fly either, but their appearance is another 
flashpoint that shakes up the status quo. 

Fighter Squadron bolsters Battlefront’s 
multiplayer line-up with some enjoyable 
and easy to play aerial combat. I’m not 
convinced there’s much tactical depth 
here for enduring appeal, but Fighter 
Squadron is just one part of a much larger 
package. If you do really like Star Wars, it 
brilliantly captures the feeling of flying with 
your very own rogue squadron.
Phil Savage

A
s I load into Fighter Squadron – the 
newly announced multiplayer mode of 
Star Wars: Battlefront – I’m thinking of 
my editor. The aerial dogfights of the 

ten-vs-ten team deathmatch are tailor-made for 
people like Sam who really like Star Wars. He’d find 
something joyous in squadrons of X-Wings and TIE 
fighters engaging in ferocious bursts of conflict.

Finally, we get to take TIE fighters 
and X-Wings for a spin

S T A R W A R S 
B A T T L E F R O N T

I’M ON THEIR SIX AND THEY
KNOW IT. IT’S UP TO THEM
TO OUTMANOEUVRE ME

RELEASE
November 20

DEVELOPER
DICE LA

PUBLISHER
EA

LINK
www.bit.ly/1DMYOow

N E E D  T O  K N O W
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Power-ups tempt ships 
to an untimely death.
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Build your own fatally-flawed
monster spacecraft

H
ere’s a brilliant high concept for you: a 
spaceship construction game where 
you’re forced to build weaknesses into 
your designs to account for your 

mutiny-happy crew. Win a mission in Defect and 
your crew will boot you out of the airlock, steal 
your ship, and force you to start over. Taking down 
the mutineers means building a new ship that can 
beat your old one, and then one that can beat that 
one, and so on. Defect is currently available in 
rudimentary demo form on Steam, having been 
successfully Greenlit earlier in the year.
Chris Thursten

RELEASE
TBA
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DEVELOPER
Three Phase Interactive

LINK
www.sdkgame.com
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C O R E 
C O N C E R N S

This little round piece 
provides power to the entire 

ship – if it’s destroyed, all is lost. 
You might choose to cover it in 
armour, but there’s a case to be 

made for exposing from an angle 
that only a human player – 

read, you – is likely to 
land a shot.



S M A L L  F R Y
Encounters are also littered 

with fighters and other smaller 
craft. You’ll start off at the bottom 

end of the pecking order and quickly 
work your way up, but a small ship can 

have its advantages – particularly 
when dealing with tiny weak spots. 

Suddenly, the Rebels’ plan for 
dealing with the Death Star 

makes sense.

F I R I N G 
R A N G E

For the most part, combat 
is just a case of using WASD to 

steer your ship into range. From 
there, your gunners will do their 

thing automatically. If you prefer, 
however, you can control individual 

turrets manually. It’s not an 
especially deep system in and of 

itself, mind – that comes 
from spaceship 
construction.

W I N G I N G  I T
Armour, weapons, engines, 

wings and so on can be bolted 
on based on your crew and power 
budget. There’s a lot of freedom to 

make ships with individual character. 
My first proper ship was heavily 
armed but could barely turn. To 

beat it, I built one with great 
manoeuvrability to stay out 

of the firing line.
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id Software’s resurrection of DOOM is going to 
teach old demons a lot of new tricks.  

By Christopher Livingston
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and crazy. He’s a massive skeleton with 
a mechanised pack that shoots rockets 
from his shoulders... and he has a 
jetpack. He didn’t have a jetpack in 
Doom, so I think that’s a good example 
of ‘this is a Doom-now creature.’ If you 
know Doom you look back and you’re 
like, ‘Ahhh, I see what they did there’. 
He’s very new in his implementation.”

The same philosophy extends from 
the enemies to the weapons. While 
familiar guns like the super shotgun, 
plasma rifle and rocket launcher can be 
seen in the E3 trailer, they have new 
alt-fire features as well as weapon mods 
and attachments that can be collected 
in the campaign. id wants to drop in 
other familiar elements that longtime 
fans will recognise – the sound of the 
mechanical doors sliding open, for 
example, is carried over from the 
original – but they didn’t want to copy 
and paste every little detail. Just 
enough to ring an occasional bell. That 
includes the music. Doom’s soundtrack 
is one of the most recognisable in 
gaming history, but it hasn’t been 
entirely recreated note for note for the 
new game. “It’s not like we’ve taken 
songs and just said, oh, let’s redo that,” 
Stratton says. But there will be 

Doom is all about moving, and never 
standing still. Says Stratton: “it ties into 
every decision we make.”

THE DEVIL YOU KNOW
How do you reboot a seminal PC 
classic like Doom, a game whose DNA 
is present in every shooter since 1993? 
For id, it’s a carefully considered 
process that avoids simple fan service 
in favour of new twists and takes on 
familiar material.

This is the main consideration when 
it comes “all that nostalgia stuff,” 
Stratton told me at QuakeCon. “We’re 
not putting things in the game just 
because they existed in the past. To the 
extent that we feel like something does 
belong in the game because of the 
game’s history, we’re making sure that 
it isn’t just in there to check the box. 
It’s in there with purpose.”

If you’ve played Doom before, there 
will be plenty of familiar sights, but 
Stratton wants to surprise veteran 
players just as much as those who may 
be trying a Doom game for the first 
time. Take the Revenant, a mainstay 
demon in the series. “If you know 
Doom, you know that’s the Revenant. If 
you don’t know Doom, he is totally cool 

rad Bramlett, id’s multiplayer producer, describes it 
as “movement as defence.” Art director Hugo 
Martin says he wants players to feel like “Bruce 
Lee with a shotgun on a skateboard.” Marty 
Stratton, Doom’s executive producer, puts it more 
bluntly. “Stopping is death,” he told a crowd at 
2015’s QuakeCon in Dallas, Texas. To encourage 
players to stay in motion, Doom has no 
regenerative health, no stealth system, and 
multiplayer matches that are all about capturing  
the devastating power-ups that are scattered 
throughout the arena.
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It’s the Doom we all saw 
in our heads in 1993.
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T H E  F A R  R E A C H  O F  D O O M  It began on PC, but has been just about everywhere

1995
Doom becomes a 

big seller on 
PlayStation, also 
arrives on SNES.

1995
The first of four 
Doom novels is 

published; a fifth 
appears in 2008.

1996
A 16 page comic is 

produced for 
Marvel.

1997
Doom comes to 

Nintendo 64.

2001
Game Boy Advance 

gets Doom and 
Doom 2.

2005
Doom RPG arrives 
on mobile phones.

2005
The film Doom is 

released, and 
stinks.

2009
Doom arrives on 

iOS.



you decide to move away from.” There 
was a strong melee combat element in 
Doom 4, and Stratton says salvaging it 
eventually led to the creation of the 
glory kill system.

RPG 9000
If anything slows modern shooters 
down, it’s probably all the extra 
components that have been tacked on 
over the years. Crafting systems, 
collectibles, and roleplaying elements 
such as those complicated skill trees 
that lead to long moments agonising 
over where to spend XP. While 
unwilling to discuss the specifics, 
Stratton confirmed that Doom will 
include some RPG elements, but he 
sees them working differently than 
they do in other shooters.

“We’re not doing a massive amount 
of skill-tree-ish type things. That 
doesn’t feel like really what Doom is. 
But certainly, making your guns cooler 
and more powerful or more functional 
based on the enemies you’re fighting, 
and making your character more 
functional and effective, is a big part of 
what we’re doing.”

He also insists these upgrades won’t 
just be tied to the weapon mods shown 
in the trailer, and won’t be the kind of 
incremental stat boosts common among 
other shooters. “We make them 

moments of music that returning 
players will recognise. “We’ll weave 
little elements in there once in a while.”

There are plenty of completely new 
features as well, most notably the 
ultra-bloody melee finishing moves, or 
‘glory kills’ as they’re referred to by id’s 
staff. When players push in close to 
enemies they’ll be able to tear off a 
monster’s leg and jam it into its skull, 
yank a demon’s jaws apart with both 
hands, or rip out the heart of a 
Mancubus and cram it down its throat.

Even with these gruesome acts, 
movement is an important 
consideration. The kills are dynamic, 
and the resulting animation depends on
which part of the demon’s body you 
focus on. But it was also important that
glory kills were lightning fast. Says 
Robert Duffy, id Software’s chief 
technology officer: “You don’t want to 
feel like control is ever taken from you, 

and very early on we determined 
that 600-700 milliseconds is 

about the time that you have
to start and finish... And 

so I think it really 
played well into 

PLAYERS CAN TEAR
OFF A MONSTER’S

LEG AND JAM IT
 INTO ITS SKULL

the speed of the game.” Glory kills will 
also provide a greater health pickup 
than players would get from killing 
enemies with a weapon.

Double-jumping, another new 
element for the Doom series, was added 
in an effort to give the game some 
additional verticality and to provide the 
player with more movement options. 
The idea to include it came early, 
within the first six months of 
development, shortly after the glory 
kills were first conceived of. The 
addition of these elements is when the 
game really began to really feel like 
Doom for Marty Stratton, which is 
interesting, because not only are they 
new features but their roots lie in a 
game id Software doesn’t really like to 
talk about: Doom 4.

Doom 4, referred to as ‘Call of 
Doom’ after some footage leaked earlier 
this year, was in development for 
several years before it was decided, 
sometime in 2011, that a major change 
in direction was needed. “I think it was 
a good game,” Stratton says. It just 
wasn’t Doom. Nor was it completely 
thrown out when development began 
on the current version of the game.

“It’s easy to say ‘we scrapped all 
that’, but that’s never the case. You are 
always a collection of the things you’ve 
done in the past, including stuff that 

Cacodemons seem a bit less smiley now.
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Looks like the Mancubus still 
splits when you kill him. Good. 



W H A T ’ S  O L D  I S  N E W
Revising the classics

C H A I N S A W
Honestly, not much has changed. Still the 
weapon for the discerning space marine.

K E Y S
Unlocking doors got grislier: instead of keys, 

use a dead guy’s hand.

M E L E E
No longer just a punch, but a face-ripping 

attack that gives you more health.

S U P E R  S H O T G U N
Still deadly, but an alt-fire results in a tighter 

spread.

R E V E N A N T
He still fires rockets, but now he can fly via 

jetpack and tear your arms off.

48    OCTOBER 2015

Doom

C O V E R  F E A T U R E

about. “They’re really effective, and you 
can upgrade them, and you can 
upgrade them in pretty effective ways, 
and make yourself a pretty good badass 
by the end of the game.”

IT’S A SNAP
Modding is nothing new to Doom 
games, nor has it gotten old: the 
original Doom is still being modded 
today, over 20 years after its release. 
With SnapMap, a utility built right into 
Doom that allows players to piece 
together their own maps and game 
modes, id wanted to remove the 
barriers to entry. And, while it’s meant 
to be easy for beginners, it doesn’t 
mean more serious modders and 
programmers won’t be able to create 
more complicated mods from the 
ground up.

“SnapMap is our approach to 
making everybody, literally everybody 
who buys the game, have the ability to 
mod in some fashion,” Stratton says. “It 
doesn’t in our mind replace our desire 
to make our tools and technology 
available like we always have.”

Tying in with the philosophy of 
keeping things moving, Stratton says 
sharing SnapMap creations should be 
nearly instantaneous. “My favourite 
part about SnapMap is that everybody 
has all the data. So, if you’ve been a 
mod maker or somebody who makes 
levels or texture packs or whatever, to 
have somebody play your stuff requires 
you to upload it and them to download 
it, and things like Steam Workshop 
have made that easier. But with 
SnapMap, literally everybody has 
everything.” The result is that only a 
small instruction file is actually passed 
between clients as opposed to every 
single asset in the mod. “It doesn’t 
matter how complex a thing you build, 
it is as fast as a level load to have that 
data transferred.”

ALL WEEKEND, 
PLAYERS LINED UP 
TO PLAY 6V6 TEAM 

DEATHMATCH

meaningful. It’s kind of a philosophy 
of our design team that if I’m gonna 
give you something, I’m gonna make 
it feel like I really gave you 
something, as opposed to these little 
niggly things that just kind of feel 
like you have to grind for.” To 
demonstrate, he rocks back in his 
chair as if something incredible has 
just appeared in his hands. “Whoah! 
I got this badass new capability!”

The weapon mods, he says, are 
good example of what he’s talking 



This. More of 
this, please, 
id Software.

Every modern 
Doom game 
seems to be 
set in a 
hi-tech car 
factory.
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Fortress 2’s critical hits. The alt-fire 
mode on the rocket launcher is great: a 
right-click lets you detonate rockets in 
mid-air, so just because an enemy 
side-steps your missile doesn’t mean 
you can’t still splash them.

CATCHING THE RUNES
While deathmatch only allows players 
to carry two guns at a time, along with 
either grenades or a personal teleporter, 
there are more powerful weapons 
spawning regularly in the arena, like 
the powerful gauss cannon, the only 
one-hit kill weapon in the arena. Also 
spawning intermittently on the map is 
a demon rune, which transforms the 
bearer into a towering, rocket-firing, 
jet-pack wearing Revenant. The 
appearance of these runes in different 
spots in the arena creates a roving 
control-point feel to the match, as 
everyone flocks to the rune’s location to 
fight over it. If the player-controlled 
Revenant is killed, the rune can’t be 
recaptured by the original team for a 
short period of time, meaning another 

At QuakeCon, fans and press were 
handed a surprise: Doom multiplayer 
was actually playable, and all the talk 
about movement could be experienced 
first hand. All weekend, players lined 
up to play 6v6 team deathmatch in 
six-minute matches. While it doesn’t 
feel as fast as the original Doom – more 
than once I pressed the Shift button in 
hopes of getting a burst of speed – it’s 
definitely fast-paced and frantic, and 
movement is, as promised, king. One 
weapon is literally built to keep you 
moving. The static cannon fires an 
underwhelming zap unless you’ve 
charged it by running, in which case it 
delivers a massive blast that can 
devastate an opponent. With the static 
cannon in your hands the impulse to 
run, to watch that meter quickly fill and 
then unleash it on some sucker’s face, is 
almost addictive.

The rest of the weapons feel solid: 
the plasma rifle, which looked a bit 
wimpy in the trailer, is exciting to use, 
and each time you connect you’re given 
audio feedback reminiscent of Team 

brawl breaks out wherever it drops, 
with one team defending the rune and 
the other swarming in to nab it.

With other power-ups appearing, 
such as invisibility, armour, and a 
quad-damage token, players are 
constantly in motion. The level design 
of the map complements this, featuring 
curving corridors that feed you back 
into play, a lack of dead-ends, and 
plenty of catwalks, ledges, and 
pedestals to double-jump onto and 
mantle over. I played a half-dozen 
matches at QuakeCon, and despite 
them all taking place on the same single 
map, I could have easily sat there all 
weekend. I have to agree with Stratton: 
movement is king, stopping is death.

Whether they’re coming up with 
fresh takes on the classics, or adding 
completely new elements, the team at 
id has one other guideline – beyond the 
doctrine of movement – that they take 
into consideration when designing 
Doom. “We make decisions based on 
what we think is going to be most fun,” 
says Stratton. “Fun rules, for us.”

I always used to think they 
were wearing red shorts.
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FA L L O U T 4

Everything  
you need to know  

about

It’s been four years since Skyrim and we’re  
ready for the next big Bethesda RPG. 

Here’s what we know so far.

WORDS Samuel Roberts INTERVIEW Chris Livingston  RELEASE November 10
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Combat

J
udging from the QuakeCon demo, stealth works similarly to the way it 
does in Fallout 3, with the same [HIDDEN] bar as before. The VATS 
targetting system returns to provide some sense of more traditional, 
turn-based combat with the precision that offers, but the shooting itself 
is being designed to compete with the best modern FPS games. That’s a 

significant step up from Fallout 3’s slightly janky shooting, which was burdened by 
unseen dice rolls. VATS no longer stops time, either, just slowing it down, and the 
accuracy percentages on the HUD change in real time. Good aiming can make up for 
lower shooting stats, but digital dice rolls still play an important part in determining 
whether a shot lands. This is an RPG, after all. You can also land critical hits.

Before the apocalypse

 Fallout 4’s character creation phase 
takes place at a point roughly two 
centuries before you wake up in 
devastated North America, the last 
survivor of Vault 111. The idea is to 
instil in the player a feeling of loss as a 
context for what happens in the rest 
of the game, as well as setting up the 
region in which you find yourself as 
your home. When the nukes strike, 
you climb into your shelter, and when 
you wake up everyone you know is 
dead. Well, maybe. Surely one of the 
great narrative opportunities afforded 
by this prologue is to have your 
aforementioned partner and child 
actually survive the apocalypse, 
unbeknownst to you, and reappear 
later in the story. This could potentially 
be a nice inversion of Fallout 3’s father-
and-son plotline. What if your son’s 
grown up to be a total jerk?

Character creation
 You create your character, male or 

female, back in the pre-apocalypse 
world, and can determine every detail 
about them, from nose size to skin 
colour and hair. (The voices, however, 
are locked – there’s no Nolan North 
option.) Whether you choose male or 
female, the other gender will be your 
partner in this pastel-coloured, 
fantasy suburban America. You can 
customise your partner too, and 
based on that the game will determine 
what your child looks like. 

Bethesda even went to the trouble 
of recording nearly 1,000 of the most 
popular names, just so that your 
household robot butler Codsworth, 
who survives the nuclear strike, can 
call you whichever one you’ve chosen. 
This includes Fart Face, Boobies and 
McFly – and I’m not even joking. Can’t 
we be called all three?
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Gun modding

Y
ou can improve weapons by adding components, but not right away – you need the Gun 
Nut perk to modify weapons, and you need to find the right parts. There are 50 basic 
weapons, with over 700 possible modifications. Gun modding is something you can 
improve on when levelling up, but the actual weapon modding sounds simple enough. 
“It’s like a recipe thing,” says Bethesda’s Pete Hines. “You want to add this scope to your 

gun, here’s the parts you need, here’s how much you have of them. You need three of this and you’ve 
only got one. You need more glass, you need more adhesive. And you can actually mark that stuff to 
identify in the world when you find something that will provide one of those parts.”

It’s set in and 
around Boston

R
eal-world landmarks such as the 
USS Constitution, the Paul 
Revere statue and the Bunker Hill 

monument all appear in Fallout 4 in 
post-apocalyptic form. The choice of 
location was determined by two things: its 
historical significance in the War of 
Independence and its present-day 
associations with MIT and technology. 
You’ll also be able to get to nearby 
Massachusetts towns such as Lexington, 
as seen in the QuakeCon demo, and 
Concord. In the ruins of the sports 
stadium at Fenway Park there’s also a 
thrown-together settlement called 
Diamond City, which houses a key faction 
called the Commonwealth of Minutemen.

Companions
 One companion at a time can join 

you on your journey across the 
American wasteland. These include 
faithful hound Dogmeat (who can be 
ordered around and can loot corpses 
as well as attack enemies) and 
Codsworth, your faithful robot servant 
who has survived the nuclear war. In 
some new footage revealed at 
QuakeCon, we saw more of Preston 
Garvey, leader of the Commonwealth 
of Minutemen faction located in 
Diamond City. We were also 
introduced to another companion, a 
journalist named Piper, who runs a 
local newspaper from Diamond City. 
All human companions can be 
romanced in the game regardless of 
gender. There are 12 companions in 
total – how many of those are human 
isn’t yet confirmed.

Town building
 Probably the most unexpected part 

of Fallout 4’s reveal is the option to 
create a settlement and customise it. 
It’s far more advanced than the dull, 
prescribed housebuilding offered by 
Skyrim’s Hearthfire expansion, and 
there’s a lot too consider. You use 
scrap materials found around the 
world for materials, then build houses 
the way you want, placing furniture 
and watching it appear in real-time. 
Icons will tell you how much water and 
power your settlement has, as well as 
how many people are living there and 
how many beds you have. You have to 
manually set up generators to power 
the lighting, and you have to create 
sources of food and water, but this all 
looks easily solvable, and mostly as 
simple as clipping a few wires or 
objects together and putting things in 
the right place. 

.....
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Modding 

A
nd no, there’s no option to buy or sell Fallout 4 
mods for real money, in case you were worried. 
The mod tools won’t be worked on until after the 

game’s release, but when they are, you’ll be able to access 
and distribute mods through the new Bethesda.net online 
platform. Hopefully that’s not mandatory, and we can still 
access Fallout mods through community favourite 
Nexus, too, and also Steam Workshop. Bethesda.net will, 
however, be the only way to share mods with a console 
audience, assuming that’s something the community is 
interested in doing. In so far as he follows the Bethesda 
modding scene, creative director Todd Howard says he 
pays more attention to the mods that play with systems 
in the game, such changing character behaviour, than he 
does texture swaps.

Power armour 
upgrades

A
similar principle to gun modding applies to modding your 
power armour, which the trailers show standing in your 
garage like an old car that needs a tune-up. It seems to 
have three sets of damage resistance values, symbolised 
by a shield, a lightning bolt and a nuclear symbol 

(presumably physical, electrical and radiation resistance). The weight of 
the armour changes depending on the mods you apply and the parts you 
use. Then there’s another cool extra, which could change the way you 
interact with the world: power suits seem to have jetpack upgrades: the 
player character has been seen drifting between buildings. 

Progression

P
erks are tied to SPECIAL stats (Strength, 
perception, endurance, charisma, 
intelligence, agility and luck, the same as in 

Fallout 3). Every time you level up you get to pick a 
new perk. Perks have multiple ranks (such as the 
aforementioned Gun Nut for weapons modding, for 
example). In total there are 75 perks, with 275 ranks. 
This sounds like a way of offering an even more 
specialised way to customise your character to your 
liking. Other perks spotted during the QuakeCon 
demo: the self-explanatory-sounding Attack Dog, 
Intimidation, which offers the player some form of 
control over people, and the violence-enhancing 
Bloody Mess perk from Fallout 3.

  OCTOBER 2015   55

F E A T U R E



Presentation
 Fallout 4’s upgrade in facial 

animation will make cutscenes more 
convincing, but it’s the move from 
static characters speaking to more 
BioWare-like cinematic camera angles 
that’s the really exciting change. 
Additionally, having a player character 
who for the first time has a voice will 
hopefully make your character feel 
more like a real person in the way that 
Shepard in Mass Effect does: part 
pre-existing character, part avatar 
shaped by your decisions. You can still 
walk away during conversations if you 
get bored, and, of course, start 
shooting absolutely anyone you don’t 
like mid-sentence. 

Over a number of years, Bethesda 
has recorded over 13,000 lines of 
dialogue from both Brian T Delaney 
and Courtenay Taylor, who voice the 
male and female versions of the 
protagonist respectively. 

Expand and defend
 As you build up your settlement, 

more and more people will arrive, 
including traders, some of whom will 
sell you the best weapons in the 
game. You’ll also start attracting 
trouble from raiders. Settlements 
appear to come under attack from 
huge hordes of them, and setting up 
defences such as gun and flame 
turrets, and watchtowers, will be 
essential. While building is an optional 
part of the game, you’ll earn 
experience for doing it and it links 
back to certain quests. Besides, it’s an 
opportunity to build and own a piece 
of the world – a big step up from 
having an apartment in Tenpenny 
Tower in Fallout 3. Why wouldn’t you 
want to do that? Think how 
wonderfully devastated you’ll feel 
when raiders break through your 
defences and murder everyone. 
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Over 400  
hours of content

I
’ve played the game for probably 400 hours, 
and I’m still finding stuff that I haven’t seen 
yet,” said lead producer Jeff Gardiner during 
an E3 panel. Fallout 4 will not be a short game. 
Reassuring news for those who invested a 

similar amount of time in Skyrim and were wondering just 
how much value they’d get out of their £40. 

