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Hard Work!
by Walt Pretorius

It has been quite a busy 
month for us here at 1337 
Media. And it is really just 

the tip of the iceberg… There 
is so much happening on the 
gaming front in the next few 
months that it is difficult not to 
feel all intimidated and excited 
at the same time.

For Gamecca, this month 
has really been a case of 
drawing lines. With so many 
great releases coming at the 
end of the month, the idea of 
“just one more” game review 
has been massively tempting. 
After all, we want to get you 
the information as fast as 
possible. But in a magazine 
format, deadlines are the 
golden rule, and there comes a 
point at which I – because I am 
meant to be the responsible 
one when it comes to editorial 
– have to start putting my 
foot down. That said, we 
haven’t been extremely 
brutal… we have reviews of 
a number of latecomers this 
month, including the likes of 
Assassin’s Creed 4: Black 

Flag and Battlefield 4. We 
even have a Skylanders: Swap 
Force review, right in time 
for you to start planning that 
dreaded Christmas spend.

That’s what it all comes 
down to, really – providing 
our readers with the best 
possible information within 
the paradigm of our chosen 
format. It can be quite 
challenging, particularly 
when you have to resist the 
temptation to add just a little 
more at the last minute.

And so we kick into high 
gear with an issue that has 
a lot of big name games 
included. The aforementioned 
Assassin’s Creed 4 and 
Battlefield 4 are joined by the 
likes of Beyond: Two Souls, 
Batman: Arkham Origins, 
FIFA 14, F1 2013, PES 2014 
and Pokémon Y, to mention a 
few. We also have numerous 
interviews and features… in 
short, this is a big issue.

There’s a lot of excitement 
ahead for this year, still. Sure, 
we won’t be sharing in all of 

it; here in South Africa we’re 
going to feel a little side-lined 
for a while as we watch the 
rest of the world get all excited 
about their new PlayStations 
and Xboxes… but it won’t be 
too long before we can indulge 
in those, too. And all the big 
names will still be available to 
us on our current generation 
consoles. A little patience will 
doubtlessly be rewarded.

Before I sign off and let you 
get one with what I personally 
feel is an awesome issue (and 
how about that cover?) I would 
like to take the opportunity to 
welcome Tauriq Moosa to the 
Gamecca Crew. Tauriq will be 
contributing his level-headed 
and insightful opinions to us in 
the form of a column, and I’ll 
see if I can twist his arm into 
writing some reviews for us in 
future, too.

I would also like to thank 
the Gamecca Crew for their 
excellent effort in putting this 
issue together… get some 
rest, guys, because the next 
one is bound to be big!  gF
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Despite the 
overwhelming 
desire to screw 

it all for a ball of chalk 
and become a dreadlock-
infested, underpaid writer 
on some secluded beach 
on a mythical “untouched” 
island… I have a day job. 
This day job is, however, 
more than a day job. It’s 
my life, love and passion. 
It keeps me alive. I even 
run my personal life as 
though it’s a campaign with 
no end-date, just changes 
in brand messaging and 
maybe an occasional 
corporate identity shift. I’m 
not entirely sure what it is 
that my personal campaign 
cycle is focused on, what 
my KPIs are in everyday 
life and why on earth I 
chose to use an advertising 
metaphor to describe my 
control issues. 

One of the global 
power brands I have the 
pleasure of working with 
is one in the automotive 
space. They’re German, 
they’re luxurious, they’re 
powerful and they embody 
everything that makes 
me a devoted petrol-

head. Over the past two 
weeks, we’ve been knee-
deep in admin, stress 
and excitement at the 
Johannesburg International 
Motorshow. We’ve been 
preparing for this event 
for ages. It has altogether 
been the most stressful 3 
months of my life. 

But then I had a moment. 
And I wish there was a 
less “Oprah” term for 
this, but it was an “Aha!” 
moment. In amongst 
the complete chaos, my 
awesomely geeky client 
and I sat and watched as 
Pippa, a German product 
specialist and our epic 
crew conducted everything 
we’d envisioned over the 
planning phase. I watched 
all of my hard work and 
dedication come together 
and produce even better 
results than we anticipated. 
I felt maternal; I even gave 
everyone a juice box. 

And I realised, with an 
overwhelming sigh that 
this is why I love what I do 
and this feeling is actually 
almost identical to the thrill 
I used to get when gaming 
obsessively. And If you’re 

an MMORPG gamer, 
you’ve also had an Oprah 
moment. Let me explain. 

You install a new game. 
You watch the progress 
bar and hold your breath 
when it edges closer to 
completion. You tap the 
“run” button and are hit 
with the first cinematic. 
Your excitement builds 
when you are presented 
with a platter of character 
classes to choose from. 
You analyse the base 
potential of each one, 
with plans for their 
dexterity, their strength, 
their Crit strike. You 
make a selection; give 
the character a name, a 
back story, maybe some 
personality attributes. And 
then you play. 

I have always developed 
a much closer bond 
with my first character 
class than subsequent 
new additions. That first 
character learns with you, 
they understand the game 
dynamics alongside you, 
they make friends with 
you, and they experience 
new skills, new spells, new 
shields. You make decisions 

for your character. You 
decide what his central 
attribute will be, you 
decide what skills suit his 
potential, and you decide 
who else you want on your 
team. 