Enemies M
any of the robot and raider variants reappear in Fallout 4. The fearsome, giant-sized mirelurk 
queen is new, and so are the Institute’s synths, which are android enemies wielding energy 
weapons. Bethesda has shown off a behemoth, too, of which there were only five to hunt down 

and kill in Fallout 3. Having those wandering around the environment would make the world feel a bit 
more alive in the way that dragons, mammoths and giants contributed to Skyrim.

The main quest

S  tory details are under wraps, but there will be a main quest you 
can complete as in previous Bethesda games. “Similar to Fallout 
3,” Pete Hines tells us, “where we really didn’t talk about what 

was going on with your dad being in the vault and trying to restart a water 
purifier project... [it] seems like that stuff is better revealed as part of 
playing the game. And ultimately, even in a game like Skyrim where you 
say well, you’re the Dragonborn and you’re there to save the world from 
whatever this threat is, the real fun of Skyrim is finding stuff to do and 
going out into the world, stumbling across more stuff to do and figuring 
out where you want to go... But if you just want to play Fallout 4 and play 
through the main story and finish the game by finishing the main quest, 
you can absolutely do that.”
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Visuals
 Fallout 4 looks technically great, if 

not a powerhouse among modern 
triple-A games, but there is a logic 
behind this, as Hines outlined at E3. 
“We could make the best-looking 
game possible, but we dial some of 
that back in order to allow for all of 
these other things.” Player-built towns 
look like one such worthwhile 
trade-off – and it’s still a very pretty 
apocalypse, by any standards.

Weapon repair
 It looks like weapons and armour 

repair has been reworked from the old 
merchant-based health-bar system, 
as the old ‘CND’ condition bars don’t 
appear on the Fallout 4 menus. We 
asked Hines about this (twice, 
actually) but he said Bethesda isn’t 
talking about it yet. 

The Pip Boy Edition

Fallout 4

Dynamic weather
 We’ve seen enough brown skies for 

one lifetime, so it’s good to know this 
Fallout has dynamic weather and 
high-end lighting. There’s sunshine, 
rain, and a wide variety of colour 
palettes. Weather changes depending 
on region, too: the Glowing Sea is 
where the bombs fell, and looks a little 
more like a standard Fallout 3 locale. 
From here, a radiation storm can brew 
then move across the map. The 
lightning will irradiate you. 

B
ethesda’s Fallout 4 Limited Edition 
provides an actual Pip Boy for you to wear, 
which has an embedded phone in it 
running an app that you can control 
in-game. But if you want one, you’ll have to 

wrestle with people on eBay, because they’re not making  
any more. Or you can join us in building a bootleg one out 
of toilet roll, stickyback plastic and an old tennis racket.

Aircraft

I
n Fallout 4, it’s possible to call in a 
vertibird using a flare and man a 
chaingun turret on the side while 

you’re being shipped off to another 
location – the specifics of this are unclear 
but it’s likely to be something you won’t 
have access to right away. Airships also 
appear prominently in the Fallout 4 
trailers, and seem to be an interactive part 
of the environment: we see one go down in 
flames in the E3 trailer. This seems like a 
promising new line for Bethesda: when do 
aircraft not improve open-world games?
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It’s set after
Fallout 3

 Well, mostly, at least.
Speaking of Fallout 3, the
story will explore the

shadowy Massachusetts-based
Institute, where androids are made in
the Fallout universe. The organisation
was alluded to in the Replicated Man
quest, where another faction, known
as The Railroad, sought to liberate
them. Could those guys make a
reappearance too?

Non-violent approaches
 Fallout 4 will better accommodate 

playing styles that avoid violence than 
previous games – but this isn’t going 
to be a game about ghosting a level 
for extra points or talking down a 
deathclaw. “You can avoid [killing] a 
lot,” Howard told Guardian.com. “I 
can’t tell you that you can play the 
whole game without violence – that’s 
not necessarily a goal of ours – but we 
want to support different play styles 
as much as we can.”

The Fallout Anthology

B
ethesda is re-releasing all the Fallout games in 
boxed form in a replica Fat Man nuke, saving a 
space for your boxed copy of Fallout 4. This 

looks pretty cool, but has to be the most unnecessarily 
lavish way to store used Steam keys ever. 

Inventory

I
nventory management hopefully won’t be 
complicated too much by the new building 
crafting system – the larger parts are all 

stored in your workbench, separate to your weapons. 
It’s not about carrying a house around in kit form. “It’s 
not like you’ve taken that house and deconstructed 
it,” Hines explained at E3. “It’s saying ‘OK, you’ve got 
enough stuff to do X. You can build a wall but you 
don’t have enough for a door. You can build a bench 
but not a chair.’”

Bethesda’s  
biggest world ever?

W
e asked Hines if this is Bethesda’s biggest world ever. “We 
haven’t talked any about the map size, I don’t know if 
we’re going to or not,” was the cautious reply. “It’s big... 
The downtown Boston area, the urban area is really 
dense. But it’s a big game in terms of not only space but 

the amount of content, and stuff in the world.” We’ve spied swamps, 
forests, a quarry, cityscapes, a nuclear blast zone and a fighting arena 
shown off so far. There are no loading screens between environments, 
which separated the city areas of Fallout 3 and inadvertently 
compromised the New Vegas strip by dividing it up into multiple regions. 
Howard has said in an interview with Digital Spy that the Boston area is 
roughly the size of Skyrim’s map, but that players can expect taller 
buildings and plenty of interiors. 
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The story behind THE 
WITCHER 3’s best quest, 
and the flawed, human 
character at its heart.

By Andy Kelly
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family.” Fascinated by this complexity,
Sasko went to university and took a 
PhD in psychology to help him
understand people better.

The Baron knows where to find Ciri, 
but won’t tell Geralt until he helps him 
find his missing wife and daughter. 
“The Baron was created as a parallel to 
Geralt,” says Sasko. “They’re two 
fathers who have lost their loved ones; 
two men with blood on their hands; 
they both have personality issues; 
they’d do anything for their families.”

LIGHT AND DARK
It’s clear they don’t entirely trust each 
other, and their relationship is uneasy, 
but these similarities mean Geralt 
connects with the Baron on a personal 
level – whether he likes to admit it or 
not. On the surface the Baron is 
charismatic, likeable, and quick to make 
a joke, but there’s a dark side to him 

This contrast is mirrored in The
Witcher 3’s most emotional and
disturbing quest, Family Matters, and in
the complex, conflicted character at the
centre of it: the Bloody Baron.

“We needed a character that
personified Velen, with all of its beauty
and troubles,” Paweł Sasko, designer of
the quest, tells me. “The Baron is a
soldier, much like we have today, who
comes back from war with PTSD and
alcohol issues. He’s unstable and
unpleasant, but he also has positive
traits. He loves his family and would do
anything for them.”

The roots of Family Matters can be
traced back to Sasko’s childhood,
growing up in a poor village in the
Polish mountains. “I saw families
destroyed by alcoholism and violence,”
he says. “I saw parents fighting with
each other and beating their kids, but
they were also in love and loyal to their

hen Geralt of Rivia arrives in Velen, searching for his adopted daughter Ciri,
he finds a war-ravaged no man’s land. Dead soldiers litter the fields – the 
aftermath of a bloody war between Temeria and the invading Nilfgaardians – 
and deserters hang from trees, bags over their heads, swaying gently in the 
breeze. Yet despite this horror and devastation, Velen is also a place of
startling natural beauty, of lush forests and rolling hills.

Philip Strenger, known in 
Velen as the Bloody Baron.
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that slowly unravels. You find yourself 
sympathising with him one moment, 
and cursing him the next.

“That was one of my goals when I 
designed him,” Sasko says. “There are 
very few people in our lives, even if we 
love them, that we’ve never felt 
conflicted about. That’s what makes a 
character real.” By making you feel torn 
between loving and loathing the Baron, 
Sasko says, he was able to give extra 
weight to your decision-making in the 
quest. “You hesitate when presented 
with a choice. Family Matters was 
intentionally designed to show both 
sides of the Baron, to highlight how 
tragic his story is.”

Geralt explores the Baron’s fort, 
Crow’s Perch, using his witcher senses 
to trace the missing family. But in doing 
so, he finds signs of domestic violence 
and spilled wine that suggest there’s 
more to the story. They didn’t go 
missing: they left after the Baron got 
drunk and assaulted his wife, causing 
her to miscarry their unborn child.

It’s a dark revelation, and one of the 
first times your opinion of the Baron is 

soured. But you also know that, prior to 
Geralt’s arrival, he helped Ciri. “The 
Baron took care of her, almost like a 
replacement for his daughter,” says 
Sasko. “This was a narrative trick to 
make you sympathise with him. To 
doubt that he’s really a bad person.”

The Baron’s abuse of his wife has 
grave consequences beyond the 
emotional distress caused. The 
miscarried child, which was hastily 
buried outside the fort, has become a 
foul creature called a botchling. These 
grotesque, baby-like monsters sneak 

T H E  B O T C H L I N G
This hideous creature has roots in Slavic 
folklore, and is one of the most memorable, 
and horrible, monsters in The Witcher 3.
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Geralt sneaks into Crow’s
Perch and meets the Baron.

Whispess, one of the witches
who live in Crookback Bog.



into the bedrooms of pregnant women
and drink their blood. It’s the most
disturbing creature in The Witcher 3.
And like many of the game’s monsters,
it’s rooted in Slavic folklore.

“In an old book, a Slavic bestiary,”
Sasko tells me, “I found a picture of a
creature that was half bat, half newborn
baby, called a poroniec – whose name is
derived from the Polish word for
miscarriage. This became the
inspiration for the botchling.” The idea
was passed to the concept art team, and
Marek Madej, who was responsible for
drawing many of the game’s monsters,
dreamed up its macabre design.

PROBLEM CHILD
Geralt can choose to force the Baron to 
give the botchling a proper burial, 
freeing it from its turmoil, or kill it. 
Choose the latter and it morphs into a 
fearsome beast, and a boss fight ensues, 
but it’s the burial option that’s the most 
interesting – especially in terms of the 
Baron’s character development. For the 
first time we see the haunted soul 
behind his jokes and bluster, and it’s a 
genuinely touching moment.

The Bloody Baron is a rich, nuanced 
character, which is down to good 
writing, but also to the wonderful 
performance of actor James Clyde,  
who voices him. “I didn’t know how 
popular The Witcher was until my 

daughter told me,” he says. “This is my 
first videogame.”

Clyde, a classically trained stage 
actor, recorded dialogue for the Baron 
at a studio in 
central London 
over a period of 18 
months. “They 
were very strict 
about secrecy, so 
scenes arrived in 
batches. I had no 
idea where the 
story was going. I 
wasn’t sure at first if there was much 
complexity to the character, but as it 
went on the layers were revealed.”

“What forged the character, as well 
as his military history, was the troubled 

relationship between him and his 
daughter,” says Clyde. “The boozing 
and humour is his attempt to smother 
that, I think. But I only became aware 
of this complexity as the scenes arrived 
in bits. If it was a movie or a play I’d 
have known all this stuff beforehand.”

“In games like ours, high quality 
voice acting for a character is essential,” 
says Sasko. “In the case of the Bloody 
Baron, we did a live casting, and the 
results were presented to Borys 
Pugacz-Muraszkiewicz (lead English 
writer), who always has final say.”

“You had to trust the directors,”  
says Clyde. “Sometimes I didn’t know 
where I was in the story or what was 
going on. We’d have to call Borys, who 
never seemed to sleep. He’d always be 
willing to explain. It was amazing. We’d 
call him up about a word we didn’t 
know how to pronounce and he 
wouldn’t mind, even if it was four in 
the morning for him. He even recorded 
a whole load of pronunciations for us. 
Thousands of them.”

“The personality and motivations of 
the Bloody Baron were discussed at 
length,” Sasko says. “James Clyde 
voiced him perfectly in the English 
version. In other languages he sounds 
equally good, but I think his 
performance is my favourite.”

“The night before my first session, I 
got a call from one of the directors, 
Kate Saxon,” says Clyde. “She said 
‘Look, we’ve got a slight problem. We 
used every regional British accent in 

the first two games. 
Well, except one...’ 
And I was like, 
don’t tell me it’s 
Birmingham. And 
it was. So that’s 
why the Baron’s a 
brummie.”

“With about 50 
hours of dialogue 

in the main storyline, a script of 
450,000 words and 950 characters, it 
took over two and a half years to finish 
the whole game,” says Ben Ryalls from 
Side, who produced, cast, directed, and 
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“THE BARON WAS 
CREATED AS A PARALLEL 

TO GERALT”

recorded all the game’s English 
dialogue. “We visited CD Projekt RED 
for an intensive prep session in which 
we were given extensive quest 
synopses, plot branching maps, images, 
and videos. The director, the main 
English writer, and actors would 
discuss every scene in detail. The 
writer was always on hand to give more 
context when needed. The scripts were 
great, so we had good source material 
to work from, plus we cast strong 
performers who could give us the 
performances it required. James Clyde 
is a great example: he has credits in 
theatre, TV, and film, so he brought a 
lot of experience.”

FAMILY REUNION
After dealing with the botchling and, in 
the process, encouraging the Baron to 
confront his demons, Geralt is hired to 
track down his family. His daughter, 
Tamara, has fled Crow’s Perch to 
escape her father’s drunken rages and 
joined the Eternal Fire, becoming a 
witch hunter. Anna, his wife, is 
enslaved by witches living in nearby 
Crookback Bog. Everything comes to a 
head when the Baron is reunited with 
his family in the Bog, and the story can 
end in a number of ways – some of 
them happy, some really not – 
depending on Geralt’s actions.

MAJOR PLAYERS Key characters in the Family Matters quest

Wandering
witcher who
needs
information
from the
Bloody Baron.

G E R A L T  O F  R I V I A
The alias of
Philip
Strenger, war
veteran and
baron of
Crow’s Perch.

T H E  B L O O D Y  B A R O N
The Bloody
Baron’s wife,
cursed by
Crookback
Bog’s coven of
witches.

A N N A  S T R E N G E R
The Baron’s
daughter. Fled
Crow’s Perch
to join the
Eternal Fire in
Oxenfurt.

T A M A R A  S T R E N G E R
Geralt’s 
adopted 
daughter. A 
skilled fighter, 
trained by 
witchers.

C I R I L L A



  OCTOBER 2015    65

F E A T U R E

“The challenge with a game like The 
Witcher 3 is the branching storylines,” 
says Ryalls. “The directors, actors, and 
writers really have to work together to 
hit the right tone for each path a player 
can take, so that each one gets a 
performance to match their choices.” In 
one ending the Baron’s wife dies, and 
he later hangs himself, torn apart by 
grief. In another he saves her, and takes 
her to the Blue Mountains to reverse 
the crones’ curse. Depending on the 
ending, Family Matters is either a story 
of redemption, or a bleak tragedy.

“We started with a very basic idea,” 
says Sasko. “Geralt meets a baron who 
wants him to kill a monster, and offers 
information about Ciri in return.” Sasko 
designed the events of the quest, and 
scripted it in the engine, while Karolina 
Stachyra wrote the dialogue and 
cutscenes. Then it was tested and 
approved by the project leads.

“Every area in The Witcher 3 
touches a different topic and has a 
different atmosphere,” says Sasko. “The 

story of the Baron was designed to 
reflect the problems of folk living in 
Velen. In this place there’s war, famine, 
death, missing people, old rituals, and 
terrifying monsters. And Family 
Matters was crafted to contain all of 
these elements.”

The quest didn’t change much from 
the first version Sasko designed on 
paper, but some details changed over 
time. “The tone of small things were 
changed and dozens of ideas from the 
team were incorporated. This is how 
quests are designed at CD Projekt RED, 
from the smallest to the biggest. We 
always go down the same path.”

ADULTS ONLY
Family Matters is one of the best RPG 
quests I’ve played in years. It takes very 
real, important subjects – alcoholism 
and domestic abuse – and deals with 
them in a brutal, heartbreaking, and 
honest way. But, thanks to the 
blood-curdling botchling, it still feels 
like part of The Witcher’s dark fantasy 
world. It’s superbly written, brilliantly 
acted, and the branching paths make it 
well worth replaying. It’s The Witcher 3 
and developer CD Projekt RED at their 
absolute best, and was the highlight of 
the game for many players.

“It’s amazing to hear that people 
love Family Matters,” says Sasko. “That 
is, hands down, the best reward I could 
ever imagine to get for my work. Our 
lead writer, Marcin Blacha, said once 
that he doesn’t like stupid games, and I 
think that’s the reason for The Witcher 
3’s success. We respect the player’s 
intelligence. We treat videogames as a 
medium for adults, to tell mature 
stories. Our ambition is to touch on 
issues that have never been tackled by 
games before, but tastefully, and with 
respect for the subject.” 

The Baron uses his 
wealth to retain the 
services of Geralt, 
but the witcher 
feels a connection 
to him too.

Crow’s Perch is home
to the Strenger family.

The Baron’s study at the
top of Crow’s Perch.
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G
rimoire: Manastorm by
Omniconnection takes the
classic MOBA structure and
twists it into a magic-based

first-person shooter in which mages,
locked in a centuries-old struggle over the
mythical Grimoire, fling spells at each
other with reckless abandon.

There are dozens of spells quite literally
at your fingertips: burn foes, blast them
with kinetic energy, turn them to rock,
teleport, or vanish into thin air. Balanced, 
speedy combat means each and every 
spell has a counter.

Courtesy of the value-packed website 
Bundle Stars (www.bundlestars.com),
which sells games in bundles at
discounted prices, this issue we’ve got one 
copy of Grimoire: Manastorm to give away 
to every reader. It’s an Early Access game 
so you’ll get there before anyone else. Use 
our code and you’ll be able to pick from six 
wizard classes, customise them with four 
spells and a passive ability, and take them 
to medieval cities, pitch black caverns, and 
towering cliffs. Need help on how to get 
your Grimoire? Read our redemption 
instructions below.

Learn to spell with this wizard-battling MOBA

P R I N T E D I T I O N
There should be a red card 
opposite this page with your 
codes on it. If it’s missing or 
looks like it’s been 
tampered with, tell your 
newsagent! If you have any 
problems at all, contact us 
via the address below.
 
D I G I T A L  E D I T I O N
Codes will be sent out to 
digital subscribers – 
including Zinio and iOS –  
by email shortly after we’re 
on sale. If you’re reading on 
iOS, you need to opt-in to 
share information with the 
publisher when you 
subscribe in order for us to 
contact you. Sending out 
the emails takes a couple of 
days, so you may not 
receive yours straight away. 
If you didn’t opt-in or you’ve 
only bought a single issue, 
see below for further 
instructions.
 
A N Y  P R O B L E M S ?
Don’t panic! Send us an 
email at gift.pcgamer@
futurenet.com with proof of 
purchase – either a 
photograph of the magazine 
showing the code page, or a 
receipt for a digital edition, 
and we’ll send you a 
replacement code.

H O W  D O  I  R E D E E M  M Y  C O D E ?

It’s a Steam key, so visit www.steampowered.com to download the Steam client if you don’t have it already. On Steam, click 
‘games’ and then ‘activate a product on Steam’. Follow the instructions on-screen to redeem your code.

Free GRIMOIRE:  
MANASTORM Steam key

Grimoires:  
like books but 
grimmer.

WHERE TO FIND 
YOUR CODE

T H E G I F T
THIS MONTH’S FREE DOWNLOAD

FREE GIFT 
FROM

1



D
irty Bomb is a class-based
free-to-play shooter set in
post-apocalyptic London. Not
bound by law or order, soldiers

of fortune fight for two things: riches and
bragging rights. And if you use our free
code to download a new character,
Fragger, you could have both.

Note that this character is for new
Dirty Bomb accounts only. Fragger is a
classic tank character equipped with frag
grenades (obviously) and ample
ammunition. In his in-game biography, his
commanding officer describes him as

“really, REALLY good at soldiering,” and
explains how, after a stint in the army he
did some work providing motion-capture
for videogames. Now he’s back to kick ass
and throw frags. And he’s not even out of
frags, because that would be silly.

Top Fragger tip: he excels at leading
the frontline, so if teammates keep him
well supplied and nicely healthy he’s near
unstoppable. Use him both to assault
objectives and defend them by laying
down a hail of gunfire and grenades. Can’t
wait to get fragging? Read our redemption
instructions below.

Download Fragger, the aptronymically named Dirty Bomb mercenary

H O W D O I R E D E E M M Y C O D E ?

This is a Steam key, too. Download Dirty Bomb on Steam for free and redeem this. Once again: this only 
works for new accounts.

Free Dirty Bomb FRAGGER unlock
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That’s where the other apps fell short, and
where GameMaker: Studio is different. “I 
think that when we released Studio, the 
product changed and the user-base 
changed,” says Stuart Poole, head of 
production at YoYoGames, the makers of 
GameMaker: Studio. “People are now 
using this as a tool to make a living.”

Once a hobbyist development tool, 
lately GameMaker has formed the basis of
several massively successful games, 
including Hotline Miami, Nuclear Throne, 
and the original version of Spelunky. Since
2012 its user-base has grown significantly,
attracting professional programmers to 
its simple interface alongside curious 
first-timers. This success hasn’t come 
quickly or easily. For almost a decade 
GameMaker was supported by just one 
person, and its lengthy and somewhat 
eccentric development means 
YoYoGames has spent the last few years 
working with one hand tied behind its 
back. Nevertheless, GameMaker seems, 
finally, to be making its mark.

GameMaker was created in 1999 by 
Dutch computer scientist Marc Overmars.
Originally conceived as a 2D animation 
program called Animo, GameMaker 
gradually evolved into a simple-to-use 
game-design toolset. 

development to getting them building and
releasing full commercial games.

“What we had before was that folk
would kind of grow up with GameMaker,
and then they would hit this ceiling,” says
Mike Dailly, head of engineering at
YoYoGames. “Whether it was just they felt
they were struggling with it or ‘it’s time to
grow up and use a big-boy’s tool now’, and
then they would move on. With
GameMaker: Studio, we made a
conscious effort to get rid of that ceiling so
you could just keep going.”

Released in 2012, the development of
GameMaker: Studio involved several
threads. Prior to Studio, GameMaker
could only run games on Windows, so the

team at YoYoGames wrote a new runner
component to make it compatible with
other platforms. They also designed a new
compiler component to connect the
maker and the runner, so games didn’t
just compile their entire source-code on
start-up, (making them extremely
vulnerable to piracy). Lastly, they added a
host of new features to the Maker itself,
including a room editor for the quick 
construction of 2D environments. “There 
was a couple of hundred thousand lines in 
the original, and we’ve added a million and 
a bit with Studio,” says Dailly.

The aim was to make GameMaker 
commercially viable for developers over 
the duration of a project, and that work 
seems to have paid off. Not only are 
popular and successful games being 
created with GameMaker now, but 
YoYoGames itself has expanded 
considerably since 2007. When they first 
partnered with Overmars, the 
GameMaker development team consisted 
of just two people working in a basement 
near the University of Abertay. Now 
YoYoGames employs 30 people in a 
spacious office overlooking the Firth of 
Tay. This is still a small team compared to 
those employed by engine behemoths like 

any tools have been released over the years that claimed to make game 
development accessible to all. Software like Klik ‘n’ Play and DarkBASIC promised 
an easy route into game design, either through simplified programming languages 
or avoiding coding altogether. But there’s a difference between making game 
design accessible, and making professional game design accessible.

The core of Overmars’ idea was to 
make game design simple, and in pursuit 
of this he created the two features which 
remain most prominent in GameMaker 
today. Its drag-and-drop interface allows 
users to quickly put together simple 2D 
games with no knowledge of coding 
required (technically GameMaker can 
build 3D games, but few developers have 
explored that avenue). Through a simple 
series of button presses, you can define 
actions such as movement and jumping, 
and attach those actions to objects in the 
game world. 

For more confident users who want 
greater control, GameMaker facilitates 
programming through its GML scripting 
language, which combines colour-coded
commands with rigorous error-checking
and a detailed help library to make coding
as straightforward as it can feasibly be.

THROUGH THE CEILING
For the best part of a decade, Overmars
worked on GameMaker alone, chipping
away at updates and fostering a small but
amiable community of enthusiasts. Then
in 2007 he partnered with Dundee-based
outfit YoYoGames, with the intent of
expanding GameMaker’s potential from
getting people interested in game

YoYoGames started out as 
two people in a basement.

FOR ALMOST A DECADE 
GAMEMAKER WAS 

SUPPORTED BY JUST 
ONE PERSON
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A B R I E F H I S T O R Y O F G A M E M A K E R From Animo to Studio, here’s how GameMaker evolved

September 2000
GM 2.0 allows

DirectX use for
sound.

July 2001
v4 sees

GameMaker
completely

rewritten and its
interface changed.

April 2003
v5 released.
Overhauls

interface again,
adds timelines.

November 2014
GameMaker
Marketplace 

added, LiquidFun 
Particle Physics 

introduced.

November 1999
GameMaker 1.0

released,
introduces GML

scripting language.

March 2001
Introduces saving
and loading. GML

becomes
colour-coded.

December 2001
Adds multiplayer

support.

September 2003
Adds particle

system.

May 2012
GameMaker:

Studio 1.0 released,
adds in-built Box

2D physics.

February 2007
First version

released through
YoYoGames, allows
manual extensions.

December 2009:
v8 comes with

in-built tutorials.

October 2004
v6 rewrites engine
in Direct3D, makes
3D games possible.

Spelunky, left, was 
first created in GM.
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Crazily ambitious games 
are also possible.

Orphan may be GM’s most 
beautiful game to date.

Got a stupid but fun game idea? 
GameMaker can make it happen.



Unity and Unreal, but demand for their 
product is increasing all the time.

Bar a few extra features, the version of 
GameMaker: Studio released in 2012 is 
fairly similar to the one available now. We’ll 
go into the reasons behind this shortly. 
But in its current form, what is 
GameMaker like to use from the 
perspective of a developer?

AUSPICIOUS DEVELOPMENTS
Tom Francis is a former PC Gamer writer 
who became a full-time developer after 
the release of his first, GameMaker-made 
game, Gunpoint. Francis was attracted to 
GameMaker after learning that the original 
version of Spelunky had been created with 
it. “I didn’t really do any further research to 
find out if it was the absolute best choice,” 
Francis says. “If it was good enough for 
Derek Yu, the only question was whether it 
was easy enough for me. And after doing 
his and GameMaker’s own tutorials, I 
found it was.”

Gunpoint – a sidescrolling stealth 
game about spies and hacking – formed 
gradually out of Francis’ experimentation 
with the software, initially through the 
drag-and-drop icons and by following 
tutorials. “I learnt almost everything else 
by reading reference docs,” he says. 
“That’s daunting, so it was great to be able
to do it only a bit at a time, and keep 
working with the very basic icon-based 
stuff to keep it interesting as I went.”

His experience with GameMaker raises
a couple of interesting points. At the time 
of his initial encounters with it, 
GameMaker still wasn’t entirely adept at 
explaining itself to newcomers, especially 
the transition from drag and drop to GML 
coding. Indeed, Francis decided to create 
his own tutorials for GameMaker after 
experimenting with Unity between 
projects and finding it a struggle. “By far 
the most helpful thing I found were Alec 
Holowka’s videos on it,” Francis says. 

(Holowka is a Canadian independent
developer who in the past has
collaborated with Derek Yu). “I realised if
I’d had videos like Alec’s for GameMaker, I
probably could have jumped straight into
the coding side of things and it would have
been much quicker.”

Francis also decided to stick with
GameMaker for his next game, which is
significant considering that a big part of
thinking behind GameMaker: Studio was
to encourage this. Nor is Heat Signature a
typical GameMaker game. It’s a space
exploration game that involves large open
environments and makes heavy use of
procedural generation. Francis had some
reservations regarding how well
GameMaker would cope, but found it

surprisingly accommodating. “I was 
expecting to have to fake a lot of stuff to 
make a big space game in GameMaker.  
Switch you to a separate map mode 
instead of zooming out, despawn anything 
off-screen, have a generic infinite universe 
instead of anything with persistent places. 
But actually it’s handled it all rather well.”

SPAGHETTI LOOPS
With Studio’s attempt to professionalise 
GameMaker a success, the main ambition 
now is to modernise it. Overmars 
programmed GameMaker in a language 
called Delphi. “It’s effectively an engine 
that has grown up from 1999,” says Dailly. 
“So the codebase is just spaghetti inside. 
Change one thing over here, five things 
break over there. You try to fix them and 
another twenty things break.” 

Since the release of Studio, 
YoYoGames’ priority has been to 
completely rewrite GameMaker in C#, to 
make it more stable and above all faster to 
iterate with. “We’ve had cases where 
something in C# that would take us ten 
minutes, would take us four hours in 
Delphi. So the simplest thing just takes 
forever,” Dailly says. YoYoGames is also 
using this as an opportunity to update and 
introduce new features to the program.

Building a tool for other people to 
make games with is something of an odd 
position to be in. Yet aside from being a 
little less creative and a little more 

pragmatic, the principles behind doing so 
aren’t vastly different from game
development. You figure out where the 
software’s limitations are and what 
developers want from it by speaking to 
users and testing the program extensively 
yourself. “I use it a lot at home, and 
because I use it a lot at home, I know all 
the bits that really annoy me for the 
current one,” Dailly says, “That’s why 
we’re talking to developers, to make sure 
that my most hated bits are theirs as well, 
and we’re all more or less aligned.”

That said, GameMaker has the extra 
problem of being intended as an
entry-level program, which means altering 
or expanding its capabilities must be done 
without compromising its accessibility. In 
future, YoYoGames plans to approach this 
by retaining a basic vanilla program, while 
separating out the more complex 
functions as plugins.

“Long-term, we’re looking at reducing 
the core of GM, but having more of these 

“I USE IT A LOT AT 
HOME, SO I KNOW ALL 
THE BITS THAT REALLY 

ANNOY ME”

The YoYo 
team is now 
30 strong.
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Spelunky
really opened
people’s eyes.

“THE UNIVERSAL
COMPLAINT PEOPLE
HAVE IS ABOUT THE

ROOM EDITOR”

No one said
making
games was
pretty.
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things as extensions rather than just the 
core,” says Russell Kay, chief technology 
officer at YoYoGames. “So we’re trying to 
simplify things down, but also expand 
what we can actually do.” These 
extensions won’t have to be manually 
installed, either. YoYoGames hopes to 
have GameMaker automatically target 
required extensions so the developer 
doesn’t have to seek them out.

SHADERS OF GREY
The last stage in modernising GameMaker 
is to increase its technical fortitude. 
YoYoGames has already added a couple of 
features with this in mind, namely 
liquid-physics simulation and 
programmable shaders. The latter are a 
good example of how YoYoGames is 
introducing more complex programming 
into GameMaker. “Each of the shader 
languages has its own syntax, to the point 
where OpenGL and DirectX are basically 
two different programming languages,” 
says Dailly. “So what we do is let you 
program in OpenGL ES [a subset of 
OpenGL used by smartphones, etc], and 
then we will automatically convert and 
generate these other ones. So you’re only 
having to learn an initial language.” 

For those wanting to avoid more 
complex tasks like shader programming 
completely, YoYoGames recently 
introduced the GameMaker Marketplace, 
where developers can buy, sell or share 
technology, including shaders. The results 
are already beginning to emerge. One of 
the more visually impressive GameMaker 
games currently in development is 
Orphan, a 2D platformer about a young 
boy in the midst of an alien invasion. “I had 

always wanted to make a game but 
thought programming was too difficult for 
me,” says Brandon Goins, creator of 
Orphan. “I watched a video tutorial on 
YouTube about basic platforming and 
literally laughed out loud at how easy it 
was using GameMaker.”

Orphan’s visual style is a combination 
of Goins’ experience in graphic design, 
and taking advantage of GameMaker’s 
simplicity. “Many parts of Orphan 
originate from photographs, whether it’s 
simply a photo dropped into GM as a 
background, or part of a photograph that 
I’ve traced to create some small object in 
the game,” Goins explains. “In the end I’ve 
been able to get all the graphics effects I 
wanted from pure raster graphics and the 
only shaders I’ve used so far were ones I 
got from the GameMaker Marketplace for 
distortion and blur effects.”

Goins is extremely happy with how 
GameMaker has enabled him to create a 

game for the first time – he even goes so 
far to describe it as “life-changing”. 
However, there are certain aspects he 
would like to see improved. “The universal 
complaint people have about GameMaker 
is the room editor and I have to agree. It 
needs support for separate object layers 
as well as group selection tools.” 

Tom Francis also has one or two issues 
he’d like to see addressed. “The only way 
to save the code or resource you’re 
working on without saving the whole 
project is to close the window and open it 

again, which is pretty mad,” he says. “And 
faster compile times, or some built-in tool 
to live-edit certain variables, would be 
great for tweaking aesthetic things.”

STUDIO REFURBISHED
YoYoGames is reluctant to discuss specific 
features of the upcoming C# version of 
GameMaker right now. But they confirm 
that a new room editor is coming, and 
there are rumblings that other editors, 
such as the sprite editor, will be getting an 
update too. The dev team recently did a 
closed-doors showing of the new version 
at Develop, and they claim the response 
was positive.

“Fundamentally, we’re going to be 
doing Studio 1.x as the next one,” Dailly 
says, “with a very solid foundation that 
can expand – but modernise all the 
editors that are in it. So it’s like a modern 
1.x. Then we can scale up.” 

Given how much GameMaker’s 
reputation has grown while running on 
such outdated code, it will be fascinating 
to see what a completely modern version 
is capable of.
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C O D I N G  I N  G A M E M A K E R
A grenade projectile based on Tom Francis’s YouTube tutorials

W H I T E  T E X T
Variables: variables 
can be given unique 
names to represent 
a value.

O R A N G E  T E X T
Functions and 
Statements: 
functions like 
instance_create tell 
the code what to do. 
Statements like ‘if’ 
‘and’ and ‘or’ help 
specify what the 
code is to do.

R E D  T E X T
Objects and values: 
objects are things 
that exist in the 
game defined by the 
player, values are 
either numerical 
(0,x) or textual 
(speed, direction).

E R R O R 
C H E C K I N G
GML has rigorous 
error-checking, 
telling you the line 
where the error has 
occurred and the 
nature of the 
problem involved.

Adorable 
vampires are 
also possible 
with Game 
Maker.

Yup, Hotline Miami again.

Nuclear Throne? 
Also GameMaker.

Heat Signature randomly 
generates entire spaceships.

Orphan has the aesthetics of 
Limbo, but required little coding.



G E T  I N V O L V E D 
To join our World of 
Warcraft guild, you’ve 
got a couple of 
options. You can visit 
the forum at www.
pcgwow.enjin.com 
and introduce 
yourself there. 
Alternatively, create 
or transfer a 
character to our 
server (Moonglade/
Steamwheedle 
Cartel/The Sha’Tar 
EU) and use the 
in-game search tools 
to contact somebody 
from [PCG].

T H E  I N D E X
MINECRAFT
Server 85.236.100. 
145:26665
Link www.pcgukmc.
enjin.com

GUILD WARS 2
Server Desolation EU
Link www.pcggw.com

STAR WARS:
THE OLD REPUBLIC
Server The Red
Eclipse
Link www.pcg-mi.
enjin.com

Many foes have fallen to the 
guild in WoW’s new dungeons.

These are NPCs. We’re not 
that colour-coordinated.

There are plenty of opportunities 
for new players to discover the game.
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The latest from the friendly PC Gamer community

P
C Gamer has had a World
of Warcraft guild since
time immemorial – it’s one
of our oldest community

institutions, enduring through the
ups and downs of the legendary
MMO. I caught up with veteran
guildie Jodders to learn how the old
guard are doing, many months after
the release of Warlords of Draenor.

“We saw a lot of old faces return
for WoD and have also seen a lot of
new players joining us,” Jodders says.
The new levelling content has been
well-received, even the stuff that the
WoW community as a whole didn’t
take to. “There seems to be a general
feeling that endgame content is

lacking and ‘garrisons make people
antisocial’, but PCG has seen a flurry
of activity. There’s nearly always
something going on.”

A merger of PCG’s old server,
Steamwheedle Cartel, with The
Sha’Tar and Moonglade has boosted
player numbers to the game’s benefit.
There’s a bit of confusion about what
the new server is actually called,
though: Jodders suggests ‘The
Sha’Glade Cartel’, ‘The Steammoon’
Tar,’ and ‘Moonwheedle’.

Although the guild has made swift
progress through Draenor’s post-
launch raids, Jodders is less happy
with the amount of Warlock loot
being dropped. “Blackrock Foundry

was terrible at dropping Warlock 
gear for our group and led me to 
form the unofficial PCG Warlocks 
Union, whereby much shouting at 
Blizzard for poor drops occurred.”

The guild is currently plugging 
away at WoW’s latest additions: 
Tanaan Jungle and Hellfire Citadel. 
There’s less focus on super-hardcore 
raiding, however, and more on 
playing for fun and social events like 
‘retro night’. This is all about heading 
back to old content to get cool-
looking gear for transmogrification.

Now is a great time to get back to 
World of Warcraft. Check out the 
instructions on the left for how. 
Chris Thursten

THE OLD WORLD
In the orc-riddled wilderness of DRAENOR, our World of 
Warcraft guild continues to thrive – and has a spot open for you!

PLAY Check in with our servers, guilds and battlegroups. 
Want to play with us? Join our Steam group!



U S E R R E V I E W S
AdVenture 

Capitalist. Being rich 
is fun, but not as fun 
as killing angels by 
the decillions.
Jonas
Is ‘decillions’ a real 
number? A capitalist 
would probably 
know, so good job.

The Binding of 
Isaac: endless, 
infuriating fun. Dev 
was obviously a 
sadist.
Jamie
Nothing says ‘fun’ 
like a terrified 
weeping foetus 
trapped in a 
hell-maze!

Rocket League. Not 
a rocket. Not a 
league. ‘Carball’ 
presents amazing 
opportunities to 
perform 
embarrassing 
failures with friend  
or foe.
Skoo
Not going to lie: it’s 
all anybody is 
playing around the 
office. It’s the only 
game left. Apart 
from Chris. Chris is 
playing Dota.

The Talos Principle. 
Indie Portal vs 
philosophy and the 
meaning of existence. 
With Tetris blocks. 
And sand.
Robert
When you put it like 
that, it’s remarkable 
that it’s as good as it 
is, really.

Rust. A 
remorseless 
experience filled with 
slaughter, paranoid 
logging, and dongs.
Dean
Sam’s weekend 
plans are certainly 
settling into a 
pattern.
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Embedded stuff
I’d say the future of gaming

hardware is not x86-64, since not
even Intel can significantly improve
performance anymore. Instead, it
might be something like PowerPC,
SPARC or some new architecture.

Let’s look at low power FreeScale
PowerPC CPUs, for example. They
make a 12-core (with an equivalent of
Intel’s Hyperthreading, but with more
duplication, so it has 24 hardware
threads total) CPU that runs at
1.8GHz that only uses 35.7W. Intel’s
closest equivalent is a Xeon running
at 140W.

Now let’s look at IBM’s POWER8.
Their planned 12-core CPUs (that
have eight hardware threads per
core) run at 4.5GHz. Their current
octacore ones run at 4GHz.

This is data centre and high-end
embedded stuff, yes, but it does
show that a desktop CPU beating
anything Intel offers should be fully
possible. Probably even one that
doesn’t use more power.
Rogier

We’re nodding in agreement! We
agree with your fine analysis, which
we all 100% comprehend. PCG

Lower in Russia
As for combating game piracy,
Ubisoft’s DRM hasn’t stopped, or
even delayed in any form any pirate
getting their hands on their games.
Steam aren’t that bad, and prices
being lower in Russia to compensate
for their piracy rates probably helps
out in some cases, though despite all
this I believe more can be done.
Sam

Ensuring that your games are 
reasonably priced and readily 
available is a publisher’s best counter
to piracy. Unless you’re talking about
the other kind of piracy, of course, in
which case the best counter is 
cannons. PCG

The concept of reboots
Last month my email discussing
reboots of series that don’t really
need them was featured the
magazine, which I was very grateful
for. However, after seeing your
response, I decided to look at another
side of the argument and discuss why
reboots are so effective.

Nostalgia is incredibly effective at
getting fans to buy something, which
is evident by the reactions to the
Final Fantasy VII remake when it
was revealed at E3 this year. This
makes sense: the reason we have
nostalgia for old games is often
because they were very good games,
seen through rose-tinted glasses, or
so the saying goes. So, most of us

assume that reboots and remakes will
be just as good if not better. And we
are often right. X-COM’s reboot
XCOM: EU is one of my favourite
games. But we have to remember that
there are always bad apples, such as
SimCity and Alone in the Dark.

Reboots also allow ‘young’ gamers
or people who didn’t get to
experience a certain series when it
first came out a chance to finally visit
it. This is helped even further if the
reboot has a different plot or restarts
the plot from the beginning, which is
often the case.

Overall, I strongly agree with the
concept of reboots: I think they’re
usually pretty darn great. But they
always make a bunch of money, even
if they are, in some cases, bad.
James

Familiarity is appealing, even if we
more often ask to see something
new. It’s got to be frustrating to be an
innovative developer whose work
sells worse – and is less well received
– than those who trade on nostalgia.
However, this shouldn’t stop Valve
from making a new Half-Life. Please
do that, Valve. PCG

Poor show
With reference to your feature about
Steam refunds. My son bought
Prototype 2 from Steam and tried
getting it to work on his stonkingly
over-specced PC. He tried all the
forums, drivers and so forth, a
process which took him, as you can
imagine, well over the time limits set
by the policy.

Unfortunately despite his best
efforts trying to get it to work, he’s
finally given in, yet his claim for a
refund has been denied. Poor show
given his limited pocket money.  
Daniel

This highlights one of several flaws in 
Valve’s refund policy: sometimes, 
critical problems with games just 
don’t become visible within that 
two-hour window. PCG

You write in, we write back. A free Steam key for The 
Talos Principle and DLC for the month’s star letter!

S H O O TL I K EC L I C K W A T C H F O L L O W S E N D

steamcommunity.com
/groups/pcgamer

facebook.com
/pcgamermagazine

pcgamer.com @pcgamer PC Gamer, Future Publishing 
The Ambury, Bath BA1 1UA UK

pcgamer@futurenet.com  

youtube.com/user 
/pcgamer

W I N N E R !

We’re pretty sure 
this is a CPU.



R E V I E W
Golden age
The Talos Principle’s first expansion, 
Road To Gehenna, was a pleasant 
surprise this month: an island of 
intellectually-ambitious spatial 
puzzling in a sea of Dota, Dota, and 
more Dota. It’s squarely aimed at 
people who’ve already enjoyed and 
finished the original game, but give 
it a look: nobody expected the team 
behind Serious Sam to turn out the 
smartest game in ages, but they did.

Elsewhere, Andy goes digging for 
gold in the utterly strange open-
world RPG Way of the Samurai 4. 
This is a game that is partly about 
British colonialism and its impact 
on feudal Japan and partly about 
someone’s bizarre decision to call a 
female character ‘Melinda 
Megamelons’. That both of these 
things can exist in the same game 
is a testament to how deeply and 

enduringly confusing our chosen 
medium can be.

L E T  U S  K N O W  
W H A T  Y O U  T H I N K
Get in touch via our 

‘Network’ section on 
page 74, or simply tweet 

us your thoughts  
@PCGamer

C H R I S  T H U R S T E N
D E P U T Y  E D I T O R
c h r i s . t h u r s t e n @ f u t u r e n e t . c o m

OUR SCORING  
SYSTEM EXPLAINED
00%-10% A game of absolutely no value. Are you playing 
one of these games? Take 3d6 emotional damage. 
Examples Big Brother

11%-39% Yikes. Technically broken, or so fundamentally 
flawed that it’s ultimately not worth any time or money. Bad. 
Examples The War Z

40%-49% This game is functional, but majorly flawed  
and disappointing. 
Examples Firefall, Star Trek

50%-59% Mediocre. If it has any interesting ideas, they 
don’t work well. Might suffer from bugs or technical issues. 
Examples Primordia, Painkiller: Hell & Damnation

60%-69% An interesting idea poorly expressed, or a 
derivative idea executed averagely. Comes with caveats. 
Examples SimCity, Mortal Kombat X

70%-79% Good, but not a classic. This score is 
a recommendation, just not a glowing one. 
Examples Broken Age, Shadowrun Returns

80%-89% A great game with exceptional moments or 
features, and touches of brilliance. 
Examples Elite: Dangerous, Dragon Age: Inquisition

90%-94% A compelling recommendation for most PC 
gamers. Ahead of its time and important to PC gaming. 
Examples Pillars of Eternity, GTA V, The Witcher 3

95%-98% This is far and away one of the best games we’ve 
ever played, and we recommend it to the entire world. 
Examples Half-Life 2, Minecraft, Spelunky

99%-100% Advances the human species. Life-changing.  
A masterpiece and more. Actively boosts the immune systems 
of nearby children and small animals.

HOW WE REVIEW 
Wherever possible, we finish a game before finalising the 
review. We review each game on its own merits, and try to 
match it to a reviewer who’s a passionate expert in the field. 
The main aim of the reviews section is to help you make 
buying decisions. 

ALPHAS & BETAS
This means we’ll review any released alpha, beta or 
otherwise unfinished game that you can currently buy.  
For these games, we won’t assign a score, but we will tell you 
whether they’re worth your time in their current state.

DOWNLOADABLE CONTENT
DLC might be hours-long new missions for a game, or it might 
be a single new item. Either way, if we think you want to know 
about it, we’ll review it.

THEY’RE BACK
Whenever there’s a bargain or re-release of a significant 
game, our expert will revisit it and tell you whether it holds 
up today. With jokes.

The Editor’s Choice award is 
granted in addition to the score, 
at the discretion of the PC Gamer 
staff. It represents exceptional 
quality or innovation.

Find out more
www.bit.ly/pcgreviews
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C H R I S  T H U R S T E N
Specialist in
RPG, competitive

Currently playing
The Talos Principle

This month
Gave himself a stress 
headache trying to 
finish every puzzle in 
time for the review.

A N D Y  K E L L Y
Specialist in
Action, RPG

Currently playing
Way of the Samurai 4

This month 
Threw up his hands 
and stopped looking 
for answers. There are 
no answers.

J O R D A N  E R I C A 
W E B B E R
Specialist in
Puzzle, platformer

Currently playing
The Swindle

This month
Took to Victorian 
crime capers like a fish 
to, er, fish crime.

S A M  W H I T E
Specialist in
Action, racing

Currently playing
F1 2015

This month
Drove the little
vroom-vroom cars
very fast in circles, as
millionaires do.

C H R I S
L I V I N G S T O N
Specialist in
RPG, adventure

Currently playing
Replay

This month
Enjoyed revisiting the
world of platformers
that make you swear.

R I C H A R D
C O B B E T T
Specialist in
Adventure, RPG

Currently playing
King’s Quest

This month
There was no holding
him back from a ’90s
adventure reboot.

J O N B L Y T H
Specialist in
Retro, adventure

Currently playing
Pajama Sam

This month
Pursued his growing 
interest in ancient 
educational games, 
for some reason.