And then it happens. 
Suddenly, your map 
belches up a boss. It’s 
time. Everything you’ve 
been training for, every 
piece of armour and 
weaponry that you’ve 
painstakingly put together, 
every hot key that you’ve 
set up, every word you’ve 
blurted into a team speak 
headset. It all comes down 
this boss fight. You run 
into battle and, despite 
your fingers being the 
ones hitting the keys, 
your character is winning! 
The health bars fight for 
dominance, the potions 
are glugging out as the 
fire-imbued demon comes 
to terms with your ice-
engaged retaliation. You’ve 
won. 

And that feeling, the 
relief, the happy exhaustion, 
the pride, and the wave of 
catharsis… that’s why I 
love what I do. g
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by Sarah Snyman

The views expressed in this column are not necessarily those of 1337 Media or Gamecca Magazine.
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The Pirate’s Life
The Kenway saga continues... err, starts...



by Walt Pretorious

g amec c a53 11

The Pirate’s Life
The Kenway saga continues... err, starts...

The Assassin’s Creed saga has, 
since the release of the original 
title in late 2007, taken us to the 
Holy Land, Renaissance Italy and 
Revolutionary America. Now we 
can visit another violent hotspot 
from the annals of human history 
– the pirate-dominated Caribbean. 
Assassin’s Creed 4: Black Flag 
provides the player with a massive 
playground to explore (for more 
details, check out the review in 
this issue) but it also does some 
things that are unusual for the 
franchise... most notably breaking 
the chronological order that the 
series has followed up until now. 
The player is thrust into the role 
of Edward Kenway, the grandfather 
of Connor (the hero of Assassin’s 
Creed 3).
We managed to catch up with 
Antoine Fortier-Auclair, the 
Realisation Director for Assassin’s 
Creed 4, and asked him about 
some of the ideas behind the 
creation of this next instalment 
of the war between the Assassins 

and the Templars.
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GM: Why did you 
decide to abandon the 
chronological order of 
the Assassin’s Creed 
series for Black Flag? 
Why move back in time?

AF-A: If we keep going 
forwards in time we’re 
going to get to a place in 
time where guns are more 
effective; that’s probably a 
big part. But we don’t want 
to be limited by any rules… 
we may move into a time like 
that in the future. There are 
some explanations that you 
will see in the present day 
part of the current of the 
game that you’ll discover. But 
basically with history being 
our playground,  we don’t 
want to be bogged down 
by rules. Just like we don’t 
necessarily want to do three 
games with each character. 
Our rules are that we set the 
games in interesting periods 
of time, in interesting areas of 
the world – places of conflict 
where the background of the 
war between Assassins and 
Templars can fit properly. 
That’s what really matters. 
So if you consider that you 
realise that you can go back 
in time, and that it shouldn’t 
be a problem. It’s about 
a bigger conflict than just 
travelling forward through 
history. 

GM: Pirates were 
actually nasty 
bastards, despite being 
romanticised in modern 
fiction. How does that 
fit into the Assassin’s 
Creed franchise?

AF-A: OK, so here’s the 
thing, about how they were 
nasty bastards… some of 
them were actually fairly 
decent men of values – of 
certain values, anyway. They 
were about forming a society 
that would be independent. 
At the core of it, that’s what 

it was – branching off from 
the empires. It was the first 
time that anyone did that. 
And that’s a main pillar of 
this story and the franchise 
so far.

Some of them were quite 
violent, but others had 
principles. I don’t want to 
go into any specifics, but if 
you read up on some of the 
characters that we’ve already 
announced – the pirates you’ll 
kind of be hanging out with… 
all those men were real, 
and interestingly enough, 
some of them represent the 
nasty bastard aspect, and 
others were more peaceful 
and principled. For example, 
Blackbeard – Edward Teach. 
His tactics were not so much 
being brutal; they were 
pretending to be brutal. It 
was a cover to make himself 
seem like a demon, so that 
people would fear him. Fear 
was more effective than 
violence. People would 
surrender their ships to him, 
rather than fight.

GM: So, once again, 
there is a high degree 
of historical research 
that has gone into the 
setting?

AF-A: Absolutely. I think 
one of the things that was 
talked about in the past… if 
you look at certain gigantic 
pirate movie franchises, 
that’s all well and good, 
and makes for great 
entertainment, but we want 
to stick with what Assassin’s 
Creed is known for: historical 
accuracy. And the reality is 
that the period was incredibly 
interesting. There’s a lot of 
depth to those people to the 
things that they did. So there 
really is no need for skeleton 
armies or krakens.

GM: While all previous 
characters were distant 
relations – Altair was 

Ezio’s distant ancestor, 
for example. But this 
time around, we’re 
actually experiencing 
three generations of 
characters, specifically 
father and son in 
Assassin’s Creed 3, and 
now the grandfather in 
Black Flag. What was the 
thinking behind that?

AF-A: I wasn’t in all of the 
meetings earlier on, so I can’t 
give too many specifics. But 
a lot of elements came into 
play, and fell into the right 
places. We developed the 
naval tech, which worked 
very well, and we knew 
people would love it. So we 
thought it would be fun to 
dig deeper in to that, and if 
that is your starting point, 
then pirates are an obvious 
choice. So you take a look 
to see how that fits. But if 
you look closely, you see that 
the pirate themes fall in line 
with what we have done in 
previous games; themes of 
freedom and oppression. So 
it’s absolutely appropriate. 
It’s not that far off from 
what we have already told in 
previous stories. So you look 
at the era, and you realise 
that the timing fits well with 
Edward being Haytham’s 
father. 

Everything fell into place 
for Edward to be the perfect 
protagonist. So from there 
the writers fed in to that, and 
used what was previously 
established. Fans of AC3 
and those that enjoyed the 
Haytham character will find 
a lot of depth. We call it the 
Kenway family saga. It’s the 
first time in the franchise 
that you have very close links 
between the Assassins and 
the Templars. The way that 
those factions are interwoven 
in those three characters 
(Edward, Haytham and 
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Connor) is very interesting.
GM: Assassin’s Creed 

3 was much less vertical 
than other games in the 
franchise – buildings 
were a lot lower, and so 
forth. Is that going to be 
the same in Assassin’s 
Creed 4?

AF-A: Well, we have the 
huge Caribbean Sea, and 
then we have the three 
cities: Nassau, Kingston and 
Havana. All three are very 
different in layout. Nassau 
is more of an island; it’s not 
so flat, though. It’s kind of 
hilly, I guess. Kingston is 
a mountain, so it goes up 
from the dock and makes 
for an interesting design. 
Havana was a Spanish city 
and was very much inspired 
by European architecture. It 
was, for the designers, a bit 
of a love-letter to the Italian 
cities in AC2. If you were a 
fan of those, you may want to 
spend a lot of time in Havana.

The Caribbean Sea is a 
massive world and while 
most of it is ‘flat’, we have 
a wave system in which – 
according to the weather 
– the waves will follow the 
Beaufort system up to 11. 
12 is a hurricane, and I don’t 
think we have a hurricane in 
the game, but at 11 you can 
expect some rough seas.

Further, in the naval system, 
if you attack a ship that has 
high masts, you can take out 
the mast and board it. That 
becomes a moving level, with 
the ships moving according 
to the waves. You can climb 
up your moving mast and 
then move to the other 
moving mast when boards. 
So there is verticality in those 
sequences. On top of that, 
it’s so impressive and fun to 
be running around on these 
moving platforms. The tech 
behind it is pretty crazy and 

really impressive. 
We have fifty unique 

environments in the 
Caribbean Sea, ranging from 
a coconut island – flat sand 
with a few trees – to fishing 
villages and Mayan ruins (tall 
buildings made out of rock). 
That variety, coupled with the 
verticality and tightness of 
a city like Havana, will give 
the players a ton of ways to 
move.

GM: With it being a 
pirate game, one would 
assume that there are 
changes to the economic 
system?

AF-A: We took a few pages 
out of Far Cry 3’s book. It 
had a fantastic open world 
system in relation to the 
crafting and economy. In 
Assassin’s Creed 4 there’s 
a variety of ways to get loot. 
You can swim under water 
and find sunken treasures. 
You can attack ships. You 
can attack merchant ship[s 
and not just get their money, 
but also their cargo. You 
can sell that, or use it for 
crafting. Everything you do, 
whether it’s whaling or diving 
underwater or attacking a 
ship, builds back into the 
economy system. That could 
be in terms of upgrading 
your character, or your 
ship (which you can fully 
upgrade and customise) or 
your crew. We brought the 
Assassin contracts idea from 
Brotherhood in and applied 
that to Edward Kenway’s 
fleet. So when you attack a 
ship and board it you have 
the choice to sink it, take its 
loot or send it to your fleet. 
If you add it to your fleet, 
it becomes a ship that can 
bring things back to you, 
much like the assassins did 
in Brotherhood. It’s a very 
similar system.

So that coupled with the 

stuff we got from Far Cry 3 
makes it very interesting. It’s 
about bringing it back to the 
fantasy the whole time and, 
undeniably, getting loot is the 
prate fantasy. It’s the pirate 
way.

GM: You mentioned 
the whaling, which has 
raised a few eyebrows. 
Has it been included 
because it adds realism 
to the game?

AF-A: Yeah, realism… and 
I think that it’s appropriate. 
People who find it 
inappropriate… well, we’re 
not really pushing an agenda 
for piracy, either, if that 
makes sense. You know what 
I mean? 

At the end of the day, it 
is just a game – but it is a 
game that tries to remain 
historically accurate. And 
it’s been our motto since 
Assassin’s Creed started. We 
cannot shy away from things 
that are a little ugly. At the 
time, they weren’t even ugly 
things. They were a way of 
surviving, a way of life. Even 
today, there are communities 
that have the right to hunt a 
certain amount of whales a 
year, because that’s how they 
survive. I don’t think anyone 
should see a problem, but 
that’s up to them to decide.

GM: What is your 
personal favourite 
aspect of Black Flag?

AF-A: It’s the way that 
everything you do feeds back 
into the bigger picture. I am 
a completionist and finish it 
if I can. And if I am going to 
be playing a game and collect 
everything you find in the 
game, I like those things to 
means something. I know it’s 
a big picture idea, but the big 
picture is so important. And 
that helps make for a really 
fun game – and that’s what a 
game should be. g 
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We are poised on 
the threshold 
of a new 

era. The portcullis, the 
gateway, the (dare I say it) 
verge of an event that will 
change gaming history.

In under a month we 
will see the international 
launch of the PS4, which 
hits South Africa a few 
weeks later, and the 
Xbox One, which will 
take probably another 
six months to come to 
our shores. Regardless 
of when we receive it 
however, we are poised for 
a dramatic change to the 
gaming landscape in under 
a year. 