This month’s dungeoneers

78 Guild of Dungeoneering
80 Kyn
82 Way of the Samurai 4
84 F1 2015
86 The Swindle
88 Replay: VHS Is Not Dead
90 King’s Quest
DOWNLOADABLE CONTENT
92 The Talos Principle: Road To Gehenna

Contents

8478

94

EARLY ACCESS
94 Drive Any Car
96 Salt
THEY’RE BACK
98 Pajama Sam
99 Clicker Heroes
99 Alpha Protocol
99 The Sentinel
99 Gauntlet

  OCTOBER 2015    77



DECK THE HALLS
Grab a handful of cards and join the GUILD OF DUNGEONEERING for  

pencil-drawn adventures. By Jordan Erica Webber

Lay out an
obstacle-filled

path to gain
experience and

loot

Quests begin with some rooms, 
enemies, and maybe some loot chests 
already laid out. Each turn you get a 
new hand of five cards – rooms/
corridors, enemies, and gold – and 
the option to place three of them on 
the map. Your chosen ‘dungeoneer’ 
moves independently, one tile per 
turn, lured in one direction or 
another by your placement of 
enemies and gold.

Which cards you place where 
depends on your objective: to reach a 
certain tile in ten turns or fewer, to 
open three chests, to beat a boss. It 
might seem counterintuitive to place 
enemies, but that’s how the 
dungeoneer gains levels (which 
increases their health) 
and loot. You have 
control over their path, 
but in keeping with the 
simplified format, one 
feature adds 
unpredictability: 
fountains, which reveal 
themselves to have 
positive or negative 
status effects only when placed.

These status effects come into 
play during battles, which happen 
when the dungeoneer enters an 
occupied room. Again you’re given a 
hand of cards; each clearly states its 
effect, mostly with symbols: damage 
(physical/magical), block (physical/
magical), heal. Because the enemy’s 
next card is face up – unless you’ve 
passed a fountain that gave your next 
opponent the ‘conceal’ status – you’re 
basically playing a numbers game, but 
there are enough contributing factors 
to consider to make it interesting.

One of these factors is status 
effects/character traits. You only have 
to hover over them to see their 
effects, but I was caught out a few 

G uild of Dungeoneering is a simplification of the dungeon 
crawler both mechanically and aesthetically. It’s a digital 
card game that looks as though it was sketched on graph 
paper by a child who got bored in class. Every step of the 
game’s simple formula is represented by pencil-drawn cards,

from the battles to Dungeoneering’s most distinguishing feature: that you 
build the dungeons yourself.

times when I carefully calculated 
mine and the enemy’s attacks versus 
our remaining health but forgot that 
the enemy had ‘fury’, which makes 
their attacks more powerful if their 
health is low.

Each kind of dungeoneer and 
enemy has its own basic deck, but 
loot adds cards. At the end of a battle 
or on opening a chest you get a few 
items to choose from, but your 
dungeoneer can only carry one card 
for each of four slots, so you need to 
compare the cards you get from each 
source. You can spend gold back at 
the guild to unlock new kinds of loot, 
as well as to add rooms that bring in 
new kinds of dungeoneers with new 

decks, and you can buy 
talismans that give you 
a bonus to variables like 
damage or hand size.

Spending that gold 
is the only way to 
ensure you can 
progress through the 
more difficult 
dungeons, because of 

another way that Guild of 
Dungeoneering differs from other 
dungeon crawlers: dungeoneers lose 
all experience and loot between 
dungeons. It makes their deaths 
pretty meaningless, though I guess 
that’s why the guild has a graveyard, 
but it also prevents frustration. Death 
means you only have to repeat that 
one dungeon, and you never feel like 
you’re losing much progress.

That dungeoneers approach each 
new dungeon with no previously 
gained experience or loot might seem 
unrealistic, but it’s necessary for your 
dungeon-building to work. You have 
to lay out an obstacle-filled path in 
each dungeon so that the dungeoneer 
can gain experience and loot each 

time, but this way the developer has 
avoided making you build bigger and 
bigger dungeons as the game 
progresses. The challenge comes in 
new kinds of enemies with different 
traits and attacks, and you face that 
challenge not with longer and longer 
grinds but through learning what 
attacks to expect and choosing 
dungeoneers and loot accordingly.

DUNGEON SCRAWLER
For all that new areas bring 
differently themed dungeons and 
enemies, things can start to feel 
repetitive; my housemate said that 
every time she looked over at my 
screen it looked like I was doing 
exactly the same thing. The simple 
sketched look is charming, but it does 
feel samey after a while. The 
narrative is relatively bare too. A 
narrator occasionally sings, bard-like, 
but it’s difficult to hear him over the 
music and you can’t adjust the 
volumes separately (also there are no 
subtitles, which is unforgivable). 
Every few dungeons you get a bit of 
diary-type exposition about the guild 
owner’s envy for another guild, but it 
doesn’t feel particularly relevant to 
your moment-to-moment 
experiences in the game.

The decisions you make while 
building dungeons and fighting 
battles are varied enough to stay 
interesting. But the minimal narrative 
and slow pace made this a game I 
could only play while I was doing 
something else. (Although the 
developer has said a future update 
will speed up animations and add 
new ones.) It’s not particularly 
gripping, but it’s accessible while 
retaining some complexity, and worth 
a look for how it reduces the formula 
of a dungeon crawler, especially for 
novices of the genre.

N E E D T O K N O W
WHAT IS IT?

A dungeon builder and 
crawler all in one digital 

card game.

EXPECT TO PAY
£11

DEVELOPER
Gambrinous

PUBLISHER
Versus Evil

REVIEWED ON
i7 960 @ 3.61GHz, 6GB 

RAM, HD 4870 X2

MULTIPLAYER
None

LINK
www.guildof 

dungeoneering.com

76
Charming and 
accessible, but this is a 
game to play with the 
sound off while you’re 
watching TV.

V E R D I C T
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Guild of Dungeoneering

R E V I E W



G U I D E O F D U N G E O N E E R I N G
How card-based dungeon-crawling works 

1 .  O B J E C T I V E
Objectives range from defeating a boss to 
reaching a tile in a certain number of turns.

2 . D U N G E O N E E R ,  H E R E
This little character portrait of your current
dungeoneer comes complete with 
equipped loot and changeable name. Click 
here for more information, including traits 
and status effects.

3 .  B U I L T  B Y  H A N D S
These are the cards with which you build 
your dungeon, a new hand every turn. Blue 
for corridors and rooms, red for enemies, 
and yellow for gold. Hover over enemies to 
see their stats.

4 . K I L L  H I M !
In this case your objective is to kill a boss. 
However, you’ll want to send your 
dungeoneer on an obstacle-filled path to 
level-up before you let them get close.

1

2
3

4

5

6

5 . D U N G E O N D R E S S I N G
Chests hold better loot than 
you get from enemies, although 
for some reason you can only 
pick one item from the 
selection on offer.

Enemies are limited to one 
per room. Battle triggers 
automatically when a 
dungeoneer enters.

6 . D R I N K  M E
Fountains only reveal their 
effects on placement. 
Dungeoneers entering a room 
with a yellow fountain get a 
positive status effect for their 
next fight; a red fountain 
causes a negative effect.

Gold of different values can 
be used to lure dungeoneers in 
a particular direction, so use 
this to your advantage.
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I’ve only just realised that all 
dungeoneers are left-handed.

Battles are blissfully easy to read. I didn’t build it to 
look like this.



This was the most interesting bug I 
came across in this Norse-flavoured 
strategy RPG, but it was by no means 
the only one. Several quests featured 
weird, out-of-place dialogue, late 
script triggers or enemies failing to 
notice me. The game 
hung and crashed 
during loads often 
enough that I stopped 
noticing. The bugs are 
just a symptom, 
though, of a game 
trying to do too much 
at once.

Warriors in the 
world of Kyn must pass a gruelling 
test, after which they’re granted 
magical powers. Bram and Alrik 
return from their ordeal to find a 
world in chaos. The friendly, elfy 
Aeshir have become enraged and 
violent, ransacking towns all over the 
region. Bram and Alrik must protect 
people, recruit friends, and solve the 
mystery of the Aeshir.

Bram is my party’s tank. He is a Magni warrior, the saviour of 
our village, and a damage-absorbing badass. His reputation 
doesn’t last long. Upon returning from battle, he spins in a few
circles, then crouches down. “Come here, Sheep,” he says to a 
chicken. This is pretty awkward for me and the village elders, 

but it’s most confusing for the chicken. Staying in his crouch, Bram begins 
to levitate sideways off-screen, shuddering down the hillside on one knee.

As a party management game 
with real-time combat, Kyn is pretty 
solid. Each character can equip two 
skills and a stronger, artefact-based 
power. There’s a huge array of 
modified, poisoned, and enchanted 

weapons. Pausing to 
issue orders during 
combat affords a 
variety of ways to kick 
ass, with satisfying 
animations and effects. 
I had a great time 
bouncing multiple 
characters’ skills off 
each other to cut a path 

through enemies.
The failure of Kyn is that it’s a 

very thin RPG. Party characters 
sometimes talk to each other about 
ethical quandaries or strategic 
choices, but those decisions were 
rarely under my direct control. 
There’s a huge gameworld, but it’s 
broken up into a series of linear 
mission maps, and there’s never an 

opportunity to change the big-picture 
flow of the narrative. Kyn also lacks 
real character progression. The more 
I played, the less it reminded me of 
Pillars of Eternity and the more it 
reminded me of loot-and-combat 
RPGs like Diablo. 

As a story RPG, Kyn can’t weave a 
legend or create a world, but as an 
action RPG, it doesn’t have rewarding 
levelling or crafting to help me make 
characters my own. All the pieces are 
here, but Kyn held me at a distance, 
refusing to let me engage. The good 
parts of the game, like combat and 
party management, aren’t good 
enough to overlook the frequent 
scripting bugs and crashes during 
loading screens. 

Looking back on my hours in Kyn, 
I can’t identify a single choice – I 
should have let the prisoner die! I 
shouldn’t have stolen that scroll! – 
that I might have made differently. 
Even though moment-to-moment the 
combat is pretty good, there’s no role 
to play here.

N E E D T O K N O W
WHAT IS IT?

A party-based 
action-RPG

EXPECT TO PAY
£15

DEVELOPER
Tangrin Entertainment

PUBLISHER
Versus Evil

REVIEWED ON
Windows 8, Core i5, 
8GB RAM, GTX 970

MULTIPLAYER
None

LINK
www.kyngame.com

60
Overstuffed and 
underdeveloped, Kyn is a
buggy RPG with good 
combat, but no engaging 
character treatment.

V E R D I C T

MYTH BUSTED
Norse-themed RPG KYN fails to engage. By Ian Birnbaum 

The more I 
played, the less 
it reminded me 

of Pillars of 
Eternity
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The Nordic setting is well used 
for atmosphere, if not for story.



Digital version 
with this 

book!

FREE

Available at all good newsagents or visit
www.myfavouritemagazines.co.uk/computer



A wandering samurai, you arrive in 
the fictional port of Amihama just as 
violence erupts between the three 
groups. This is your first taste of Way 
of the Samurai’s unique freeform 
structure. You can side with one of 
the factions, or choose 
not to get involved, and
your decision will alter 
the course of the story. 
This is a short game of 
around 5-6 hours, but 
it’s designed to be 
played multiple times. 
Money, items, weapons,
and skills carry over, 
and dozens of branching paths make 
each playthrough markedly different. 

Amihama can be explored freely, 
and there’s a lot to do. You can eat in 
restaurants, shop for clothes, get a 
haircut, talk to anyone you see, and 
complete sidequests. It’s like a scaled 
down Witcher 3, made on a fraction 
of the budget. Events, triggered at 
certain times of day, shape your 

After 200 years of isolation from the rest of the world, Japan 
has opened its borders up to foreigners. The ruling 
shogunate and the British are working together to take 
financial advantage of this new policy, while isolationist 
rebels fight to keep the country closed off. It’s an interesting 

setting, based on real history, but used in a very silly game that’s about as 
historically accurate as Blackadder.

samurai’s story. You can get involved 
in the war, or you can remain neutral, 
pursuing other paths such as starting 
your own dojo.

There are lots of great ideas here. 
I love how you only see ‘?!?!?!?!’ when

talking to British 
characters, until you 
help open a language 
school and they start 
speaking in hilariously 
broken Japanese. If you 
break the law you’re 
taken away by the 
police and subjected to 
water torture, which 

can actually lead to a romance with a 
female character in a sequence of 
events that’s far too bizarre to 
explain. There’s a huge variety of daft 
clothes to play dress-up with, Dead 
Rising-style, letting you create some 
wonderfully absurd characters.

It’s a shame the quality of the 
game doesn’t match its imagination. 
Low production values, uninspired 

combo-based melee combat, and a 
lacklustre PC port let it down. This 
was a PS3 game in a previous life, and 
it shows. It crashed on me several 
times and at one point refused to load 
a saved game, forcing me to start 
over. It’s a shame, because there’s a 
lot to love. But equally, there’s a lot to 
make a disappointed face at, 
including creepy sex minigames and 
a character called ‘Melinda 
Megamelons’. I’m almost impressed 
by how bad that is.

Way of the Samurai 4 is, like 
Deadly Premonition before it, a game 
that’s fundamentally a bit rubbish, 
but might be worth playing just to 
experience its weirdness and quirky 
humour for yourself. By replaying the 
story, and taking a different path 
through it, you get to know Amihama 
and its residents over time – although 
none of the characters are especially 
three-dimensional. This is a weird 
little Japanese curio that, as poor as it 
is, has some memorable moments 
and ideas.

N E E D T O K N O W
WHAT IS IT?

Wandering samurai 
adventure set in feudal 

Japan.

EXPECT TO PAY
£20

DEVELOPER
Acquire

PUBLISHER
Ghostlight

REVIEWED ON
GeForce GTX 970, Intel 

i5-3570K @ 3.4GHz, 
16GB RAM

MULTIPLAYER
None

LINK
www.wayofthe 
samurai4.com

60
An open-world adventure
with an interesting 
structure and a lot of 
personality that is, sadly, 
not very good.

V E R D I C T

SLICE AND DICE
Swordfighting and silliness in the demented WAY OF THE SAMURAI 4. By Andy Kelly

There’s a lot to 
love, but also a 
lot to make a 
disappointed 

face at
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This thug’s about to
taste my blade.

A face that says
“Don’t mess.”

It’s a cliche to call Japanese
games quirky, but this is.





FORMULAIC
F1 2015 is bareboned and inconsistent,  

but it’s F1 at its purest. By Sam White

The best way to
play is at the

toughest
setting you can

handle

There’s no longer the option to create
your own personal racer and take
him from Zero to Hero. Instead it’s
just one season playing as an
already-famous F1 driver. Without
the option to create your own
character and start at the bottom, the
progression element is reduced
considerably, but the racing is far
more immersive because of how little
faffing there is to distract you. No
emails to sift through and no team
contract offers to ponder over
between championship races.

With so little new stuff to shout
about in this year’s game,
Codemasters has resorted to calling
out features like Pro Season – a
championship mode in which all the
assists are turned off, the AI difficulty
is at its hardest setting,
and you’re restricted to
cockpit view for entire
races. While it feels a
little disingenuous to
pitch this as something
new when you could
recreate these kinds of
conditions in previous
games, the graphical
improvements and the major changes
to the handling model are notable.
There’s a vibrancy to F1 2015 that was
lacking in all previous games. Monte
Carlo feels suitably flash and the
night sky of Singapore is black
dazzled with neon lights.

LONG HAUL
My favourite part of the F1 games has 
always been the feeling of the 
unknown as you head into a long 
race, and that’s even stronger here. 
Sure, you can set up a handful of 
three-or five-lap races if you’re short 
on time, but the 25% length is where 
the game really hits its stride. On a 
50% race in the dry, playing as 

This year, Codemasters has seemingly given up trying to pack 
new features into its racing sim for us to play around with. 
Instead, the studio has removed almost everything other than
the bare bones of a career mode and some online multiplayer 
options. Surprisingly enough, F1 2015 also represents the 

purest and most thrillingly breakneck representation of F1 yet.

Vettel’s red Ferrari, I was pulling out 
a decent gap in second, managing my 
tyres pretty effectively. When the first 
stint of pit stops came around I lost 
my advantage and ended up in a 
ten- to fifteen-lap tussle with Massa 
and Rosberg, all of us vying for 
second, third and fourth position. It 
was frantic, precise and at times 
extremely tense. None of it was for 
first position, but every last point felt 
extremely important and as my tyres 
begun to wear and the grip levels 
dropped it got really close.

Your new race engineer, Jeff, gives 
you a lot more information as you 
race, even advising on how you’re 
dealing with tyre wear as you 
complete each lap. Sadly there’s no 
safety car feature, which makes 

racing incidents a little 
unnatural as a huge 
pile-up can occur into 
the first turn, only to 
have green-flagged 
racing conditions 
resumed by turn three. 
But opponent AI has 
improved. They’re 
defensive when you’re 

on the chase, aggressive as soon as 
they get the jump on you, using DRS 
to pull off any passes they can. It can 
be frustrating when the penalty 
system dishes out punishments to 
you for an AI mistake, but the 
unlimited flashbacks option lets you 
replay any incidents to avoid that.

The best way to play is at the 
toughest setting you can handle. My 
personal preference is with opponent 
AI on Legend, braking assist and ABS 
turned off, and traction control 
turned on. With a pad, this feels like 
the most challenging, satisfying way 
to play. Codemasters has greatly 
improved the sense of torque in the 
rear wheels, and you can really feel 

the power of the car’s back end as 
you exit a sharp turn. Snapping the 
wheel back quickly is essential to 
avoid a spin.

Other than the single 
championship, Pro Season and Quick 
Race options, there’s little else here. 
The Time Trial leaderboards return 
in identical form, and online is the 
only way to play with friends as 
split-screen options have been culled. 
At the time of review, the online 
options are temperamental at best, 
and broken at worst. Codemasters 
has divided racing into preset tiers of 
difficulty, with differing assists and 
other settings, but while I’ve 
managed to find a couple of games 
throughout my time, mostly I’m met 
with a failed-to-find-match message.

ROAD GRIP
I’ve also seen a lot of negative 
reviews on Steam about stability, 
control pad issues and game crashes, 
but I’ve only experienced three 
crashes to desktop during my 
ten-or-so hours with the game. These 
are obviously frustrating, especially if 
you’re 20 or 30 laps into a race, but 
instability is not nearly as prevalent 
as I was expecting. Framerate has 
been an almost rock solid 60fps, 
dipping infrequently on the run to 
first corner, when there’s an 
especially large pile-up, or when the 
rain is absolutely hammering down. 
The most disappointing thing about 
F1 2015 for PC owners is that it just 
doesn’t look that impressive stacked 
up against games like Project Cars. 

With so few new features, it’s 
tough to unreservedly recommend 
F1. And yet, despite its inexcusable 
lack of content, unstable multiplayer 
suite and unchanged foundations, I 
haven’t had this much fun with the 
series since F1 2011.

N E E D T O K N O W
WHAT IS IT?

A high-speed F1 racer 
with the emphasis on 

realism.

EXPECT TO PAY
£40

DEVELOPER
Codemasters

PUBLISHER
Namco Bandai

REVIEWED ON
GTX 970, Intel i5 
4670K, 8GB RAM

MULTIPLAYER
Up to 12

LINK
www.formula1- 

game.com

67
This iteration of the 
series is the best on the 
track but the weakest 
everywhere else. F1 2015 
is an inconsistent lapper.

V E R D I C T
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F1 2015

R E V I E W



2 0 1 5 ’ S O N E S  T O  W A T C H
Who’s who in F1 right now?

S E B A S T I A N  V E T T E L
Vettel is running at a comfortable 
third, but the German is pushing 
hard to regain his championship 
victory streak of 2010 – 2013.

N I C O R O S B E R G
Everyone’s favourite sulky German 
and most of the time a reluctant 
second to Hamilton, he’ll still be 
tough to pass in that Mercedes.

L E W I S H A M I L T O N
This year’s dominant big-dog. 
Lewis is fast and merciless on the 
track, and getting past him won’t 
be an easy task.

K I M I R A I K O N N E N /
W I L L I A M S
The battle for fourth, fifth and 
sixth is separated by only three 
points right now between Ferrari’s 
Iceman and Team Williams.
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Making it rain in the desert of 
Abu Dhabi. Videogames.

The first time podiums have 
appeared in F1. So, there’s that.

Rely too much on chicanes in 
the wet and you’re toast. Wet toast.

See! Lights! Pretty!



My first thief died by falling too far. 
Through the sacrifice of several of his 
colleagues, I learned that mines 
destroy a 3x3 square, that the robot 
guards can see through windows, and 
that if you’re spotted computers start 
to lose money and 
hordes of police robots 
are summoned.

There are various 
types of guard bot. The 
ones with guns will 
shoot you; the ones 
with spikes present a 
hazard even in death. 
Through observation 
and experience, you learn more: how 
fast they move, how many hits they 
can take. You start to feel really 
clever, even though you know that’s 
because the bots are really stupid.

Once I knew the basics, I could 
only blame my continued failure on 
greed and impatience. The risk/
reward balance is perfect: get 
everything and you get a 100% score, 

You have 100 days to steal enough money to then steal a 
device called the Basilisk, which threatens to make 
thievery an unviable career. On each of those days you 
must attempt to rob a procedurally generated building. 
You can move, jump, hit things with a stick, and also 

‘interact’ with them – at first just to open doors but later to do things 
such as hack computers for more money.

but one wrong move could lose you 
all that day’s cash and experience. 

Upgrades are transferred to your 
next thief. Sometimes I’d get one 
with a particularly cool procedurally 
generated name and appearance –

maybe Maxine 
Thugger, with 
multi-coloured hair 
and an eye patch – and 
I’d say to myself, “This 
one I’ll take extra care 
of.” But then I’d have 
her hack a mine too 
hastily and blow herself 
up, or let greed keep 

her around for too long after the 
alarms had sounded.

Even when I could scrape 
together the cash to unlock the 
higher security levels, I kept going 
back for more because the basic 
platforming was satisfying enough on 
its own. It’s fun to navigate each 
procedurally generated property,  
sliding down walls, whacking bots 

and seeing the cogs fly, and scaling 
rooftops to watch the rain fall on the 
steampunk London backdrop. The 
only complaint I can muster is that 
sometimes I seemed able to jump 
higher than my current reach and 
sometimes I couldn’t, but that 
becomes less of a problem once you 
upgrade your jump.

As I got better, the game really 
opened up. I was able to splurge on 
upgrades suiting my play style. Even 
as you unlock more of these, and 
heists get more complicated, the 
game is as streamlined and readable 
as in the beginning. All the AI 
behaviour is predictable, and that can 
lead to many satisfying action-movie 
moments. One second you’re hiding 
and waiting, the next you’re leaping 
about and timing attacks so that your 
target falls before anything can spot 
you. Not since Spelunky have I found 
a game so compelling that I’ve 
continued to play after so many 
deaths – and I think The Swindle has 
set a new record for me there.

N E E D T O K N O W
WHAT IS IT?

A steampunk heist/
hacking sim/platformer 

with procedurally 
generated maps.

EXPECT TO PAY
£12

DEVELOPER
Size Five

PUBLISHER
In-house

REVIEWED ON
I7 960 @ 3.61GHz, 6GB 

RAM, HD 4870 X2

MULTIPLAYER
None

LINK
sizefivegames.com/
games/theswindle

80
An immensely satisfying 
mix of platforming, 
stealth, action and 
resource management, 
with character.

V E R D I C T

HACK ATTACK
Send your thieves to steal, hack, and probably die in THE SWINDLE. By Jordan Erica Webber

 Sliding down 
walls, 

whacking bots 
and seeing the 

cogs fly
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Slide down walls to prevent 
death by vertical drop.

In casino town, it’s 
always snowing.

Warehouses are topped with
procedurally generated signs.





What’s important to understand is 
that this is a singleplayer game and 
my co-op teammate is actually me. In 
puzzle platformer Replay: VHS is Not 
Dead, there may be up to five player 
characters on the screen at once, and 
you control all of them 
– just not at the same 
time. And, while it’s 
true I spent time 
yelling at them (me) 
when things went 
wrong, I spent far more
time cheering us (me 
and me and me) when 
things went right.

After renting some VHS tapes and 
being sucked into your television,  
you must escape a series of movie-
themed puzzle rooms by cooperating 
with the characters you meet. Each 
character starts the room in a 
different spot, and each must reach 
their own designated exit point. You 
pick a character and start moving 
them through the room, and at any 

Oh, you moron! Get out of my way!” I scream with red-faced 
fury at my co-op teammate. After a long run through a 
complicated level where absolutely everything worked 
perfectly, I’ve just tried to jump over the guy but the idiot’s 
chosen that exact moment to jump over me, which means we

collide face-first in midair just inches from the exit. No one goes anywhere,
and we have to replay the level again. 

point you can rewind and either 
move the same character again, or 
choose a different character. If you 
switch characters, your original 
character will repeat the most recent 
movements you made with him or 

her while you move 
your new character. 

Essentially, it’s a 
co-op game where 
your teammates are 
just versions of you 
from a short while ago. 
It’s enjoyably mind-
bending, as you first try
to figure out how the 

puzzle works, and then try to solve it 
by controlling different characters at 
different times who will then all 
work together at the same time. 
There are even boss-fights, which 
add a real-time threat to the puzzles 
instead of you being able to solve 
them at a leisurely pace.

This is sort of important: 
rewinding is an all-or-nothing 

prospect. If you’ve just completed a 
long and complicated series of moves, 
and you goof at the very end, you 
can’t simply rewind a few seconds to 
make a small adjustment. This can 
sometimes feel overly punishing, but 
mostly it feels amazing. When 
precision, reflexes, and memorisation 
all come together in perfect start-to-
finish runs for all your characters, it’s 
immensely satisfying.

PICTURE QUALITY
The resolution is fixed at 1280x720, 
though I could play it fullscreen in 
my 1920x1080 monitor or in a 
window. The simple controls aren’t 
remappable, and the R key (to rewind 
a run) and F key (to fast-forward) are 
close together. It would be nice to 
have them further apart, because you 
don’t want to accidentally rewind and 
have to re-do your current run over 
again, which I did a number of times.

Replay took me about 12 hours to 
complete: a good amount of game for 
the £7 price tag.

N E E D T O K N O W
WHAT IS IT?

A puzzle-platformer 
where you control 

multiple characters.

EXPECT TO PAY
£7

DEVELOPER
Neko Entertainment

PUBLISHER
In-house

REVIEWED ON
Intel i7 x980 3.33 GHz, 

9 GB RAM, Nvidia 
GeForce GTX 960

MULTIPLAYER
None

LINK
replay.e-neko.com

82
Replay can feel punishing
at times, but otherwise 
this is a fun, time-
bending and mind-
rending platformer.

V E R D I C T

BE KIND, REWIND
Solve puzzles with your other selves, in REPLAY: VHS IS NOT DEAD. By Christopher Livingston

Your 
teammates are 
just versions of 

you from a 
short while ago
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Sometimes you
control a dog.

One character becomes a ghost 
when you’re not controlling her.

Enchanted Remote Control +1.





New episodic developers The Odd 
Gentlemen have borrowed much 
from Telltale’s book here, a little 
old-school wandering and puzzle-
solving combined with a bag of QTE 
sequences and a much more guided 
experience than the 
original King’s Quests. 
It’s not a point-and-
click game. It’s very 
easy. The nostalgia is in
the characters, in the 
music, in the little 
references, but there’s 
little of it to be seen in 
the raw design. 

When the pieces come together, 
this is a great revival. Graham’s quest 
for knighthood is far sillier than any 
of the earlier games, but his raw 
enthusiasm is infectious. An awful, 
entirely linear prologue soon gives 
way to a more interesting world with 
some great puzzles – the final one in 
particular being more a strategy 
challenge than the usual ‘use 

Every hero has to start somewhere. Honestly though, I never 
thought King Graham of Daventry started out as Guybrush 
Threepwood – a gawkish young man desperate for respect 
and glory, fondly remembered by his older self in the form of 
stories told to granddaughter Gwendolyn. Young Graham is  

much like his game. Well meaning. Full of confidence. Just a bit too eager 
for his own good, leaping to the cool stuff before learning the basics.

everything on everything’ fare. The 
details of this episode’s quest do owe 
a huge debt to The Princess Bride, up 
to and including having Wallace 
Shawn show up for a goblet-
switching puzzle of all things. Still, if 

you’re going to steal, 
steal from the best.

The big problem is 
borrowing from other 
games without seeming
to understand the 
reason why they work 
the way they do. The 
main structure is – 
gasp in surprise – three 

trials, and there’s a reason why that’s 
a popular approach. Get stuck on one, 
and normally you’ve got something 
else to work on. Here though the 
game is linear, and it’s impossible to 
tell what you’re meant to do next. 
The size of the world is impressive, 
but that makes it very easy to 
overlook a tiny element or forget the 
path to somewhere even if you’re 

ready for that puzzle. That leads to  
annoyance over the game’s four/five 
hour runtime, but doesn’t make the 
puzzles any more challenging. Once 
you have what you need, they may as 
well just solve themselves.

The moments between these are 
often excellent, with warmth and a 
real sense of heart. Some puzzles 
have multiple solutions, there are a 
few moral choices, and some 
excellent set-pieces and comedy 
moments. In particular, I liked that 
Graham doesn’t cheat or sabotage his 
way to victory – all his successes are 
something that his defeated enemies 
can appreciate and respect. It helps 
compensate for the fact that there’s 
really not much story in this first 
episode – something the rest of the 
series is going to need badly.

It’s a testament to the bits that 
work that the flaws don’t kill the 
experience. But what’s forgivable in a 
first episode – and the return of a 
classic – will quickly become 
intolerable in a series.

N E E D T O K N O W
WHAT IS IT?

A modern episodic 
reboot of the classic 

series.

EXPECT TO PAY
£7/£32

DEVELOPER
The Odd Gentlemen

PUBLISHER
Sierra

REVIEWED ON
Core i7, 8GB RAM, 
GeForce GTX 970

MULTIPLAYER
None

LINK
sierra.com/kingsquest

71
A comfortable adventure
on a noble path, but 
wearing the spurs of a 
squire instead of the 
crown of a king.

V E R D I C T

ROYAL PARDON
A classic returns in KING’S QUEST: A KNIGHT TO REMEMBER. By Richard Cobbett

The nostalgia  
is in the 

characters, the 
music, and the 

little references
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It’s only a model.

This is still better than 
crossing the bridge in KQ2.

There’s a bit too much 
Monkey Island to it.





DIVINE INTERVENTION
THE TALOS PRINCIPLE: ROAD TO GEHENNA sends you and your brain on a  

desperate rescue mission. By Chris Thursten

That ‘eureka!’
feeling you’ve
been missing?

Expect 18 more
doses of that

Entering a new chamber, you’re 
asked to pull together everything you 
know about the pieces placed before 
you – the way two lasers counter one 
another, how blocks can be stacked 
on roaming drones, and so on – and 
then derive new interactions. It’s a 
steep mental challenge, continually 
pushing you up against the borders of 
your understanding. As 
a puzzle game, it’s a 
triumphant success.  
Arriving at a solution 
feels absolutely 
extraordinary.

All this is true of 
Road to Gehenna too, 
because this is an 
expansion of the 
old-school sort – the type that gives 
you more of a game you already like. 
It’s a mini-campaign set after the 
original, intended for returning 
players: this is resolutely not a 
jumping-on point for newcomers. 
You’re thrown in at the deep end 
with four new puzzle worlds – 
completable in any order – that 
assume you’re already familiar with 
how each puzzle element works.

Every puzzle in The Talos Principle is a code waiting to be 
broken, a cipher rendered as a chamber full of colour-coded 
lasers, turrets, jammers, mines, fans, pressure plates and 
energy barriers. Arriving at a solution means discovering the 
correct arrangement of all these elements – all of them 

matter, and somehow, despite the relatively small number of components, 
each chamber feels substantially different.

It took me five hours to beat all of 
the new chambers, although 
unlocking every secret would take a 
fair while longer. There are no new 
puzzle components and each new 
world mirrors one of the 
environments from the original game,
so on the surface there’s not much 
new here – but the chambers 

themselves are 
excellent, and several 
rank among my 
favourite Talos 
Principle puzzles. Given
the nature of this game 
– and the sort of person 
who might be 
intending to play this 
expansion – it’s tricky 

to go into too many details without 
spoiling them. Put it this way: that 
‘eureka!’ feeling you’ve been missing 
since you finished the base game? 
Expect at least 18 more doses of that.

Gehenna’s narrative is more 
focused and less demanding than the 
base game, although it does assume 
that you’ve finished The Talos 
Principle and come away with a 
decent grasp of what it all meant. You 

are Elohim’s messenger Uriel, tasked 
with rescuing AIs trapped in 
Gehenna, a new part of the 
simulation. These AIs have spent 
their long imprisonment developing a 
civilisation that looks a lot like an 
early ’90s online bulletin board, 
complete with community politics 
and moderator drama. It’s funny and 
clever by turns, rewarding to pick 
through and affecting in its closing 
moments. There are lots of nice 
touches, from the AIs’ persistent 
misunderstanding of the small details 
of human history to the way that 
Uriel – no matter what you attempt 
to make him say – tends to slip into 
the language and manner of the King 
James Bible.

WHAT FRESH HELL
The quality of the writing lends Road 
to Gehenna a sense of import and 
makes it feel less like a simple map 
pack. That said, the lack of entirely 
new elements or environments is a 
weakness. I didn’t feel it that keenly 
because I last played The Talos 
Principle six months ago – 
rediscovering old methods was 
challenge enough and I wasn’t as 
bothered by the familiarity as I might 
have been had I only just finished 
playing the original game. A few 
more surprises within the puzzles 
themselves would have made this 
expansion essential. As it is, it still 
comes highly recommended.

There are very few games this 
philosophically ambitious, and fewer 
that match that quality with equally 
intelligent game design. If you’ve not 
experienced it for yourself yet, go and 
play The Talos Principle. If you have, 
and you don’t feel like your brain has 
been stretched as far as it can go, 
then Road to Gehenna is a worthy 
next step.

N E E D T O K N O W
WHAT IS IT?

An expansion for last 
year’s brilliant 

philosophical puzzler.

EXPECT TO PAY
£11

DEVELOPER
CroTeam

PUBLISHER
Devolver Digital

REVIEWED ON
Intel i5-2500K, 16GB 

RAM, GeForce GTX 970

MULTIPLAYER
None

LINK
www.croteam.com/

talosprinciple
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Brilliant writing and 
puzzle design make this 
first expansion a 
success, although it’s a 
little familiar in places.

V E R D I C T

D I F F I C U L T Y C U R V E The emotional journey of a puzzle
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OK! Fans, lasers, some kind 
of maze... I can do this!

I can’t do this! I need this, but 
it’s blocked by that...

Success! I’ve 
moved a box 
somewhere! This 
might help?

WHY AREN’T YOU 
THE SOLUTION, 
BOX? WHY?!

Oh so 
THAT’S 
what the 
box is for. 
I’m a genius.
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The Talos Principle: Road To Gehenna

D L C  R E V I E W
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Puzzles that involve a replay
duplicate are mind-bending.

Leap to freedom, mute
crash-test dummy!

It took me ages to 
figure this one out.

The architecture’s a bit
more complicated.

There’s some very funny
writing, hidden away.



There’s no need to accelerate: you 
speed along automatically, ‘racing’ 
the track itself. To keep up, you have 
to avoid obstacles and collect tokens 
to deploy a speed boost. Make too 
many mistakes and you fall behind 
and have to re-sync, 
losing points in the 
process. It’s like an 
endless runner crossed 
with Sony racer 
Wipeout. The tracks are
laden with boost pads, 
loops and ramps, and 
the difficulty level is 
determined by the song.

I start by trying to break the game. 
I import Squarepusher’s ‘Anstromm-
Feck 4’, a ludicrous rapid-fire blast of 
sped-up Amen break and distorted 
synths. I expect this to earn an easy 
5/5 difficulty rating, but it is, 
disappointingly, only 2/5. And it isn’t 
much fun to play either. I think the 
sheer amount of stuff going on in 
your average Squarepusher track is 

In this fluorescent futuristic racing game the courses are generated 
from music. Any audio file on your computer can be transformed 
from the musical kind of track to the racing kind, as long as it’s in 
mp3, ogg, flac, or aac format. I tested a variety of music, and the 

results were mixed. Some tracks work really well, others not at all – even 
when it seems they should. I don’t know what’s going on behind the 
scenes, but when it works at all, Drive Any Track does a decent job.

probably too much for the engine to 
handle. I try the similarly hyperactive 
Venetian Snares, but the results are 
just as disappointing.

The tracks look great: a sea of 
twisting, pulsing neon, dwarfed by 

urban skyboxes that 
look like the opening 
scenes of Blade Runner.
I try another track, 
‘The Sweat Descends’ 
by Les Savy Fav, and it 
works much better. 
The ratatat drums and 
scratchy guitars seem 
to fuse with what’s 

happening on screen more noticeably. 
I notice the track morphing to mirror 
changes in the song. As the drums 
speed up at 1:07, for example, it 
transitions into a loop. I actually feel 
connected to the music. It seems 
songs with clear changes in their 
waveforms make for the best tracks.

But I still haven’t managed to find 
a song with a 5/5 difficulty rating. I 

try Slayer’s blistering ‘Angel of Death’, 
expecting that to work, but no luck. I 
must have imported 15 songs and 
none were rated higher than 3/5. 

HARD TO FOLLOW
Regardless, the game presents a stiff 
challenge. Getting through an entire 
track without hitting any barriers and 
collecting every token is a real test of 
focus and reaction times. But it’s a 
simplistic, arcade-like experience – 
there isn’t much depth to uncover. 
It’s all about chasing high scores and 
topping the online leaderboards.

Guitar music is the worst for 
generating interesting tracks. ‘This 
Charming Man’ by The Smiths and 
‘Post Acid’ by Wavves are two songs I 
love, but make for dull, repetitive 
tracks. The engine seems to respond 
best to music with exaggerated sonic 
spikes, quiet moments and sudden 
drops: dubstep, dance and so on. The 
developer says it’ll be increasing the 
‘musicality’ in updates – hopefully 
that will cater to a wider variety of 
genres, because when it works, Drive 
Any Track can be hypnotising.

N E E D T O K N O W
WHAT IS IT?

A fast-paced arcade 
racer with music-
generated tracks.

EXPECT TO PAY
£11

DEVELOPER
Firebrand Games

PUBLISHER
FOAM Entertainment

REVIEWED ON
GeForce GTX 970, Intel 

i5-3570K @ 3.4GHz, 
16GB RAM

MULTIPLAYER
Online leaderboards

LINK
www.drive 

anytrack.com

TUNED
DRIVE ANY TRACK turns your music into racing tracks. By Andy Kelly

Guitar music is 
the worst for 

generating 
interesting 

tracks

Worth experimenting with, but the
quality of the track selection is as good
as the music on your hard drive.

E A R L Y A C C E S S
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Drive Any Track

E A R LY  A C C E S S  R E V I E W

There are as many tracks as
songs in your music library.

This screen effect means
you’re doing well.

Finishing a track with no
mistakes is a challenge.





As I draw close to the new island, I 
notice figures on the beach. Maybe 
they’re friendly? I approach, and they 
start attacking me. The character 
models look like a kid drew them, but 
I think it’s a pirate. I equip my sword. 
Too late. I’m dead, and
find myself back at the
starting island. Ah, so it
is an Early Access 
survival game.

It’s not as stressful as
its peers. The pace is 
sedate, and drifting 
between islands on 
your raft – and 
eventually ship – can be wonderfully 
relaxing. At least until you encounter 
a pirate. If your stomach starts 
rumbling you can craft a bow and 
arrow to hunt deer, or a fishing rod. 
It’s all pretty simplistic when 
compared to something like 
Subnautica or even Minecraft, as 
many elaborate features still haven’t 
been implemented.

My life begins on a tropical island. I hear birds tweeting and 
waves lapping the shore. It’s bright, colourful and peaceful. 
Can this really be an Early Access survival game? There’s 
very little brown, and I haven’t been attacked by a zombie 

yet. I run around gathering wood, and find a chest containing a sword and 
crafting materials. In the distance lies the hazy silhouette of another island. 
Using the materials I’ve found, I build a raft and set sail.

The crafting is as you’d expect: 
gather materials, build things, gather 
better materials, build slightly better 
things. Honestly, there’s nothing 
particularly remarkable when it 
comes to the game’s systems. They’ll 

be familiar to anyone 
who’s played this type 
of game before, and if 
you’re suffering from 
survival sim fatigue it 
may not be enough to 
reignite your interest.

There are constant 
reminders as you play 
Salt that it’s an Early 

Access game, which you may want to 
consider before buying it. It has that 
creaky, half-finished look and feel 
that Early Access veterans will have 
come to accept as part of the deal. 
The interface is simplistic, but has at 
least improved over a few updates. 
And the visuals, although charmingly 
colourful, are rough. But, handily, 
there’s a free demo to help you 

decide if you want to try before you 
buy, which is something more 
in-development games should offer.

Exploration is Salt’s strong point, 
and something I hope is fleshed out 
as the game evolves. Sailing around, 
wondering what’s waiting for you on 
the next island, is a fundamentally 
compelling concept. The issue is that 
there isn’t much to see yet. The devs 
say they’ll be adding quests, which 
will create a greater sense of 
direction and reward. Weather effects 
are also planned. I like the idea of 
being out at sea, between the islands, 
with a storm looming in.

There’s no shortage of survival 
games on Steam, especially in Early 
Access, so they have to do something 
pretty special to catch your attention. 
Salt’s seafaring exploration is its 
selling point, and I like the slow pace. 
But this currently feels more like a 
proof of concept than a game. Bear 
that in mind as you play and you’ll 
appreciate it more. Between this 
review and the free demo, you should 
be able to figure out whether this is 
the survival game for you.

N E E D T O K N O W
WHAT IS IT?

Open-world survival 
with crafting, combat 

and sailing.

EXPECT TO PAY
£11

DEVELOPER
Lavaboots Studios

PUBLISHER
In-house

REVIEWED ON
GeForce GTX 970, Intel 

i5-3570K @ 3.4GHz, 
16GB RAM

MULTIPLAYER
None

LINK
www.saltthegame.com

Generic survival, but the nautical
exploration shows a lot of promise.
With more content, it could be great.

E A R L Y A C C E S S

RAFT PUNK
Is this seafaring survival simulator worth its SALT? By Andy Kelly

 Sailing around, 
wondering 

what’s waiting 
for you on the 

next island
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Salt

E A R LY  A C C E S S  R E V I E W

They need to sort those
character models out.

You’ll need some
arrows for that bow.

Survival games aren’t
often this colourful.



P R E S E N T S

Blockbusting!

Find it on the GamesMaster Magazine App

VOLU
ME 6

Your 148-page guide to the world of Minecraft

On sale now!
In print. On iPad. On iPhone.



So imagine my horror on discovering 
Pajama Sam. Not only had I not 
played this game, I hadn’t even heard 
of it. A series of adventure games 
spanning a decade had completely 
passed me by. Now, in nostalgia based 
TV shows – which 
incidentally, you don’t 
see so many of these 
days, do you? – this 
wouldn’t be a problem. 
They just show you a 
clip of The Clangers, 
then you describe the 
clip to camera, and say 
“what was that about, 
eh? Barmy!” But I’m supposed to 
have a proper, authoritative opinion. 
The burden is intolerable. 

So here is my opinion of this, a 
short puzzle adventure aimed at 
children: it’s brilliant. The animation 
hasn’t aged, even at SVGA resolution. 
It’s too full of character to age. Sam is 
performed within the perfect 
boundaries of ‘acceptable childlike 

As someone who was alive in the past, I take pride in having 
noticed things that occurred ‘back then’. I guess, on some 
level, I knew that people would one day be thrilled to hear 
me talk about everything I could recall. TV shows would be 
built around me reminiscing about chocolate bars that no 

longer exist, and two pages in a prestigious international publication would
be set aside for me to talk about games that aren’t new.

enthusiasm’, never veering into 
YouTube-shrill. The basic idea of the 
series is that Sam addresses an 
irrational fear, but the education is 
either stealthy, or openly mocked. 
This is a game that’s firmly on the 

child’s side. 
Every screen has a 

host of clickable stuff 
that does nothing but 
entertain. These events 
range from a basic 
twanging reaction, to 
some beautifully 
unhinged moments of 
surreal whimsy. And if 

‘surreal whimsy’ sets off the 
wank-klaxons in your head, I 
understand. Whimsy can backfire 
badly in the wrong hands. There’s a 
world of difference between the 
somehow coherent universe of Vic 
Reeves, and an idiot saying “a unicorn 
made out of toast and disdain, yeah?” 
Perhaps because it’s mostly visual, 
and unconnected to the plot or 

puzzles, Pajama Sam’s nonsense feels 
perfectly judged.

The structure squirms against the 
concept of a walkthrough, with 
changing details that force you to 
actually play. The reading on badguy 
Darkness’s water meter changes 
every play, for example. And not only 
that: entire elements of the game can 
be inaccessible on one playthrough, 
and not the next. It doesn’t feel like a 
game that you’d want to play twice, 
but the idea that two people play 
substantially different games feels 
like the developers going well above 
and beyond the call of duty. 

It also makes extra work for 
anyone writing a walkthrough. Any 
ASCII FAQ-er will find themselves 
forced into a frustrating series of ifs 
and thens. And that’s not a confession 
that I used a FAQ, it’s... I was 
checking to see if I’d missed anything. 
For the review. Shut up, all of you, 
with your judging faces and weird 
eyes. Why are you even reading a 
review for a kid’s game, anyway?

N E E D T O K N O W
WHAT IS IT?

A kid’s adventure / tool 
for conquering entirely 

reasonable fears.

EXPECT TO PAY
£4

DEVELOPER
Humongous Games

PUBLISHER
Retroism

MULTIPLAYER
None

FIRST REVIEWED
N/A

LINK
www. humongous.com

92
Nothing beats good 
children’s writing. It 
means the writer has put 
down their damn 
thesaurus for a minute.

V E R D I C T

JIM JAM SAM
PAJAMA SAM tackles the howling void in the soul of every child

Shut up, all of 
you, with your 
judging faces 

and weird eyes
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T H E Y ’ R E B A C K

Yeah, that’s not a
disturbing image.

RE-RELEASES REVIEWED by Jon Blyth

No similarity to Jamie and 
the Magic Torch intended.

A Beatles reference?
Who knows or cares.
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R E V I E W

Cow Clicker. A game in which
you clicked a cow. A game
that openly deconstructed

casual gaming, and deftly insulted
the virtue of curiosity with more
savage subtlety than Peter
Molyneux. Then, Cookie Clicker,
which added a sham of exponential
progress, and a Granny side-plot
that convinced several of my
dearest friends that it was good. It
was not. They are stupid and I
despise them. I played Cookie
Clicker for days.

Now, Clicker Heroes. Its infinite trick
is ‘ascension’. When you ascend, your
progress is distilled into Hero Souls.
These increase your damage in the
next game. So, early levels drift into
triviality, and the spotlight of tedium
drifts ever rightward onto later levels.
Imagine being told to count to 1,600
by a man who puts a carrier bag over
your head and pinches your lips shut

when you reach 140, then promises
that he’ll let you count to 150 before
the bag goes on next time, and you
really must reach 1,600.

I have racked up hundreds of
hours on Clicker Heroes. I have
received messages from Steam
friends I’ve never met, telling me
they’re concerned for me. I told them
I couldn’t click on their concerns, and
unfriended them. Understanding that
you’ve just taken a poison doesn’t
stop it being poisonous. The sole
appeal of Clicker Heroes is gaining a
useless insight into a simple process
that’s been deliberately knotted and
choked in a dozen different ways. It
is decoding exactly how every gamer
is dicked with. I love it. I hate it. I
cannot form paragraphs. I am no
longer proud of anything in my life.
The futility of my
existence has never felt
more stark. I need this to
end. It won’t ever end.