I am no doubt revealing 
my age here, but I 
remember the launch 
of the PlayStation. Yes, 
that’s right, the first one. 
I personally never owned 
one, being a dedicated 
PC gamer from early on, 
and even the launch of 
the PlayStation 2 and 
PlayStation 3 passed me 

by. 
Indeed, the first console 

I owned was an Xbox 360, 
which I eventually bought 
simply so I could play a 
specific game I’ve now 
forgotten the name of. 
The interesting thing is 
that although I might now 
own an Xbox 360 (this is 
my third, my first having 
red ringed and my second 
was sold and upgraded 
to the newer model), a 
PlayStation 3, a Wii U and 
a pretty decent gaming 
PC, I now feel the need to 
have all the things. 

Considering that I 
managed to hold out for so 
long I find this somewhat 
disconcerting. Perhaps 
it’s because I wasn’t in 
the field I am now when I 
bought my first console, 
and so it didn’t matter 
that I couldn’t play certain 
exclusive games because 
it wasn’t like anyone was 
asking my opinion on 
them. Now however, not 
having an opinion on a 

specific game is actually 
detrimental to my career, 
and so it becomes a 
necessity to own each and 
every platform in order to 
be able to provide gamers 
with an informed and well-
rounded opinion.

What exactly is in store 
for us however? We 
can go on about specs, 
about which is the better 
console, but I’m still mostly 
convinced that people 
who have an affinity to a 
specific brand are going 
to stick to the brand they 
know, if only for the reason 
that we’re mostly lazy to 
start our gaming profiles 
from scratch. If I already 
have all my achievements 
on Xbox Live, as well as 
a Gold subscription, why 
would I go through the 
inconvenience of having 
to start again on the 
PlayStation Network? 
If, like me, you already 
have profiles on both, 
then this question doesn’t 
matter much and it simply 

becomes a matter of which 
one you’re going to buy 
first (because let’s face it, 
they’re damn expensive). 
In our case, we don’t really 
have much choice in the 
matter as there is still no 
release date for the Xbox 
One, so if you’re planning 
on buying both then at 
least you have a little time 
in between to make your 
credit card happy again.

The forward march 
towards bigger, better, 
faster, newer was 
inevitable of course – 
we’ve seen that repeatedly 
when looking back at 
previous PlayStation 
and Xbox models, so 
we might ooh and aah 
over the pretty graphical 
capabilities, the lack of 
lag, the speed at which 
the game responds, but 
in ten years’ time we’ll 
likely be saying the exact 
same thing about the 
PlayStation 5 and Xbox 
Whatever-They-Decide-To-
Call-It.  g
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by Pippa Tshabalala

The views expressed in this column are not necessarily those of 1337 Media or Gamecca Magazine.
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While we still have tons of great games coming in 
2013, our previews are slowly staring to focus on 
the new year. And, quite frankly, we like what we are 

seeing. It looks like 2014 will be off to a great gaming start, with 
some major names making an appearance in the first quarter.

In the meanwhile, we have some titles for you to look at that 
will be releasing over the next few months (including next year). 
And they look awesome! g

Highlights
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The rise of a whole new breed of super-beings.

Smoke, Lights 
& Infamy

by Nthato Morakabi
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When Cole MacGrath activated the Ray 
Field Inhibitor to destroy the super-
human known as “the Beast”, the 

resulting explosion in Empire City, and its effects 
thereafter, were felt worldwide. Conduits across 
the globe fell dead, both those who were aware of 
their powers and those whose powers lay dormant 
– however, a remnant of them survived the blast. 
Fearing the abilities of these super humans, capable 
of channelling various powers, the Department of 
Unified Protection (DUP) was established. Ensuring 
that these powerful beings are kept at bay, the DUP 
extended its oppressive hand across every major city, 
ruthlessly hunting down anyone that displayed the 

ability to be a conduit. 
Seven years after the Empire City event, Delsin Rowe 

finds himself as a young 24 year old graffiti artist, 
living in Seattle, Washington, with no real direction in 
life. When he witnesses an accident involving a bus, 
he jumps into action with the intention of helping and, 
in the midst of it, comes into contact with a conduit. 
What follows is a manifestation of his own dormant 
power, much to the dismay of his older brother and the 
rest of society, which sees this power as a disease and 
continues to seek the destruction of all conduits. Delsin 
however sees this power as a way to fight against 
the oppressive DUP, going out in search of others like 
himself; the choices he makes impact the future of all 
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be infused with his smoke and flame creating ability. 
Delsin’s body has also been revealed to disintegrate 
into smoke particles as he teleports; his arms can be 
used as jets to propel himself up and hover in the air 
and also he has been shown to come crashing down on 
enemies with an earth shattering smash. This power 
will be his initial ability but it has been revealed that his 
actual ability is to absorb the powers of other conduits 
and that these initial abilities are just a tip of the 
iceberg. 

Players can expect much from this upcoming PS4 
exclusive title, both in terms of amazing graphics as 
well as fun open world exploration, with an intriguing 
storyline. g

those around him.
Players can expect a similar gameplay experience that 

previous instalments of the Infamous series offered, 
including the open world exploration. Players can look 
forward to an amazing digitally recreated Seattle, with 
much of its key areas and features included in the game 
to make the title feel real. Much of the exploration 
and mobility will be done through the use of the ever 
fascinating movement style of Parkour, which will allow 
Delsin to automatically grab ledges when jumping up 
walls, allowing him to hoist himself up to climb buildings 
and walls or in order to hang on to a ledge before 
attacking his foes. Taking down enemies will be in the 
form of a chain wrapped around Delsin’s arm that will 

Genre: Third Person Action 

Rowe Delsin discovers his latent conduit 
abilities when he attempts to rescue civilians 
on a bus. His abilities can now help fight the 
oppressive DUP.

Developer:
Publisher:
Distributer:

Sucker Punch Productions
SCEE
Ster Kinekor

ETA

Feb 2014
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The Gran Turismo franchise is probably 
one of the longest running racing 
franchises, starting way back in 1992 

with the original Gran Turismo title. Hailed for 
its amazing graphics and realistic representation 
of motoring mechanics, the series has received 
some critical acclaim throughout its lifespan.

Now in its 12th iteration (which is also the 6th 
major game in the franchise), Gran Turismo 6, 
or GT6, as it is more commonly known, aims to 
deliver more of the fast-paced track racing that 
gamers have come accustomed to, coupled with 
high-powered vehicles and a wealth of tracks.

Starting with development in 2011, games 
developer Polyphony Digital confirmed that a 
number of well-known tracks will be available for 
racing, such as Mount Panorama in Australia, 
Brands Hatch and Silverstone Circuit in 
England, and Nürburgring in Germany. 

In terms of vehicles available in the 6th 
edition, players will be able to get behind the 
wheels of all the cars that were featured in Gran 
Turismo 5, as well as a few new additions, such 
as the BMW Z4 GT3 ’11, Chevrolet Corvette 
Stingray (C7) ’14, Nissan GT-R Nismo GT3 
N24 Schulze Motorsport, and the Lamborghini 
Aventador LP 700-4.

Polyphony and Sony have also confirmed the 
inclusion of Ayrton Senna-related content as 
part of a DLC bundle. The company has been 
working with The Ayrton Senna Institute, and 
said that racers will be able to “trace the roots 
of Ayrton Senna’s racing career” with the 
possibility of the famous Interlagos circuit being 
included. Senna was one of the sports great 
champions, winning three Formula One world 
championships and remaining the last driver 
fatality in Formula One. g

It’s all rubber and lights

The Grand Tour
by Charlie Fripp
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Genre: Racing

Gran Turisom is one of the largest franchise, 
and the new title surely won’t disappoint.

Developer:
Publisher:
Distributer:

Polyphony Digital
Sony Computer Entertainment
Ster Kinekor

ETA

Dec 2013

AT A GLANCE:

P
la

tf
o

rm
s

3DS
PSV

PS4
PS3
X0
X360

iOS
AND

Wii U

PC





g amec c a  r ev i ew  •  i s s u e  17  •  N ovembe r  2010g amec c a5324

Strength isn’t always in numbers

In the Shadows
by Charlie Fripp

P
re

vi
ew

Th
ie

f

Long before popular stealth titles such as Tom 
Clancy’s Splinter Cell and Ubisoft’s Assassin’s 
Creed franchise, there was another warrior 

lurking in the shadows of ancient towns and deserted 
forests. Some call it the original (or at least one of the 
first proper) stealth title, and now Thief is due for a 
reboot.

First started in 1998 with Thief: The Dark Project by 
Looking Glass Studios, the series took players through 
a morally ambiguous universe as the thief Garrett. The 
title allowed players to make decisions in the game 
that could affect certain outcomes, and also presented 
them with choices to forgo all morality. 

What also set the first-person looter apart from 

other titles in the genre, was the fact that there was 
an incredibly heavy emphasis on stealth as much of the 
gameplay involved using shadows to avoid enemies, 
rather than head-on action.

The upcoming reboot of the original franchise, players 
will still be put in the shoes of Garret, but the plot 
will take a ‘Robin Hood’ approach for the plot. Garret 
returns to The City after some time away, and finds it 
infected with a plague. While the poor is suffering, the 
rich is squandering their wealth, which doesn’t sit very 
well with the protagonist – and he plans to do something 
about it.

Just as with the previous titles, players will be given 
a number of possible paths and approaches in a given 
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mechanical eye from the previous games, as this title 
is a reboot and he still had both eyes at the start of the 
franchise.  

Lovers of the franchise will find that all the changes 
have been made to reflect fan feedback, such as the 
omission of an XP upgrade system, and that the title 
has also received a rather hefty graphical boost since 
the last title.

Players new to the franchise will experience a master 
thief at work, and while things might seem chaotic 
at times, it’s actually very easy to fall into. With the 
graphical boost and the number of upgrades that have 
been made to the game’s mechanics, it’s sure to be a 
winner. g

level, with most actions being choice-driven with 
different outcomes. And staying true to the original 
format, the shadows of the night will be the most 
effective way for Garret to steal and pick-pocket the 
city’s citizens. But it won’t be as easy as it sounds, as 
the game’s artificial intelligence will be aware of the 
level design, and know of potential hiding spots.

Using an aspect that players of Assassin’s Creed 
might be familiar with, Garret can also enter a Focus 
mode, which will grant him with the ability to highlight 
objects to climb on, enhance his vision and candles that 
can be extinguished to make areas easier to hide in.