The fact that Obsidian’s rare
stab at an original intellectual

property remains my go-to reference
for decent, saucy Bond chat means it
must have got something right. The
shooting sections are good but not
great, the stealth is closer to great,
but the strongest parts of the game
are the roleplaying conversations.
The point being that you’re playing
the role required of you – it’s not
about being yourself, it’s about being
the right person for the job. Which is
fine here, as Alpha Protocol isn’t
pretending to be a dating sim. It’s an
archetypal seven out of ten, but Alpha
Protocol deserves a spot in all of those
‘Seven Out Of Tens You 
Should Definitely Maybe 
Play’ listicles. 

ALPHA PROTOCOL

6 8

7 5

This was one of the earliest games 
to inspire terror. Procedurally 

generated tiled maps, in 1986 no less, 
unmoored the game from finity. Your 
only enemy: an emotionless rotating 
statue squatting atop the highest 
point. He’s looking for anomalies to 
smooth out. As a gathering of energy, 
you are an anomaly, and getting 
smoothed out is fatal. So you absorb 
trees, place boulders, and drop a 
synthoid on top that you can jump 
into. Get higher than the Sentinel, 
and he’s yours for the absorbing. But 
if he catches sight of you, it’s a matter 
of pure panic-escape as he drains you 
to nothing. The Sentinel is not
available to buy, but you can 
play it free in your browser at
abandonware sites. 

THE SENTINEL

8 0

Who knew there was a 
backstory to Gauntlet? That a 

young, imprisoned wizard called out 
to the primary coloured coalition of 
elf, dwarf, warrior and wizard to 
rescue him? The original coin-op was 
a cruel and unusual game of 
whittling. With ever-dwindling 
health, and the ability to buy more, it 
easily beat Farmville to energy-based 
microtransactions. This remake 
retains the competitive co-op to good
effect, but the basic 
ploughing-through-hordes 
routine gets old quickly. 

GAUNTLET

6 3

Did I mention
dance-off mode?

Lord of the Rings ripped 
this off, basically.

WE JUST CLICKED
CLICKER HEROES is a terrible symptom; it’s also the disease

WHAT IS IT?
The abyss.

EXPECT TO PAY
Free to play

DEVELOPER
Playsaurus

PUBLISHER
In-house

MULTIPLAYER
None

FIRST REVIEWED
N/A

LINK
www.clicker 
heroes.com

N E E D  T O K N O W

Polygons, looming 
ominously.

Fur-boobs can’t distract me 
from my conflicting ancients.



Available from: myfavm.ag/GJPresentsMGS

ON  
SALE 
NOW!

Available in print, on iPad and iPhone now

YOUR ULTIMATE  
GUIDE TO  

METAL GEAR SOLID



BUYER’S 
GUIDE
Want to build a PC from 
scratch, or just upgrade a 
single component? Our guide 
has you covered.
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The Palit GTX 980 Super 
JetStream measures up 
surprisingly well against 
the newer behemoths.

GROUP TEST
This month, seven monstrous  
and monstrously priced 
high-performance graphics 
cards go under the spotlight. 

The Intel Core i7 5775C is here, 
but is it a day late and a dollar 
short? Dave also judges an
almost-perfect gaming laptop.

REVIEWSW
The Intel Core i7-5775C is
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H A R D W A R E
GET THE PC YOUR GAMES DESERVE

C O N T E N T S



By Dave James
GROUP TEST

U P G R A D E

The speediest silicon, reviewed and rated

HIGH-PERFORMANCE 
GRAPHICS CARDS
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It’s a no-brainer. The most 
effective gaming upgrade you can 
buy is a new graphics card. It’s 
the one component that has the 
most impact on your machine. 

But if you want to buy the fastest graphics 
card you can sensibly afford, where do 
you spend your money? Now that AMD 
and Nvidia have released their top-tier 
lineups, we can tell you.

Q&A
What’s the most 
important thing to 
consider when buying a 
new graphics card?
Bluntly, your bank 
account. In this market 
you really do get what you 
pay for: higher tier 
graphics cards will 
out-perform lower caste 
ones. There are some 
differences within pricing 
bands, generally between 
different manufacturers, 
but on the whole you 
should always plan to 
spend all you can afford.

What if I spend £500 on 
a card only for it to 
become obsolete a few 
weeks later?
It won’t. Spend big now, 
and your graphics card 
will be one of the few high 
performance 
components you can take 
with you from one build to 
the next. It will inevitably 
be superseded by a faster 
card, but it will be a long 
time before a new  
generation of CPUs and 
motherboards actually 
renders it obsolete.

Can anything in my 
current PC limit my 
graphics card?
The CPU. If you’ve got an 
Intel processor from the 
last four years, stretching 
back to Sandy Bridge, you 
shouldn’t be concerned. 
But AMD chips can hold 
you back; either an APU 
or AMD FX CPU can 
hamstring your card.

What else?
Your monitor should 
influence your choice. Its 
native resolution is your 
target. If you’re getting a 
4K screen you need to be 
looking to the top tier, but 
at 1440p any of the cards 
in this test could cope.

Dictionary 
GPU – The graphics 
processing unit is where 
all the complex textural, 
spatial and geometric 
calculations take place.

HBM – High bandwidth 
memory is the graphics 
memory of the future, 
with bandwidth levels far 
in excess of current 
GDDR5. Only available on 
the top AMD cards and 
only in 4GB capacities.

PCIe 3.0 – Connects your 
card to the rest of the 
machine. Now in its third 
generation. 
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By opting for the Fury X name over AMD’s standard
numerical scheme, this card is ostensibly going up
against Nvidia’s Titan X. Or so you’re supposed to
think. Realistically, its target is the more relevantly-
priced GTX 980 Ti. Either way the top Radeon card
is on a hiding to nothing.

In the Fury X’s Fiji XT GPU, AMD is essentially
using the same Graphics Core Next (GCN) cores it
introduced in 2012. There have been a few tweaks
to bring the chip up to date with the R9 285
architecture, with its support for TrueAudio and
FreeSync, and improved boost clocks, but
principally AMD has bet the bank on putting as
many GCN cores as it can fit in a GPU.

To that end there are a mammoth 4,096
Graphics Core Next cores in this machine, which
explains why it needs that water-cooler attached to
it. But neither they nor the HBM tech enable this
card to outpace the pricier GTX 980 Ti,
and they leave it only marginally faster
than the cheaper GTX 980.

1 2

AMD RADEON R9 FURY X
www.amd.com £537

This Inno3D version comes with a closed-loop
liquid-chiller, like the Fury X but far more svelte. And 
it doesn’t have the headache-inducing pump-whine 
issues the original AMD reference card has – 
although AMD and Sapphire have both assured me 
that’s now been fixed.

That cooler and the chip’s meaty clockspeed – it 
runs at 1418MHz for most of the time – make this 
the fastest single-GPU card I’ve ever tested. When 
you’re topping 41fps in GTA V at max settings, at 
3840x2160 resolution, you know you’ve got some 
serious horsepower under the hood. 

The Maxwell GPU in the GTX 980 Ti is 
technically slightly weaker than the GTX Titan X, but 
because Nvidia’s partners are able to factory 
overclock it, we’re now seeing versions like this that 
put the vastly more expensive Titan X to shame. 
However, at £630 this particular incarnation is still
ridiculously overpriced. Even the cheaper
GTX 980 Ti cards will easily outperform
the AMD Fury X.

INNO3D ICHILL GTX 980 TI 
BLACK www.inno3d.com £630

 The top-end Radeon card is all sound and fury, but what does 
it signify? Well, for a start it’s the first to sport AMD’s ‘Fury’ tag 
and high bandwidth memory (HBM), and the reference version 
comes with a closed-loop water-cooler as standard.

 Not wishing to be outdone by AMD bringing out a water-
cooled top-tier graphics card, Nvidia’s graphics card partners 
have worked to produce versions of the Titan-killing GTX 980 Ti 
with their own water-cooling blocks attached.

75% 90%
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Also, when it comes with Sapphire’s impressive
Tri-X cooling array you don’t need the hefty 
water-cooler its larger, pricier sibling turned up with. 
I even achieved some decent overclocking, adding 
another 100MHz to the Boost clock to hit 1140MHz.

Even without overclocking, the R9 Fury is only 
just behind the Fury X. I’m talking about a few 
frames per second difference, which, in the grand 
scheme of gaming, is practically invisible. 

4K performance, however, is where the Fury 
cards are most likely to be judged, and 
unfortunately, because that high bandwidth 
memory is only currently available in 4GB 
capacities, it’s not enough even for today’s games, 
let alone tomorrow’s. Shadow of Mordor, GTA V and 
Total War: Attila simply demand more framebuffer 
space than that at top settings.

That 4GB may also explain why the minimum
framerate for both Fury cards is so 
incredibly low when running GTA V – I 
saw some serious stuttering there.

SAPPHIRE RADEON R9 FURY 
TRI-X www.sapphiretech.com£444

Rather well, it turns out, especially in this
overclocked version with its low power demands 
and 0dB air-cooler. But it still sits behind the latest 
AMD Fury cards, occasionally taking a framerate 
lead but generally falling behind in most of my tests.

To be fair it is not only an older card but a 
cheaper one. Not by a huge amount, but it might 
make you stop and think when you’re looking to 
purchase a new model. You might not pay too much 
attention to your electricity bills when you’re 
running a powerful desktop gaming rig, but the 
Nvidia card is able to offer similar gaming 
performance for a lot less energy too – over 100W 
less in terms of standard TDP.

You aren’t going to be looking at this card for 
your 4K gaming though, at least not at top settings. 
As noted with the Tri-X, a 4GB framebuffer is no 
longer enough for the latest games at 3840x2160.
With the release of DirectX12, however,
doubling that to 8GB in an SLI setup
might make you think again.

PALIT GTX 980 SUPER 
JETSTREAM www.palit.biz £381

 As is so often the way with modern graphics cards, with 
AMD’s Fury it’s the second tier model that makes the most 
economic sense out of the two. It may not have the full 4,096 
cores, but it has HBM RAM and is only just shy on performance.

 The GTX 980 launch seems long ago now. I remember sitting 
in a Monterey conference room with Nvidia almost a year ago 
being quite blown away by its newest GPU architecture. But 
how does it stack up now?

79% 83%
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XFX RADEON R9 390X
xfxforce.com £336

GIGABYTE GTX 970 G1 GAMING
www.gigabyte.com £271

65
Despite the 970’s blighted launch, it’s a very capable
card. And this G1 Gaming edition from Gigabyte is
one of my favourite ever examples of the mid-range
Maxwell model. It trades blows with the new Radeon
R9 390X at a considerably lower price and does it
without demanding nearly as much power. There is
a 130W gap between the two when it comes to
quoted TDP figures.

When I compare the Gigabyte Windforce cooler
this card comes with and the XFX Double
Dissipation cooler, again the GTX 970 comes out on
top. The XFX tops out at 80°C while the Gigabyte
GPU doesn’t run above 64°C – which also means
the GTX 970 is far quieter. Occasionally the R9
390X suffers from a little ‘coil whine’ too, which is a
definite cross in its box.

The GTX 970, however, does suffer from one
problem that also afflicts the XFX R9 390X, and
that’s the Sapphire R9 390 just to the
right. At this price, it’s all about that
new AMD card.

The R9 390X is essentially an R9 290X with an extra
4GB added to the framebuffer and a slightly higher
clockspeed. AMD of course would argue with that
and is calling the 390X’s GPU a Grenada XT rather
than a Hawaii XT. Apparently the manufacturer
believes that adding 50MHz to the base clock with a
larger framebuffer is enough to justify a different
GPU name.

Whatever the marketing shenanigans, it is a
faster gaming card, but only just. The limitations of
the old Hawaii architecture mean that 8GB of
GDDR5 memory isn’t enough to deliver anything
extra at the top 4K levels of gaming. Lower down, at
1080p and 1440p resolutions, this R9 390X is able
to deliver a definitively better performance that its
predecessor. Not only are the average framerates
up, but that bigger framebuffer raises the minimum
framerates too – particularly in the demanding GTA
V. The fly in the ointment is its little
brother, the excellent R9 390, which
we’ll get to in a minute.

A lot of people might boo and hiss at the very mention of the
GTX 970, such was the reaction to the revelation that its 4GB
framebuffer was actually a 3.5GB framebuffer with another
0.5GB tacked on. Nor did Nvidia handle the fallout very well.

 When is a new graphics card launch not a new graphics card 
launch? When it’s an exercise in re-branding old stock. That’s  
what’s happened with most of AMD’s R9 300 series cards, bar 
the Fury offerings, so what gives here?

80% 81%
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1203MHz

1,000MHz
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1203MHz

1,090MHz

Core clock

SAPPHIRE RADEON R9 390 
NITRO www.sapphiretech.com£269

STACKEDUP

1
2

3
4

5
6

7

Inno3D iChill GTX 980 Ti Black

AMD Radeon R9 Fury X

Palit GTX 980 Super JetStream

Sapphire Radeon R9 Fury Tri-X

Gigabyte GTX 970 G1 Gaming

XFX Radeon R9 390X

Sapphire Radeon R9 390 Nitro

269

58

  PRICE (£) 4K GAMING IN GTA V
Average fps
Minimum fps

BATTLEFIELD 4 IN 1440P
Average fps

  Minimum fps

7
Having played with the somewhat disappointing R9
390X I didn’t have the highest hopes for the R9 390. 
It is, after all, another re-branded Hawaii card – so 
it’s essentially the R9 290, right? 

Wrong. Like the difference between Fury X and 
Fury, there is practically nothing between the 390X 
and the 390, which means this card can generally 
outperform even an overclocked R9 290X.

4K gaming isn’t this card’s forte, despite that 
8GB framebuffer, but at 1440p the R9 390 Nitro is a 
fantastic card, especially considering it’s a little 
cheaper than the GTX 970 and often outperforms it 
too. This Sapphire version, with the excellent Tri-X 
cooling, is also impressively cool-running.

At the £300 level the R9 390 is definitely the 
card I would recommend. The huge framebuffer still 
won’t give you 4K gaming, but with the growing 
demands of modern games and their beefy
textures, it will come in handy at more 
standard resolutions and puts it ahead 
of the comparable Nvidia cards.

 The R9 390 from Sapphire is a new brand from AMD’s 
biggest graphics card partner, but when it’s tagged to yet 
another re-badged GPU is it really worth our consideration? As 
it turns out, yes. Yes, it is.

86%
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Nvidia GM 
204

AMD Fiji Pro

Nvidia GM 
200

AMD Fiji XT

AMD 
Grenada Pro

Nvidia GM 
204

AMD 
Grenada XT

GPU

2,048

3,584

2,816

4,096

2,560

1,664

2,816

Cores

4GB GDDR5

4GB HBM

6GB GDDR5

4GB HBM

8GB GDDR5

3.5GB and 512MB 
GDDR5

8GB GDDR5

Memory

ESSENTIALS

271

57

336

61

381

73

444

69

630

99

537

73

353

419

331

2812

2412

236

2612

36

64

40

42

35

34

34
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1 C O O L R U N N I N G S
Even when

overclocked the 5775C
runs at just 60ºC, which
is impressive enough. At
stock speeds it runs at a
peak of just 54ºC. For a
small machine that’s
great work.

3 P O W E R
S I P P I N G

Broadwell’s mobile
heritage is most obvious 
in its power use. At peak 
levels the platform 
power is only just over 
100W at stock speeds.

4 G A M E - A V E R S E
With its low 

clockspeed and relative 
lack of overclocking 
potential, the Core 
i7-5775C is definitely not 
a worthwhile gaming 
upgrade from even a 
Devil’s Canyon i5 CPU.

2 G R A P H I C S
G U M P T I O N

It’s the first time we’ve
seen Iris Pro on a
socketed CPU, but given
the cost the Core
i5-5675C is probably a
better bet for a
well-priced chip with
CPU graphics power.

INTEL CORE I7-5775C
ark.intel.com £294

Broadwell has taken a long time reach desktop PCs. So long, in fact, that by the time you read this all 
the talk will be about the newly released Skylake CPUs, which we’ll be looking at next issue.

Broadwell is doomed to be the lost generation of 
desktop processors. Yet the 5775C is the first 
quad-core, eight-thread 14nm CPU to be released 
and that alone should cause for celebration. 

As the smallest transistors are now only 14nm in 
size, this CPU certainly has got very impressive 
power efficiency and cooling prowess. Just the 
same, that can’t hide the fact that as a processor to 
power your gaming rig it’s a long way behind the 
Haswell Devil’s Canyon i7-4790K.

That’s because it’s running at a much lower
Boost Clock – just 3.7GHz as opposed the 
4790K’s 4.4GHz. In single-threaded 
performance terms, the most important 
CPU metric for gaming speeds, that puts it 

well behind what is supposed to be a technologically 
inferior chip.

Where the Broadwell chip shows its real worth is 
at top overclock, where it can run at just 60ºC and 
with 150W of peak platform power. It also comes 
with the finest in Intel CPU graphics, the Iris Pro. You 
could actually get decent mid-range 1080p gaming 
performance out of the CPU alone.

As a CPU for today it’s too late and too 
expensive, but as a preview for what’s coming with 
Skylake it has me excited.

ARCHITECTURE:  BROADWELL   /  CPU CORES:  4   / CPU THREADS:  8 

PROCESS TECHNOLOGY:  14NM   /  CLOCKSPEED: 3.3GHZ (3.7GHZ TURBO)  

/  SOCKET:  LGA 1150   /  GRAPHICS:  INTEL IRIS PRO 6200 

C P U

The very best in gaming 
hardwa e, reviewed

REVIEWS

74%

U P G R A D E
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1
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ROUND-UP

U L T R A B O O K

4 K
M O N I T O R

Fitting a 1080p panel into the 14-inch
frame is a very good start. It’s got
typically great viewing angles and
glorious colours. The GTX 970M GPU
is also more than capable of delivering
excellent top-end graphics at that
resolution. Unfortunately, between
the GPU and CPU the laptop
generates a lot of heat and thus
fan noise. Even when idle the

GIGABYTE
P34W V3
www.gigabyte.com

£1,200

VIEWSONIC  VX2475SMHL-4K
www.viewsonic.com £339

The perfect gaming ultrabook is a device I have long sought after, but so far
it has eluded me. Gigabyte’s P34W v3 comes very close to nailing it with a
smart screen choice, but just falls short.

 4K resolution is the next-gen 
screen-tech de jour, at least until we 
start getting distracted by HDR 
panels. But 4K screens so far have 
all been either too expensive or use 
TN technology. Not so Viewsonic.

fans will whir up and when you’re
doing anything taxing the noise can
be deafening. Wear noise-cancelling
headphones and you’ll be OK, but this
laptop’s slender build is certainly
compromising the experience.

SCREEN: 14 INCH IPS / NATIVE RES: 1920 X 1080 / CPU:

CORE I7-4720HQ / MEMORY: 8GB DDR3 SINGLE

CHANNEL / GPU: GTX 970M / STORAGE: 128GB

LITEON MSATA SSD, 1TB WD HDD

850 PRO 2TB
Samsung £720

Those are both big numbers: 2TB 
and £720. You want that capacity, 
you’ve got to pay for it. As a SATA 
drive it’s up there with the fastest 
around and is easily the highest 
capacity single SSD you’ll find. But 
with the latest M.2 drives making 
mincemeat of it in the
performance stakes, that
price is a big ask.
www.samsung.com

K10
i-rocks £20

I love mechanical switch
keyboards, but they are expensive 
compared to what else is out there. 
This solid membrane switch board 
from i-rocks isn’t going to win any Red 
Dot style awards, but it is cheap, 
simple, functional, and also
reassuringly solid. It won’t last as long
as a Corsair K70, but it’s a
great budget offering.
www.i-rocks.com

MAMBA TOURNAMENT 
EDITION
Razer £80

It had to happen eventually. Having 
spent years mostly unimpressed by 
Razer’s mouse offerings I’ve found 
one I really, really like. The Mamba 
Tournament Edition is simple, stylish, 
comfortable and devastatingly 
accurate. I love the lightweight nature 
of the device (something I never
expected to say) and it feels
great in the hand.
www.razerzone.com77% 88%

76%

78%84%

This new monitor boasts the full 3840 
x2160 native resolution, but at £339 
it’s not going to break the bank. And it 
uses a beautiful Samsung PLS panel, 
with great colours and contrast.

The downside is that this panel is 
only 24 inches in size. That’s a 
perfectly reasonable build for a 
monitor, but the extra level of detail 
afforded by 4K simply isn’t going to 
be visible on a screen like that. 

Scaling is less of an issue in these 
enlightened, post Windows 10 times, 
but you’re still not getting the full 
benefit of the 4K resolution. And 
given that there’s such a performance 
hit to going 4K in-game, it doesn’t 
really make a lot of sense if you’re not 
seeing the best of it.

SCREEN SIZE:  24 INCH   /  NATIVE RESOLUTION:  3840 X 2160   

/  PANEL TECHNOLOGY:  PLS   /  RESPONSE RATE:  2MS 

(GTG)   /  CONNECTIONS:  HDMI 2.0,  

DISPLAYPORT 1.2A, MHL 2.0 
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Budget build
PC gaming is for everyone. Pick the parts you want to 

build a new, well-rounded PC for a good price.

Mid-range build
You want to run every new game at 1080p 60fps. This 

recommended build will see you through.

Advanced build
You’re looking for the best PC on the market and 

superior components. But you still want to spend smart.

B U D G E T

Build the best PC for your budget

Y O U R N E X T P C

M I D - R A N G E

A D V A N C E D

BUYER’S GUIDE

KEY
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T O T A L
£ 7 8 7

BUDGET 
BUILD

Enjoy 1080p gaming without 
breaking the bank

Pentium Anniversary G3258
Intel £48
Ludicrously cheap and overclockable, the 
dual-core G3258 rivals far more expensive 
processors in gaming performance.

H81M-P33
MSI £34
A bargain-priced microATX board that pairs 
nicely with the Pentium G3258, letting you 
overclock into 4GHz+ territory.

Hyper 212 EVO
Cooler Master £25
A legendary cooler, still the best for its very 
reasonable price. Overclock to your heart’s 
content with this.

Crucial Ballistix Sport  
1600MHz (8GB)
Crucial £40
Cheap, low-profile, and reliable. Does its job. 
The best 8GB you’ll find.

EVGA 500W 80PLUS Certified 
ATX12V/EPS12V
EVGA £33
A reliable PSU with enough juice to run your 
CPU and a reasonably power-hungry GPU.

BX100 250GB
Crucial £67
Thinking about skimping and going 
HDD-only? Don’t. The BX100 is much faster 
and a fantastic performer for the price.

Carbide 200R
Corsair £50
The 200R gets the job done with toolless 
trays and plenty of space. ATX-sized, so you 
can upgrade that microATX board later.

VX2263SMHL
Viewsonic £118
An affordable 1080p monitor with vibrant 
IPS image quality and low response times. A 
real bargain.

CM Storm QuickFire Rapid
Coolermaster £83
A no-frills mechanical keyboard with a 
standard layout and Cherry switches. We 
recommend Browns or Reds for gaming.

Xbox 360 Wired Controller
Microsoft £21
Now available at a sane price, the standard 
360 controller feels great and functions 
perfectly on PC.

HyperX Cloud
Kingston £50
Our favourite gaming headset, and it 
happens to be as cheap as plenty of inferior 
cans. A good buy for any gaming rig.

Deathadder 2013
Razer £59
Don’t skimp on your gaming mouse. Get one 
of the best. Try the Logitech G502 if you have 
a giant hand or prefer more weight.