In case some die-hard fans of the franchise was 
wondering, Garret’s Focus ability will replace his 

Genre: First-person stealth

With a number of upgrades, the title is sure to 
be a hit

Developer:
Publisher:
Distributer:

Eidos Montreal
Square Enix
Megarom

ETA

Feb 2014

AT A GLANCE:

P
la

tf
o

rm
s

3DS
PSV

PS4
PS3
X0
X360

iOS
AND

Wii U

PC



Enter the fascinating, paper-built world of 
Tearaway, venturing through the series 
of obstacles, puzzles and enemies to 

deliver a unique letter to the player. This 
PS Vita exclusive title was inspired by the 
creative art of paper craft and graphic 
designer/ animation direction Rex Crowle 
from Lionhead Studios, famous for Fable and 
Black & White.

This third-person adventure title will see 
players manoeuvre either the male character, 
Iota, or female character, Atoi, through 
uniquely created environments and areas all 
built to resemble a paper world that tears, 
folds and showers confetti… as paper should.

The main pull of this title is in the fact that 
the players will be personally involved in 
the game as the main character attempts to 
deliver a letter to the player. Players will be 
able to use the PS-Vita’s unique back-touch-
panel to make the playable character leap into 
the air on trampoline like surfaces, by tapping 
the back of the Vita or to “stick” their fingers 
into the game and see their actual finger 
tear through into the game and wreak havoc 
on the tiny paper world. There will also be 
actions that require the use the front touch-
screen in which players will have to tear open 
objects, flip open parts of the level or tap on 
an object to pop it open. Certain areas of the 
title will see the players use the gyro-sensor 
on the Vita to tilt objects in game in order to 
move a platform into the right position and 
continue along in the game.

This title looks to utilize all of the PS Vita’s 
functions, including the on-board camera, to 
create a rich, fun experience for all. g

Poking fun into a paper world…literally.

Flex your Fingers
by Nthato Morakabi
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Genre: Third Person adventure

Tearaway is a third person adventure title, set 
in a creatively designed paper world made for 
players to flip, tear and poke into.

Developer:
Publisher:
Distributer:

Media Molecule
SCEE
Ster Kinekor

ETA

Nov 2013
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Games that involve space trading often 
conjure up thoughts of the PC hit 
Freelancer, and developer Egosoft is 

still riding the space-trading wave for as long as 
they can. Makers of the X-series of games, the 
popular franchise will see another addition to 
their stable with X Rebirth.

Being the sixth instalment in the X universe 
adventure video game series, the latest title will 
be a sequel to 2012’s X³: Albion Prelude, but 
returning players will find a number of changes 
that have been made, most notably the user 
interface. 

Egosoft added that they wanted to make a 
title that was more accessible to newcomers of 
the franchise, and for that reason decided to 
redesign the interface to make it less complex, 
while still remaining comparable in complexity 
to those found in previous X series titles.

In terms of plot, the single-player space 
trading and combat game will focus on a young 
adventurer and his unlikely female ally as they 
fight of new enemies waiting to rise to power in 
a universe that has an uncertain future.

X Rebirth will also make use of a sandbox 
mechanic, which will allow gamers to roam 
the universe freely and trade with characters 
that they encountered throughout the tough 
missions. With trading naturally comes great 
wealth, and players will have the ability to own 
space installations and command fleets of 
starships. 

Moving forward, gamers will be able to 
dynamically alter the game world as they 
establish their own personal empire. Players 
of the previous titles will find enjoyment in the 
new game, while newcomers to the franchise 
might just discover an exciting new series. g

There is always a buck to be made

Space and Beyond
by Charlie Fripp
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Genre: Adventure

Being less complex, this version should be 
newbie-friendly

Developer:
Publisher:
Distributer:

Egosoft 
Deep Silver 
Apex Interactive

ETA

Nov 2013
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From the depths of human history, tucked 
into the northern quarters of the world, 
lies the visceral, brutal tale of two rising 

powers on the quest for prominence as Vikings 
and Saxons clash in War of the Vikings.

Players will be thrust into the historic clash 
between the mighty Norsemen and the valiant 
Saxons, choosing which of these rivalries they 
will represent in an online-multiplayer clash. 
Close quarter combat will place players right into 
the heat of battle with an, intense combat system 
that will require players to master blocking, 
dodging, swinging and a varying range of special 
moves. Ranged fighters will not be limited to 
distance as the blend between ranged close 
quarter combat pushes players past the sailing 
arrows, javelins and thrown axes to the gut of the 
battle.

Each skirmish will test the abilities and skills 
of players as they seek to build, customize and 
improve their personalized warrior with the 
various armour, amour styles, weaponry, heraldry, 
shield paintings and perks; also to follow astute 
Viking heritage, a customizable beard. 

A Training Ground will be available to play 
as a place for testing customized warriors in 
trial fights that will help define play style and 
necessary tweaks. Arena Mode turns it up a few 
notches as the intensity of battle sees foes a 
perilous spear throw away.

The title promises to give players the full Viking 
experience with multiple online game modes, 
large scale multiplayer battles and new levels set 
in historically inspired Viking Age England. With 
customizable fighters, unique helmets, armour 
and shields according to the selected faction 
and gruelling rivalries, War of the Vikings looks a 
promising title. g

g amec c a53

Relive the tenacious brutality of the historic Viking Age.

Bards, Beards 
& Battles

by Nthato Morakabi
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Genre: Third Person Action

Build the ultimate warrior and experience 
the momentous clash between Vikings and 
Saxons in this close quarter combat, online 
multiplayer title.

Developer:
Publisher:
Distributer:

Fatshark
Paradox Interactive
Apex Interactive

ETA

Q1 2014
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Everyone is connected in Watch_Dogs...

F
ea

tu
re B

I
G

 
B

R
O

T
H

E
R



g amec c a53 31

Everyone is connected in Watch_Dogs...
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Watch_Dogs is a game 

that will take the 

player into the gritty 

underbelly of Chicago, 

where they will take 

on the role of Aiden 

Pearce, an expert 

hacker and former thug. 

It seems appropriate, 

then, that we caught 

up with Lead Designer 

Danny Belanger on a 

fire escape. There, using 

a smart-phone to record 

the conversation, we 

chatted about bringing 

a connected world 

into a gaming paradigm, 

and what the player 

could expect from this 

reimagined reality.

GM: What are the challenges 
behind launching a new IP like 
Watch_Dogs?

DB: From my perspective there 
are a lot of challenges. For game 
design, you need to make sure it 
feels fresh and new. So the second 
to second and minute to minute 
game play has to bring something 
unique and different. That’s had a 
lot of influence on our side. I think 
the hacking and the seamless 
multiplayer are the core elements 
that stand out in this game.

But overall the story – the fantasy 
– and the background of the game 
and all the choices you make 
reinforce strong themes.

GM: It delivers quite a 

strong social commentary – 
everyone connected all the 
time. Is that what you were 
going for?

DB: Absolutely. I would say 
it’s more of a spotlight than a 
commentary. We’re trying to make 
the best game possible, but we 
want it to feel relevant. We want 
people to connect with what’s going 
on. And obviously being online and 
connected, your digital footprint 
or digital shadow is something real 
now. Everything you do on the ‘net 
is leaving something behind. For us 
that was a really interesting canvas 
to create our game on. But it has to 
create interesting game play, and 
that’s where we’re going.

We don’t want to judge the 
technology; we’re just raising 
questions. And that’s what’s 
interesting. We’ll let the player 
decide what to think in the end. We 
left a lot of grey zones. If you see 
someone and you have access to 
his personal data and you can take 
something away, or you know that 
he has a family or other personal 
info… you make the choice. There 
are good and bad points to making 
those choices. It has to have some 
meaning, and it has to be a personal 
choice.

GM: Why did you choose 
Chicago as a setting?

DB: There are a lot of reasons. 
The history of Chicago is rich, 
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and it’s a strong place to create 
an interesting narrative in. The 
architecture is very unique; it’s the 
birthplace of American architecture. 
And it’s also very connected – there 
is a very elaborate surveillance 
system that is unique in the way that 
private and public cameras are used 
together to create the system. Other 
elements like the bridges create very 
cool moments in the game play. So 
we just added the smart-city concept 
over this and connected all these 
infrastructure elements to create an 
interesting place to play.

GM: How much research 
went into it? If someone has 
been to Chicago, will they 
recognise the city in Watch_

Dogs?
DB: We sent a team to make 

it feel really real. But we have 
adapted the city to fit game play. 
The width of the streets and objects 
that are around… it’s cover-based, 
so it needs to be fun. But you 
will recognise the landmarks… 
the canals, the towers. It’s very 
recognisable.

GM: What area are we 
looking at for the play area?

DB: It’s really big. There are many 
districts, and there is more than just 
the city that you can go into. But 
we are looking at more depth. So 
rather than saying “we want to be 
the biggest game in the universe” 
we want the experience of alking 

one street, corner to corner, to bring 
something. All these civilians have 
information that can trigger game 
play. The crime detection system can 
help you detect and predict crime 
and as a player you can partake 
in that. So we’re trying to make it 
rich in every moment, rather than 
trying to be the biggest. Depth is 
more important than scale. But there 
is still a lot of variety. We haven’t 
revealed all of that yet, but there 
are a lot of places that feel very 
different.

GM: You’ve put a lot of effort 
into creating back stories for 
people not integral to the plot. 
How did you approach that?

DB: It’s done multiple ways. It’s 
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a technology that generates all 
these people’s lives – their kids, 
their story, their revenue… the 
programme is creating all these 
people using a certain logic, so 
every district has its own set of 
rules. We then have banks of 
information that is applied. I would 
be interested to see if anyone 
could find two identical people in 
the whole city. I would be amazed 
by that, because there is so much 
variety here. You can even listen to 
all of their phone calls, so there’s 
a lot of recording, a lot of text 
messages written… bringing the 
city to life.

GM: With the game being an 
open world, how linear is the 

main plot line going to be?
DB: That’s an interesting 

challenge because we believe in 
strong writing and dialogue and 
story. Personally I think that brings 
meaning to it. So when you get 
a narrative moment, you get a 
problem to solve. We’re not trying 
to put you on a rail, but you have 
to play it as designed. You can use 
any of the tools and play styles in 
the game, like stealth, combat or 
hacking. Sometimes hacking would 
be enough. But that’s where your 
story as a player comes in. We 
don’t want to put you in a corridor 
and say “this has to happen”. 
Obviously, though, where there is 
narrative you have to follow that 

story.
But that’s for the main quests. 

The open world is free for you to 
explore as you want.

GM: There are games 
out there that give you the 
option of any approach, but 
give better rewards for the 
‘preferred’ approach – like 
Splinter Cell: Blacklist, which 
gave greater rewards for 
stealth. Are we going to see 
that kind of thing in Watch_
Dogs?