AMD R9 380 2GB
Sapphire £159 
AMD’s R9 380 is a refreshed R9 285, but it 
still packs enough power to handle 1080p 
gaming at a decent price. 
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MID-RANGE 
BUILD

Our recommended build for 
playing the latest games

T O T A L
£ 1 3 8 3

Hyper 212 EVO
Cooler Master £25
If it ain’t broke... the Hyper 212 EVO is a great 
cooler for the price. Save a bit of money in 
your mid-range build.

Z170 Pro Gaming
Asus £120
The latest revision of our favourite gaming 
motherboard, with an M.2 PCIe x4 slot, Intel 
network port, USB 3.1 and SLI support.

i5-6600K
Intel £156
Intel’s new Skylake processor is nearly as 
fast as an i7 for gaming. Comes with some 
important memory/storage speed boosts.

GTX 970 4G
MSI £270
Offers the best price/performance ratio 
right now, and MSI’s model is cheap and 
overclockable, with a quiet cooler.

Ballistix Sport(8GB)
Crucial £90
8GB of reasonably fast DDR4, and one of the 
cheapest deals you’ll find. Corsair is reliable, 
and the RAM’s overclockable to boot.

850 EVO 250GB
Samsung £75
Samsung retains its top spot on the SSD pile 
with the fantastically priced, very speedy 
850 EVO. Still the best price/performance.

CX600M
Corsair £61
80Plus Bronze efficient, with enough power 
for a good gaming PC. Modular design is a 
great perk that cuts down on cable tangles.

Deathadder 2013
Razer £59
There’s not a huge range of price differences 
on the best mice, so stick with the best for 
your mid-range build too.

Dualshock 4
Sony £38
Requires unofficial software tools to get 
working, but so comfortable to hold and 
comes with lovely face buttons.

HyperX Cloud
Kingston £50
Even for our medium build, we still 
recommend this decently-priced headset.
There’s nothing better for the money.

G257HU
Acer £282
A step up from 1080p to 1440p territory, 
with a vibrant IPS display and good response 
times at a strong price.

S340
NZXT£57
The stylish S340 has some nice touches, 
such as removable dust filters and space for 
huge liquid cooling radiators.

K70 Vengeance
Corsair £100
A great, full-size mechanical keyboard with 
an ergonomic wrist rest. We recommend 
Cherry Brown or Red switches for gaming.
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ADVANCED 
BUILD

Go above and beyond with a PC 
powerful enough to end worlds

T O T A L
£ 2 2 5 2

ROG Maximus VIII Hero
Asus £172
Fantastic overclocking and stability, with a 
great UEFI BIOS from Asus. M.2, USB 3.1 and 
on-board power, reset, CMOS, etc, buttons.

Core i7-6700K
Intel £263
Intel’s new top-of-the-line Skylake processor. 
Its new chipset includes important memory/
storage speed boosts.

GTX 980 Gaming 4G
MSI £415
Right now the GTX 980 is the best value 
single-GPU card for ultra 1080p and 1440p 
gaming, bar none.

H90
Corsair £75
Quiet even under heavy load, the H90 gets 
the cooling job done with a single 140mm 
radiator, easily fitting a variety of cases.

H Wireless
SteelSeries £249
Our favourite wireless gaming headset, with 
great sound quality and a convenient battery 
swapping system for long gaming sessions.

Deathadder 2013
Razer £59
Even if you’ve got money to burn, the 
Deathadder really is the best mouse you can 
buy right now.

Enthoo EVOLV ATX
Phanteks £140
This beautiful aluminium case is a step up in 
price, but is certainly an impressive chassis 
for the advanced gaming PC.

Predator XB270HAbprz  
144Hz G-Sync
Acer £380
Simply the best: a  27” 1440p 144Hz IPS 
display, with Nvidia’s variable refresh tech.

Dualshock 4
Sony £38
For the high-end rig, we recommend the PS4 
controller as well – £38 is about as much as 
you need to spend.

K70 Vengeance
Corsair £100
Even for a more expensive PC, there’s no 
need to splash out on a pricier keyboard than 
the K70 Vengeance.

Supernova 850W G2 80 Plus Gold
EVGA £112
A reliable, quiet, gold-rated EVGA power 
supply, modular, with enough juice to sustain 
two overclocked graphics cards and a CPU.

850 EVO 500GB
Samsung  £133
The 850 EVO is so good, there’s not much 
need to step up to the more expensive 850 
Pro for a gaming rig. Just get a bigger drive.

Ripjaws V Series DDR4 2666 16GB
G.SKILL £116
16GB of fast DDR4. RAM speeds make only a 
small difference, but the 2666 starting 
speed is stable and widely compatible. 
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M
y developing Rocket
League problem begins
innocently enough. I’m
playing in a games
industry Dota 2

tournament one weekend, which means
long hours spent sitting on Steam with
my team waiting for our turn to play.
Rocket League has just come out, but
it’s not yet the smash hit it is destined to
become. On a whim, and contrary to my
intent to eat warm meals in the last
week before payday, I buy a copy.

It’s immediately brilliant as a drop-in,
drop-out party game. Rocket League is
raucously silly in a dozen different
directions at once. It’s a football game,
yes, and also a driving game, but the
combination of those in-and-of-
themselves dry concepts is a slapstick 
physics playground. Slippery rocket 
cars leap and tumble after a big, floaty 
ball with a mind of its own. Terrible 
strikes result in tragic own goals. 

Well-meaning dashes knock allies out of
dead-on free kicks. Then, five minutes
later, it’s all over, somebody’s won, and
everybody wants to play again.

The random distribution of hats,
booster effects and paint decals means
that within a few games every car has
its own personality. My beloved truck
boasts lime green flame detailing, a
wizard hat, a tie-dye peace sign, and a
booster that farts out a stream of 
rainbow flowers to the strum of a sitar. I 
feel profoundly connected to it.

As players drop in and out it’s easy 
to swap in bots or change to 2 vs 2 

“I don’t think my life can take
another competitive obsession”
Tumbling headlong into a ROCKET LEAGUE fixation

IT TURNS OUT THAT ‘CARS PLUS 
FOOTBALL’ IS A COMBINATION THAT 
TRANSCENDS BOUNDARIES

It’s like football, but fun.

matches. We try taking on the world, for 
a bit. It’s great as a co-op experience. 
Then, about a day into our collective 
obsession, a few of us discover what 
high-level play looks like.

I am extremely competitive, but as 
much as I like to win at Rocket League I 
haven’t seen it as something that I’d 
seriously want to get good at. Then I 
realise that in addition to being a 
knockabout party game, Rocket League 
is also a fine spiritual successor to 
Tribes. It’s fundamentally a game about 
movement and finesse – about 
mastering a complex system that 
seems silly and imprecise at first but 
conceals surprising depth.

  C H R I S  T H U R S T E N
THIS MONTH 
Landed this amazing aerial 
bicycle kick save. 

ALSO PLAYED  
Dota 2, Her Story
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F
orget ludicrously landing
dirt bikes on mid-flight
jumbo jets, audaciously
flying choppers through

wind farms, and masterfully swearing at
pedestrians. You can have just as much
fun in GTA V doing absolutely nothing.

I fancy chilling in Franklin’s pad for a
change, free from the hustle and bustle
of Los Santos life. Walking through the
front door of 3671 Whispymound Drive
I’ve transitioned from the sprawling hills
of Vinewood to a detailed modernist
interior without so much as a stutter.
This is where I imagine he retreats when
I turn the game off, because I have a
loose grip on reality.

There’s a bong on the table, so
obviously the first thing I do is take a hit,
lighting up the bubbling tube while the
sun blazes outside. I wash my ‘California
medicine’ down with red wine (as it’s
midday I only have two glasses), before
settling in front of TV to watch an entire
episode of Princess Robot Bubblegum.
It’s actually not bad, an admittedly
on-the-nose parody of shojo manga that
constantly breaks the fourth wall to flog
merchandise or lampoon the writers.

Day turns to night. I peep through
the telescope at the technicolour world

moving beyond my window. This is by 
far the best view of any safehouse in the 
game, but what’s amazing is the
concurrent detail right under my nose 
(not literally): I’m able to read every
artist on my record collection, view
every poster on the wall in startling
clarity. Shuffling into the bedroom, 2 
Chainz emanating from mono iFruit 
speakers, I brush a guitar and I swear it 
makes a little tune. Haha, now I have 
everything! Except happiness.

ON REFLECTION
I have a little sleep in my bed and wake 
with a groan eight hours later. Midday, 
and I have no plans. My mansion is a 
prison. Oh God, I’ve turned into Charles 
Foster Kane. To distract myself from 
dark thoughts I play a game of dress up, 
donning a full tuxedo then checking 
myself in the mirror. Looking sharp. Big 
day today. Big day, haha. I’m losing it.

The infinity pool will cleanse my
loneliness. I jump in fully clothed, and 
stay underwater until my air runs out, 
my disloyal dog Chop staring blankly 
from his little house, uncaring. Now I am 
dead, and the moral of this story?
Something about money probably.

“I’ve turned into 
Charles Foster Kane”

I watch gifs, videos, and even tune in 
for the first semi-professional Rocket 
League cups. So do my more 
competitive friends. This introduces a 
new aspect to our games: it’s still fun, 
and still very silly, but there’s an 
undercurrent of really wanting to be 
good at it. Goals that bounce in out of 
nowhere are fine, but when somebody 
smashes the ball into the corner of the 
net after a beautiful aerial cross the 
response is much more enthusiastic – a 
deadpan chorus of ‘nice’ that I associate 
with the exact moment I started taking 
Dota 2 really, really seriously.

FEVER PITCH
There’s more evidence that history is 
repeating itself. It really hurts to lose – 
particularly in 1 vs 1 duels – and, well, I’m 
no longer sure that I should play at 
lunchtime. I find it difficult to be quiet.

That’s one of the dangers, here. I 
don’t think my life can take another 
competitive obsession. Yet as I write this 
I can hear a couple of colleagues 
hooting at Rocket League across the 
office. Another group were playing it on 
PS4 at lunchtime. It turns out that ‘cars 
plus football’ is a combination that 
transcends platform boundaries. 
Everybody’s playing it. There’s talk of 
intra-magazine tournaments and 
perhaps – whisper it – a Rocket League 
match against Rock, Paper, Shotgun.

Doing literally nothing in GTA V

What I do with my time is my 
own goddamn business.

1v1 games are
tough to lose.

It’s got a halo because 
Jesus is my co-driver.

  B E N  G R I F F I N
THIS MONTH 
Sat at home sitting at home.

ALSO PLAYED  
PlanetSide 2
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I
’d forgotten how quiet 
Arkham Asylum was. 
After City and Knight, 
where the chatter of 
random goons on the 

street is a constant, irritating presence, 
it’s refreshing to hear, well, nothing. I’ve 
enjoyed all of Rocksteady’s Batman 
games, but the open-world ones are so 
noisy and cluttered it overloads my 
brain. So I thought I’d take a break from 
Knight to enjoy the relative calm of 
Arkham Island.

The intro sequence is still brilliant. 
You follow Joker as he’s wheeled into 
the asylum, taunting the guards and 
cracking sick jokes. It’s a Half-Life train 
ride, establishing the setting without 
overlong cutscenes or exposition. And, 
of course, Joker escapes, freeing 
hundreds of prisoners who were 
conveniently being held there. It’s a 
great setup, and one that enables 
Rocksteady to throw a procession of 
classic villains at you.

By making everything happen on the 
island, the artists were able to truly flesh 
out the setting. It’s smaller than City and
Knight, but feels more focused and 
coherent. The Metroid-inspired 
structure involves regular backtracking,
which makes you familiar with the 
asylum in a way I never felt with the 
open-world games. It’s a wonderful 

space: especially that big, open 
courtyard in the middle. I love how it 
changes over time, too. By the end of 
the game, the Botanical Gardens are 
wrapped in Ivy’s supercharged plants. 
Even now, I still prefer the asylum to 
both iterations of Gotham City.

It’s amazing that Asylum was only 
Rocksteady’s second game, and the 
first they developed on that generation 
of hardware. It’s as bold and confident 
as you’d expect from a veteran studio, 
and the feeling of ‘being’ Batman is 
every bit as powerful as it was back in 
2009. Shame about the boss battles. 
Repetitive, boring, and frustrating. 
Especially that bit with Killer Croc in the 
sewers. I’m angry just thinking about it.

“Even now, I prefer the asylum to 
both iterations of Gotham City”
Admiring the simplicity of BATMAN: ARKHAM ASYLUM

The hardest thing about revisiting 
Asylum after playing Knight is how it 
looks. The new game is one of the most 
dense, detailed I’ve ever seen. Every 
frame is filled with particle effects, lens 
flares, fancy holographic doodads and 
dribbling raindrops. In comparison, 
Asylum looks flat. It’s by no means ugly 
– the art design outshines the dated 
Unreal tech – but you can tell 
Rocksteady was working with a fraction 
of the budget it has now.

LOCKED DOWN
Realistic rain-trickles don’t make a game 
great. Overall I think Asylum is much 
more tightly designed than City or 
Knight. The open-world games feel 
flabby and stuffed with filler, but in 
Asylum the side content feels more 
meaningful – except those chittering 
Joker teeth, which are just stupid. I 
completed Asylum 100%, but will I ever 
solve all 200+ of Arkham Knight’s 
riddles? Hell no. I don’t know what 
Rocksteady will do next, but I’m hoping 
the devs put the open-world stuff aside 
for a while and create something a bit 
smaller, more focused. The Scarecrow 
moments show they have a knack for 
messing with players’ heads, so I’d love 
to see them try a horror game. After 
three Arkhams, it’s time for them to 
hang up the batsuit.

YOU CAN TELL ROCKSTEADY WAS 
WORKING WITH A FRACTION OF THE 
BUDGET IT HAS NOW

Mark Hamill is, as ever, 
superb as The Joker.

The batsuit takes a beating.

  A N D Y  K E L L Y
THIS MONTH 
Revisited Rocksteady’s first 
Batman game.

ALSO PLAYED  
Batman: Arkham Knight
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C
hris Thursten was right. 
Kind of. I played through 
Hotline Miami 2 in three 
evenings during the 
deadline-from-hell last 

issue in which we gave birth to this 
prettier version of the magazine. It was 
the only game that was mad and violent
enough to match my temperament and 
state of mind at the time. 

It’s all a blur to me now. Hotline 
Miami 2’s story is so deliberately 
fragmented that it’s quite annoying, and 
awash as it was with hours of 
remarkable electro soundtrack and 
swirls of neon colours, the whole thing 
now feels like an extended hallucination 
that made me very angry.

I was hardcore about the original 
Hotline Miami. To me it’s synonymous 
with the horrendous four-hour train 
journeys I had to take every other 
weekend for two years in 2013-2014. 
Miami was something simple and 
cathartic I could open up on my laptop 
and rip through between bacon 
sandwiches. That’s why I didn’t mind so 
much what Dennaton did with the 
sequel. Hotline Miami 2 gives levels 
certain conditions – weapons and 
characters you have to use, instead of 
letting you pick your approach as 
before. It made the whole thing feel like 
the bonus mode of a game that doesn’t 

actually exist, but as a hardcore player, I 
relished the challenge.

It got bigger and not better, however, 
as I played. The levels become 
bewilderingly large after the first ten of  
25 chapters, so that instead of planning 
for enemy encounters you find yourself 
firing guns into the distance in the vague 
hope of hitting someone. Melee attacks 
are no longer that useful, even though 
they’re so much less unwieldy than 
using guns. It’s not about strategy, it’s 
not about instinct – it’s just a complete 
punt where you hope not to be shot 
first. Hotline Miami’s levels were mostly 
enclosed in a way that meant you didn’t 
have to be wary of wide open spaces 
and being picked off. 

“It was a game I could rip through 
between bacon sandwiches”
Left hanging by HOTLINE MIAMI 2: WRONG NUMBER

Nonetheless, even with this in mind, 
the rush of having more Hotline Miami is 
still pretty special when the original 
game meant so much to me. 

I must confess I enjoyed the first 
twenty missions a great deal. It’s the 
last five that did a lot of damage to my 
opinion of the game. The levels are too 
big, the story has the scattershot, 
wannabe pretence of a Sixth Former 
writing a crime thriller, even if I saw 
shards of compelling narrative in a few 
subplots. And the role of music is so 
important that when I reflect on the 
parts of the story that I enjoyed, such as 
the band of army guys trying to stay 
alive on a military-occupied island, I 
wonder if I’m confusing an interesting 
story with my appreciation of the 
soundtrack and aesthetic. Weeks later, 
I’m still thinking about the music.  

I came out of Hotline Miami 2 
wanting to get hold of the level editor, to 
try to create better, smaller levels, with 
both a progression curve for hardcore 
players and a fun setup for people who 
just want to plough through them. I’ll try 
that when the editor launches later this 
year, and see what I learn.

The sad truth is, the grander the 
levels became, the further away Hotline 
Miami 2 got from the instinct-driven 
melee I’d loved so much on those long 
stupid train journeys.

THE WHOLE THING NOW FEELS LIKE 
AN EXTENDED HALLUCINATION THAT 
MADE ME VERY ANGRY

You’ll just have to imagine the 
music. It’s really good, though.

The old ‘fire a gun and lure them 
in like a giant coward’ strategy.

  S A M U E L  R O B E R T S
THIS MONTH 
Was told to kill a load of guys 
in needlessly specific ways.

ALSO PLAYED  
Deus Ex, The Evil Within
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1 PROJECT REALITY:  
BF2 STANDALONE

CITIES:
SKYLINES

FREEWARE Getting Shot Simulator 2015

SAVES Move into a  
pre-built city

I
n the beginning, there
was a Battlefield 2 
mod called Project 
Reality. And it was 
good. So good that 

when, years later, EA announced 
that BF2 was retiring from active 
online service, its sizeable 
community wondered what would 
happen to their beloved mod.

The answer was Project Reality: BF2
Standalone. It’s Project Reality, but 
stripped of the need to actually own or 
use EA’s game. Given that it still uses 
DICE’s Refractor 2 engine and assets, 
the new release currently operates deep
in the legal grey zone. I won’t tell EA’s 
lawyers if you don’t.

Project Reality is an attempt to strip 
the team-based online shooter of all 
that pesky mainstream appeal – stuff 
like not being insta-killed by an unseen 

I
f you’re struggling to get 
your own city off the 
ground, you could always 
move onto someone 

else’s turf. As well as a bewildering 
number of mods, the Cities: Skylines 
Steam Workshop also hosts a 
number of save games that show off 
the work of proud mayors.

sniper from hundreds of yards away. 
The reality of Project Reality is that war 
is awful and you would probably die.

Not dying isn’t really an option, but 
there are things you can do to lessen the 
sense that each match is a harrowing 
conveyor belt to death. Project Reality is 
built around cooperation, and has a 
dedicated set of tools to help 
squadmates work together. Squad 
leaders, for example, are able to 
construct emplacements such as 
foxholes, fixed mortar positions or 
forward operating bases. Thanks to 
built-in Mumble support, it’s easy to 
assign orders and share information. 
With everyone working together, and 
utilising the correct equipment, it’s 
possible to sustain less overall fatalities 
and thus claim victory for your team. 

DOWNLOAD AT  www.realitymod.com

T R A F F I C V I L L E
One of Cities: Skylines’ hardest challenges 
is efficiently managing the flow of vehicles. 
TrafficVille doubles as an excellent guide to 
clearing congestion. Why is it so good? It 
was built by an actual traffic engineer.

www.bit.ly/CitySave3

M A N H A T T A N N E W Y O R K
Another recreation, this time from the real 
world. The Cities: Skylines version of New 
York looks amazing, but, as it’s filled with 
the city’s actual monuments, it requires you 
to install a bunch of mods first.

www.bit.ly/CitySave2

L O S S A N T O S
Yes, somebody recreated GTA V’s 
recreation of Los Angeles. It’s not a very 
efficient map. In fact, you’ll be declared 
bankrupt the moment you load in. Still, it’s 
an impressive work of city-building.

www.bit.ly/CitySave1

2
Yeah, this happens a lot.
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3 BRUTAL
DOOM v20

T
here are words that have
been rendered inert 
through decades of crass
marketing. ‘Visceral’ is 

one of them. You’ll just have to 
trust me when I say that Brutal 
Doom is visceral. It is of and 
relating to viscera. If you’ve ever 
wanted to stomp around in the 
two-decade-old innards of a 
pixel-rendered demon, Brutal 
Doom is the mod for you.

This v20 release is undoubtedly 
the brutalest yet. It imbues Doom, 
Doom 2 and their many, many map 

packs with more gore than could fit 
in an early ’90s PC. There are two 
modes of play: classic and modern. 
Classic is the familiar Doom with a 
thoroughly bloody repaint.

Modern is more interesting. It 
adds new weapons and animations, 
and a kick move that boots enemies 
into walls and scenery. Sacrilege to 
some, but Doom has always felt to 
me like a playbox for the whims of 
the community. Brutal Doom is that 
taken to violent excess.

DOWNLOAD AT  www.bit.ly/BrutalDoom20

COPYCATH
ere, you play a feline
predator in the most
metaphorical sense of the
word. You’re a contract

killer in a futuristic city, charged with
killing a target through unconventional
means. The upshot is a plan to break
into the target’s house, spike their food
with laxatives and boobytrap their toilet.
The future is a silly place.

The puzzling is pretty basic, and 
mostly concerns using your growing 
inventory on objects. Badass Inc. is less 
about the traditional adventure 
trappings, and more the futuristic 
cyberpunk ambiance that emerges 
from the character design, the pixel art 
and a chiptune soundtrack. 

DOWNLOAD AT  www.bit.ly/BadassInc

BADASS INC.

1KILLER
You’re a wise-cracking, 

perma-smoking hitman with a
gun and an absurd plan to 
blow up a toilet.

2COPS
The police are here on an 

unrelated matter, but are still 
nonplussed about the 
presence of a killer. 

3STUFF
It’s an adventure game, 

and that means notes to read, 
objects, and other objects to 
use those first objects on.

2

1

3

MOD None more brutal

FREEWARE Live by the 
sword, and so forth

T
his is VVVVVV developer 
Terry Cavanagh’s entry 
for Ludum Dare 32. The 
theme was ‘An 

Unconventional Weapon’, and here  
you mimic the attack style of your 
most recently vanquished foe.

Your job is to outmanoeuvre 
these randomly spawning enemies. 
You can move forwards, backwards, 
clockwise or counterclockwise, and 
– depending on your weapon – 
attack. For each action you take, the 
enemy will move simultaneously.

The trick is to dispatch foes in an 
order that results in the best weapon 
to take out each type. The dash move 
is dangerous against swords, but 
good against guns. The gun, similarly, 
is also bad against swords. 
Everything is bad against swords.

DOWNLOAD AT www.bit.ly/CopycatLD

5

4

WEBGAME An unconventional assassination

Gore: you can’t have too 
much of a good thing.
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6 TRANSMISSIONS: ELEMENT 120

T
here’s a standard 
template for in-universe 
Half-Life 2 mods. It 
starts with horror, and 

then gradually turns to action as 
you start to collect weapons. 
Transmission: Element 120 follows 
the same template, but it does it 
effectively and contains plenty of 
new ideas. That’s an impressive 
achievement for the mod of a ten- 
year-old game.

In one section, you’re required 
to navigate a pit full of zombies in 
the dark. You’re asked to play in a 
dark room. I played in the PC 
Gamer office – under bright lights 
and in earshot of Andy’s absurdly 

loud typing – and this bit still 
managed to freak me out.

The best addition is a new 
version of the gravity gun. It fires 
an energy ball that detonates in a 
chaotic physics explosion. It’s great 
fun for making boxes fly about the 
place, but its real utility is in letting 
you make massive jumps. Fire it at 
the ground and you’re propelled 
into the air, enabling you to reach 
previously unthinkable heights. 

There’s some competent level 
design, too – including a memorable 
section involving zombies and a 
room full of deadly physics toys.

DOWNLOAD AT  www.bit.ly/Transmissions12

MOD Gravity of the situation

A
steroid Day is a global
awareness movement,
seemingly designed to alert
the world that asteroids

could wipe us out at any moment. I’m
not sure that I needed to know that, but
now I do – thanks in part to this official
Kerbal Space Program mod.

It adds new parts, a new experiment
and a new contract, all designed to
mimic the real-life Sentinel mission
planned by the B612 Foundation.

Asteroids, it turns out, are hard to see
(especially when heading straight for
us), and the Foundation’s solution is to
deploy a telescope in solar orbit near
Venus, giving humanity a better chance
at spotting errant space rocks.

The Kerbal equivalent is much the
same, only with Eve standing in for
Venus. Helping you achieve the mission
is a new compact probe core.

DOWNLOAD AT www.bit.ly/AsteroidKSP

8 ASTEROID DAY
MOD You don’t want to miss a thing

DOLLY
FREEWARE Surreal 
adventures in art

A
t times, the first half of
this decade has felt like
one long gamejam for
indie side-scrolling

platformers. After three years of
writing these pages, it takes
something special to get me excited
about jumping up and to the right.

Dolly is that something special,
despite the fact that it’s not very
good as a platformer. It’s not bad, as
such – the ability to triple-jump is
nice – but imprecise controls can
make precision landings feel
awkward rather than challenging.

What makes it worth playing is
the sumptuous art, which uses an
autumnal palette to create an alien
world tinged with regret. That’s a
wanky way of saying it looks lovely, is
very orange, and has a dark story.

DOWNLOAD AT www.bit.ly/Dolly1

7

“Come on guys, if we all 
work on this together...”

For a planetary death 
monitor, it’s oddly cute.
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BRIGHTER DAY

FINE FORTS
Three great TF2  
community maps

DEMO I spy with a giant eye

A
nyone who spends most of
their time on the internet 
knows that horror games 
attract YouTube Let’s 

Players like lightbulbs attract easily 
confused insects. The main difference 
being that, unlike lightbulbs, horror 
games are dark.

Brighter Day takes place in the 
Brighter Day institute – a mental health
ward filled with cheerful colours and 

minimalist decoration, but you’ll soon 
notice that something’s amiss. The 
weird graffiti, or the eerie ambient 
soundscape. Or the way the place is full 
of giant floating eyeballs.

To aid your escape, Brighter Day 
offers a robust set of stealth systems. 
You can even throw pills to distract 
your impassive ocular adversaries.

DOWNLOAD AT www.bit.ly/BrighterPC

9 TEAM FORTRESS 2
MAPS Engineered in the Workshop

T
eam Fortress 2 now 
supports maps in the 
Steam Workshop. It’s 
a great way to browse 
the community’s best 

creations, but, in practice, remains 
functionally identical to the old 
non-Workshop system. As before, 
Team Fortress 2 will automatically 
download any new community map 
you select from the server browser.

One great difference is that it’s 
easier to find community content than 
ever. The server browser now has a 
dropdown box that lets you specifically 

select Workshop maps. Do so, and you’ll 
get a full list of who’s playing what – a 
list that you can further refine to show 
only those maps you’ve subscribed to.

Right now, it seems, there aren’t 
enough servers running Workshop-
specific maps to make such granular 
filtering worthwhile. Hopefully the 
system’s ease of use means that players 
and server owners will eventually follow 
suit. If they don’t, the Workshop is still 
worth a browse – if just to pick out those 
community maps worth hunting down 
in the regular server pool. I’ve got three 
of those on the right.

3 O C C U L T
Team Fortress meets Indiana Jones in a 
King of the Hill map set in a mine shaft that 
leads to an old, forgotten temple. Its control 
point rests on a giant lump of gold.

www.bit.ly/TeamWorkshop3

2 G L A S S W O R K S
A 5CP map, locking both teams in a 
tug-of-war over its five control points. It’s 
designed for competitive Highlander, but 
works just as well with 24 players.

www.bit.ly/TeamWorkshop2

1 B U R G H A U S E N
A medieval control point map, which means 
no guns. Despite the chaotic nature of the 
mode, Burghausen offers a scenic German 
town to enjoy as you attack and defend.

www.bit.ly/TeamWorkshop1

10
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W
e’re about nine 
months into World of 
Warcraft’s Warlords 
of Draenor expansion, 
and I can’t remember 

what any of my guildmates look 
like. It’s not like I don’t have 
contact with them – I log in about 
four times a week and we exchange 
jokes in little green letters in the 
lower left of the screen. But as for 
actually seeing them? Forget it. 

We’ve stopped raiding and we’re all 
too ‘busy’ when we’re online 
together. We’re picking herbs or 
mining ore. We’re preparing work 
orders. We’re finishing quests with 
NPC ‘bodyguards’ to get more oil to 
launch naval missions for gear. And 
the worst part? We’re all doing the 
same things on our alts. This is what 
much of World of Warcraft consists of
these days, and it’s awful. 

Early on, as reflected in PCG’s 
review, it was easy to believe that 
things would be otherwise. Blizzard 
got so many parts of the expansion’s 
levelling experience so perfectly right 
and the wonderful variety 
encountered on the journey from 
levels 90 to 100 seemed to presage 
better things to come.

FALSE START
Greatness seemed obvious in the 
main quest, which was populated by 
famous orcs brought back to life via a 
hackneyed time travel story and 
pushed along by an Archmage 
Khadgar who resembled George 
Clooney more than the decrepit 
Merlin of Warcraft past. Then there 
were the many ‘rare’ bosses and 
treasures scattered throughout the 

beautiful new world, each dropping 
toys or levelling gear. Elsewhere, we 
found optional bonus areas that 
broke up the core levelling drive, and 
specialised vehicles and abilities 
helped each zone feel unique. 

But Blizzard essentially put the 
whole expansion on autopilot shortly 
thereafter. Two fun new raids 
emerged soon after launch, but even 
then there were signs of trouble 
when Kargath Bladefist, one of the 
expansion’s more memorable orcs, 
died in what amounted to little more 
than a cocky arena squabble. Two 
more raids followed, months apart 
from each other, which trivialised the 
grand 90-100 levelling story with a 
whack-an-orc boss progression. That 

was fine for the raiders, but virtually 
nothing new happened in the world 
supporting all this until Blizzard 
opened the final zone of Tanaan 
Jungle as a daily quest zone. By then, 
millions of players had already left.

As of August 4, World of Warcraft’s 
subscriber numbers sat at 5.6 million, 
down astronomically from the 10 
million reported at the start of the 
expansion. Few things contributed to 
such a breathtaking drop quite like 
WoD’s excessive focus on garrisons, 
the quasi-player housing Blizzard 
introduced with the expansion, as 
almost every action that once 
required player or world interaction 
could now be done from the dull 
comforts of home. Need herbs or ore? 
No worries – you can amass tons in 
your garrison regardless of whether 
you’re a miner or herbalist. Need 
gold? Just send one to three NPC 
‘followers’ on relevant missions. 
Heck, need up-to-date epic gear? 

Just send your followers on missions 
for that as well.

You don’t even have to bother 
with other players when fighting 
elites in the world – just make an 
NPC follower a bodyguard and boom, 
you’re fine. Later naval battles built 
off the follower system with tougher 
requirements, but the end result was 
essentially the same. Throughout 
most of the expansion, I’ve been able 
to keep my alternate characters 
current without leaving the garrison 
at all and for an MMORPG that’s just 
sad. Self-reliance is one thing, but 
stripped of the need to interact with 
other people, MMORPGs are nothing 
more than mediocre RPGs.

LACKING CREATIVITY
There’s a sense of sloppiness that 
seeps through WoD’s post-launch 
design. It feels rushed, although it’s 
but a placeholder while the team 
scrambles to create something better, 
and the early Gamescom 
announcement for the next 
expansion seems to confirm this. It’s 
almost as though Blizzard recoiled in 
horror over the mixed reception to 
Mists of Pandaria and responded by 
giving players what it thought they 
wanted – orcs, orcs, and more orcs.

I hope that’s not the case. I loved 
the setting and lore of Mists of 
Pandaria. Blizzard gambled with an 
aesthetic far removed from that of 
traditional western fantasy and it 
used it to craft a rich, cautionary tale 
that served as a metaphor for 
Western imperialism in 19th century 
China. We as players interacted with 
its world in a way that seems magical 
after Warlords and I left it with some 
new friends. 

I’m leaving Warlords with none. 
Warlords is a sad case study into what 
MMORPGs are becoming and, like 
few other games, it speaks of the 
dangers of placing too heavy an 
emphasis on single-player content in 
a genre that was never meant for it.

WORLD OF WARCRAFT 
WARLORDS OF DRAENOR

In which Blizzard forgets how to do an expansion. By Leif Johnson

N E E D T O K N O W
RELEASE
Out now

PUBLISHER
In-house

DEVELOPER
Blizzard Entertainment

LINK
eu.battle.net\wow

WE’VE STOPPED RAIDING  
AND WE’RE ALL TOO ‘BUSY’ 

WHEN WE’RE ONLINE TOGETHER
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E X P L O R I N G ’ S F O R S U C K E R S  Find all you need in the garrisons 

1  Missions for gear, gold and more
 
2  Auction house, buyable crafting materials
3 Follower gear, free loot roll token
4 Bank and guild bank, Transmogrifier

5 Profession crafting buildings
6 Herb garden with 15 daily nodes
7 Mine with around 22 daily nodes
8 Fishing pond with all fish unlockable

1

2

4

6

8 7

3

5
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So much beauty, 
so little inspiration.

More like Orcs Must Die:
The Open World RPG.

They look spiffy, but you
won’t be sailing yourself.



S
ight is a recurring 
mechanism in 
Ubisoft’s open worlds.
Assassin’s Creed has 
its synchronisation 

towers, from which you gaze out to 
unlock more of the map. Far Cry 
has its magic tactical binoculars. 
And cult favourite Beyond Good & 
Evil has its reporter’s camera, a 
chunky old Kodak-style affair.

It may seem a minor part of the 
whole, compared to hover racing or 
thwacking aliens with a jo-staff – but 
it’s both a key plot element and 
emblematic of how Ubi’s open-world 
games have gone on to sacrifice 
sympathy for scope and density.

As philanthropist turned 
resistance fighter Jade, you use the 
camera mostly to snap wildlife on 
behalf of a research institute, earning 

upgrade items for every roll of film 
you hand over. It’s another 
progression mechanism at heart, 
then, but unlike similar devices it 
never feels like you’re just siphoning 
XP from the environment. There’s an 
element of puzzling to your photo-
journalism – some beasties must be 
tempted out, for example by kicking a 
generator to switch off the lights 
– and a touch of humour in the silly 
Latinate classifications for every 
species you encounter. 

Many of the creatures you can 
photograph are genuinely 
mesmerising, such as the leviathans 
who plunge and leap through the 
seas outside the map’s boundaries. 
Some subjects react to your scrutiny: 
point the camera at your porcine 
comrade Uncle Pey’j and he’ll smile 
and wave. The difference between all 
this and what we now expect of 

Ubisoft’s open-world efforts is 
immense. In latter-day Assassin’s 
Creed games, you look at things in 
order to master and exploit them. In 
Beyond Good & Evil, you look at 
things in order to cherish them.

GREEN AND PLEASANT 
There’s plenty to cherish. Beyond 
Good & Evil’s war-torn garden planet 
is a pebble-strewn puddle even by 
the standards of its era, but 
everything in it is necessary – and 
everything feels hand-crafted, from 
the flying cars that zip past as you 
steer your squat bumblebee of a 
hovercraft through the capital, to the 
drawings on the walls of the 
orphanage Jade runs when she’s not 
saving the world. Much as in the 
Zelda games, nothing has been added 
for the sake of detail alone – all the 
pieces hint at a narrative universe 
larger than the technology and design 
constraints can supply.

BEYOND GOOD & EVIL

N E E D T O K N O W
RELEASED
2003

PUBLISHER
Ubisoft

DEVELOPER
Ubisoft Montpellier

LINK
www.bit.ly/1HqquMY

Revisiting Michel Ancel’s original Zeldalike. By Edwin Evans-Thirlwell

Later missions have you sneaking 
past guards, but Hitman this ain’t.
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The technology in-game calls to
mind the dazzling but reassuringly
homely fantasies of Hayao Miyazaki
and Studio Ghibli. It mixes the
trappings of ‘serious’ sci-fi with
archaic touches and a splash of
whimsy – there’s a Cortanaesque AI
hologram, but he’s a flamboyant
Spaniard with a pencil moustache,
and the game’s spaceships are
bulbous, wheezy fistfuls of jets and
fins that might as well run on steam.

PORK CHOPS
Beyond Good & Evil is also one of the 
few games to nail the fractious 
concept of ‘singleplayer co-op’, an 
idea that has given rise to so much 
agony and hilarity in games like 
Resident Evil 5. Old Uncle Pey’j 
(joined later by zealous knucklehead 
Double H) is a great balance of 
narrative delivery mechanism and 
combat prop, a side character who’s 
independent enough to be feisty 
company, but not so much that he’ll 
do your dirty work for you, or get in 
your way. His jetslam move is crucial 
to certain puzzles and bossfights – it 
allows you to set up enemies for 
Jade’s slow-motion launch attack – 
but he’s also a mild liability who 

occasionally needs rescuing from the 
clutches of some oversized insect. 
Ubisoft would revisit ‘singleplayer 
co-op’ at length in 2008’s Prince of 
Persia, but you can’t beat the charm 
of this initial stab at the idea.

And then there’s the game’s most 
obvious triumph, Jade herself. She’s 
notable in part as an early 
practitioner of Ubisoft’s now-proven 
360 degree, context-sensitive combat,
switching gracefully between targets 
to the front and rear. But more than 
that, she’s a female protagonist whose
right to the starring role is never 

FEELING JADED Don’t hold your breath for the long-awaited BG&E2  

“So you’re my 
uncle how exactly?”

Would madam care for some
sauce with her button-mashing?

questioned, the odd avuncular 
remark from Pey’j aside. A leading 
lady who is simply allowed to get on 
with things. 

It’s another area in which Ubisoft 
has taken a step back – Assassin’s 
Creed: Unity might have more 
believable urban crowds and smarter 
fights, but its sausagefest of a co-op 
component isn’t exactly a love letter 
to diversity. For this and for the 
feelings the act of photography 
kindles, that much-promised, 
borderline mythical sequel can’t get 
here soon enough. 

May 2008 A leaked CGI 
trailer shows Jade running 
through a city, chased by 
police and jumping on 
helicopters.

June 2010 Michel Ancel 
reveals that the sequel is 
being created by a small 
team to minimise 
commercial pressures.

June 2011 Ancel announces 
that Ubisoft Montpellier will 
develop Beyond Good & Evil 
2 for the next generation of 
consoles.

June 2015 Ubisoft confirms 
that Ancel is still making 
games for its Montpellier 
studio, but avoids mention 
of BG&E2.
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ALAN WAKE’S
BRIGHT FALLS
The haunting, atmospheric beauty of 
Remedy’s Pacific Northwest. By Andy Kelly

Remedy used 
thousands of 
reference photos of 
the Pacific 
Northwest to build 
Bright Falls.
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A
merica’s Pacific 
Northwest is one of 
the most beautiful 
places on the planet, 
but there’s also 

something haunting and mysterious 
about those dark woods and 
forested valleys. This landscape 
inspired David Lynch when he 
created supernatural soap opera 
Twin Peaks, and ultimately Finnish 
horror game Alan Wake.

Remedy’s love of Lynch has been 
apparent since the ‘Address 
Unknown’ theme park in Max Payne 
2, but Wake is its most overt homage 
to his work. Like Twin Peaks, the 
game uses a place of stunning natural 
beauty to tell a grim, twisted horror 
story, and it’s this contrast that makes 
Bright Falls such an evocative setting.

You arrive by ferry, in a 
disarmingly peaceful introduction to 
the small town and its picturesque 
surroundings. The fir trees and foggy 
mountain peaks are realistic enough, 
but Remedy’s take on the geography 
is exaggerated. It’s almost a caricature 
of the region: what you imagine it 
looks like, rather than the reality. The 
valleys are a little too deep, the 
mountains a little too steep.

Alan Wake began life as an 
open-world game, and there are still 
traces of it. The tallest mountain in 
the region can be seen from most 
places, which helps you keep track of 
where Wake’s journey is taking him. 
Brief driving sections let you travel 
long distances, giving you a limited 
taste of what the game could’ve been 
like had Remedy kept to its original 
vision. Access the game’s built-in free 
camera, pull back, and you’ll see that 
the whole world is always there, but 
that you’re confined to a relatively 
small corner of it.

Wake’s travels take him to the Oh 
Deer Diner, a homage to Twin Peaks’ 
Double R, and Cauldron Lake, which 
is based on Oregon’s stunning Crater 
Lake – seen recently in Jean-Marc 
Vallée’s wonderful film Wild. Other 
landmarks include the historic Bright 
Falls Coal Mine, the Sparkling River 
Estates Trailer Park (most likely 
inspired by Twin Peaks’ equally 
rundown Fat Trout Trailer Park), and 
the Bright Falls Dam. It’s a 
quintessential slice of rural 
Americana, albeit one haunted by 
shadowy, murderous ghosts.

ROAD TRIP
Remedy is based in Espoo, Finland, 
but the team spent a lot of time in the 
Pacific Northwest, taking reference 
photos and getting a feel for the 
geography and climate.

“We drove about 2,000 miles 
around it for a period of almost two 
weeks,” says Saku Lehtinen, art 
director. “We went to places like 
Astoria, a very typical Pacific 
Northwestern coastal town, where 
the movie Ring was made. We went 
to North Bend, where Twin Peaks 
was filmed, which is just outside of 
Seattle. The story in Alan Wake has 
fantastic elements, but it has to be 
rooted in reality.”

“It’s a naturally exciting setting,” 
says writer Mikko Rautalahti. “It’s 
also something you don’t see in 
games a lot. We wanted wide open 
spaces instead of corridors and 
underground complexes. The nature 
there is beautiful and rich, but it’s 

also perfect for a horror game. Take 
those deep, dark woods, add 
something weird and horrible lurking 
there, and you’re all set.”

Remedy even went as far as using 
NASA star maps to make sure Bright 
Falls’s night sky was accurate. Night 
is a big part of Alan Wake, and you 
spend much of the game traipsing 
through foggy, moonlit forests. 
Remedy’s proprietary Alan Wake 
Engine is, even now, stunning to look 
at. The way the cold, pale moonlight 
shines through the swirling mist is 
really atmospheric. The weather 
effects are superb, with trees swaying 
in the wind and forks of jagged 
lightning lighting up the sky. Creating 
their own bespoke tech delayed the 
game for several years, but the results 
are still spectacular.

Alan Wake is a flawed game. The 
handful of enemy types makes 
combat repetitive and frustrating, and 
it’s often stiflingly linear. But, for me, 
the setting makes up for its 
shortcomings. The Pacific Northwest 
is a place we rarely get to visit in 
videogames, and Remedy captured its 
essence perfectly. A sequel to Alan 
Wake was in the works, but was 
cancelled so the team could start 
work on Xbox One exclusive 
Quantum Break, so it’s unlikely, sadly, 
that we’ll ever visit Bright Falls again.

But with Twin Peaks returning to 
television screens in 2017, perhaps 
that would be the perfect time for 
Remedy to revisit its town and 
continue the story of troubled horror 
writer Alan Wake. 

N E E D T O K N O W
RELEASED
February 2012

OUR REVIEW
86%

EXPECT TO PAY
£20

LINK
www.alanwake.com

H O L I D A Y E S S E N T I A L S
How to prepare for a trip to Bright Falls

F L A S H L I G H T
For seeing in the dark

and blinding evil 
shadow demons.

R E V O L V E R
For killing blinded 

evil shadow demons,
looking tough.

B A T T E R I E S
You’ll need a lot of 
these to keep that 

flashlight powered.

T H E R M O S
Keeps drinks warm, 
serves as arbitrary 

collectible.

L A Y E R S
It’s cold out there in 
the woods, so wear 

three jackets.

The story takes 
Wake to this lodge 
overlooking 
Cauldron Lake.  
It’s based on a real 
lodge in Oregon.
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C H R I S
T H U R S T E N

I go in for elegant
design and games that
make you feel like
you’ve learned
something. Also,
spaceships.

INVISIBLE, INC.
www.invisibleincgame.com

Beautifully-crafted strategic
stealth. You’ve got 72 hours to
prepare your cyberpunk spy
organisation for a last-ditch assault
on the megacorps. This is an
unparalleled generator of brilliant
heist moments: last-ditch escapes,
heroic sacrifices, precarious
gambits. Fantastic art, too.

C R A F T A M A S T E R P L A N

KERBAL SPACE PROGRAM
www.kerbalspaceprogram.com

Take charge of your own space
agency, design vehicles, and conquer 
gravity. Kerbal Space Program has a
steep difficulty curve, but it’s worth
climbing – not least because many of 
the things you’ll learn apply to real
rocketry. By the time you land on the
Mun, you’ll have been on a long,
rewarding journey.

E X P A N D Y O U R U N D E R S T A N D I N G

DOTA 2 
www.dota2.com

 Complex, time consuming, and 
often heartbreaking, Dota 2 has 
become a huge part of my life. It’s not 
just about learning heroes, spells and 
strategies – it’s about how you think, 
how you manage your emotions, how 
you work with other people. Nothing 
else in gaming feels as good as 
winning a Dota match.

L E A R N  A  S E C R E T  L A N G U A G E

INFINIFACTORY
www.zachtronics.com/infinifactory

Being abducted by aliens and
forced to build factories isn’t such a
terrible fate, it turns out. Infinifactory
combines Minecraft-style creativity
with the pleasure of logical puzzle-
solving. The difficulty curve is
perfectly pitched, testing your
understanding of each factory
element in dozens of different ways.

S O L V E A P U Z Z L E

DRAGON AGE: INQUISITION 
www.dragonage.com

 This is a dramatic fantasy tale told 
with real heart, which unfolds against 
a stunning backdrop. DA: Inquisition 
is a rare example of a sequel that 
works well as a standalone 
experience, but if you import a save 
there’s also a real thrill to seeing the 
way your decisions in previous 
games have changed the world.

S T A R  I N  A N  E P I C

ELITE: DANGEROUS
www.elitedangerous.com

Whenever I’m feeling stressed,
Elite’s massive simulation of the
Milky Way is where I turn. Frontier’s
commitment to the fantasy of
far-future space travel is absolute,
from the flight model to the political
system to the peerless sound design.
All you need is a full tank of fuel and a
sky full of stars to explore.

G E T L O S T I N S P A C E

WOLFENSTEIN: THE NEW ORDER
www.wolfenstein.com

A striking vision of a Nazi-
dominated 1960, The New Order is
silly, dramatic, and exciting by turns.
These are some phenomenal-feeling
guns, including the best shotgun(s)
you’ve ever fired. As singleplayer
shooter campaigns go, this puts Call
of Duty and Battlefield to shame –
and does so with old-school style.

P U L L T H E T R I G G E R

GRAND THEFT AUTO V
www.grandtheftauto.com

The singleplayer is great and all, 
but for me GTA V’s masterstroke is 
multiplayer. The heists and
structured multiplayer minigames 
are great, but the real joy is found in 
simply hanging out: going for plane 
rides, fooling around at the beach, 
coming up with inventive and deadly 
ways to use a rollercoaster.

C R U I S E  W I T H  Y O U R  F R I E N D S
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THE ONLY 
GAMING 
AWARDS 

VOTED FOR BY 
GAMERSwww.goldenjoystick.com

HAVE YOUR SAY!
Best Original Game?
Game of the Year?
Gaming Platform of the Year?

Let us know what you’ve loved
from this great year of games.

VOTE FOR YOUR 
FAVOURITE GAMES 
OF THE YEAR!

VOTING OPENS 
25TH AUGUST 

Sponsored by:

33rd



I T ’ S  A L L  O V E R . . .
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