DM: We try to reward you for 
difficulty, not play style. So if you 
take an enemy down using stealth, 
you’ll get extra experience points. If 
you just shoot him, you’ll get less, 
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but a head shot will get you more. 
So it’s really the difficulty that gets 
taken in to account. That’s how 
we’re trying to balance things out.

GM: You worked with 
Kaspersky Labs to create an 
authentic hacking experience. 
How did that fit in?

DB: We tried to create a real 
life experience. Everything we did, 
we tried to see if it made sense 
and if it could happen. It was a 
difficult challenge for the whole 
city infrastructure, but it was made 
possible by the smart-city overlay. 
We want players to be able access 
thing – including other players – 
through this grid.

GM: What were your biggest 

influences for Watch_Dogs?
DB: The themes we use have 

been around for a long time, like 
information control. The influences 
are all around us, all the topics that 
are relevant: social media, your 
digital footprint… that is really what 
influenced the game. And we took it 
a step further with the smart-city. In 
terms of narrative, we tried to have 
a tone that’s not too comical. But 
the game is not always dark. There 
are lighter moments. We felt it was 
important. The tone of Breaking Bad 
was something that we liked; they 
had very unique moments and very 
strong dialogue. But we don’t want it 
to be depressing.

GM: Your characters are 

visually very unique. What was 
it like coming up with those 
concepts?

DB: It’s a super-hard challenge 
because Aiden Pearce has to blend 
in, but stand out. Everything we did 
has to make sense. It’s Autumn in 
the city, so he has a long coat, which 
is also useful to conceal things. He 
is wearing a scarf that he can pull up 
and a cap. He wants to blend with 
the crowd. But when you’re making 
a game you want the character to 
stand out. I think these elements 
created something that people can 
relate to. He’s not over the top; he’s 
trying to dress like everybody else. 
But obviously it’s a game character, 
so he has to be unique.
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And there’s growth. There’s a 
mechanical growth, an RPG element 
in which you can unlock skills and 
tools. And there’s the narrative 
in which the character has to fix 
problems and issues that he has.

GM: Speaking of growth, 
what kind of opportunities will 
there be for development and 
customisation?

DB: We wanted to stay with 
the same character. So you can 
customise some things, but we’re 
not going extreme. We’re keeping 
with the tone of the game. But 
there are all the skills that you can 
customise – combat abilities, driving 
abilities, hacking abilities… and on 
top of that you have the economy 

system in which you can buy or 
craft things. These also support the 
purpose of development.

GM: How much will the 
player get to do in the open 
world?

DB: Well, there’s obviously the 
main mission, but the open world 
has a lot of different aspects to 
it. For example we have a ton of 
driving missions. We  think that 
a game that can offer a lot of 
different mechanics should take 
advantage of them. The crime 
detection system can also add 
opportunities. There is a lot of 
choice and a lot of mechanics, 
even augmented reality games that 
you can play in the game. All the 

mechanics offer a lot to do.
We’re trying to make the city 

dynamic and, as a player, you’re 
playing the tragedy of the character. 
By solving his problems he is 
tapping in to these systems, which 
allows him to see everything. And 
seeing everything puts you in an 
awkward situation. If you know, 
as a player, that there’s going to 
be a crime, are you going to do 
anything about it? Those are really 
interesting elements.

And then there’s the free-
roaming… it adds yet another 
element of storytelling.

There are even a lot of games you 
can play in the game, like poker… 
we even have chess.
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GM: So this character is 
more than just a hacker… he 
has a life. 

DM: We’re trying to make the 
world coherent, but with themes of 
connectivity and technology.

GM: What is your personal 
favourite aspect of Watch_
Dogs?

DM: I always have to say 
that there are two. I think the 
connectivity brings a really 
interesting layer to the open 
world experience, because it 
allows you to see the background. 
Traditionally in open worlds there 
are walls and streets, but now 
you can actually see the lives of 
people who live there.

The other thing is the seamless 
online experience. We’re trying to 
break the paradigm of multiplayer 
vs single player. When you’re in 
free roaming (because we don’t 
want other people effecting too 
many things in the narrative, for 
now) the system will offer you 
online experiences. That’s your 
choice – if you don’t like it you can 
disable it. But we give the player 
that choice. But in the setting, 
this idea fits. You shouldn’t have 
to quit a game and then relaunch 
a game to enter a multiplayer 
experience. Why do I have to 
quit my game to play with others. 
To me it creates a unique sense 
of paranoia. When something 

happens within the city you think 
“is that another player”? 

GM: Will you be able to 
easily identify other players 
in the game?

DB: Not in the beginning. 
There’s a transition moment when 
you know there’s someone there.

Seeing the passion that 
Danny has for this project, it is 
difficult not to get excited about 
Watch_Dogs. We may have to 
wait a little longer for it, because 
not long after this interview was 
conducted Ubisoft announced that 
Watch_Dogs is being delayed until 
(Northern Hemisphere) Spring 
2014. But it looks like this new IP 
will be well worth the wait.



I’ve worked really hard 
to keep this private, 
and I’ve evaded 

questions, told some 
outright lies and basically 
avoided my friends to hide 
a burning secret that has 
been tearing me apart. So 
it’s time for me to clear my 
conscience and come clean 
to the world.

I have not yet played 
Grand Theft Auto V. Before 
you reel in shock, or turn 
away in disgust – let me 
explain! 

As I get older, it gets 
harder to feed my private 
passions. There was 
nothing like that secret joy, 
earning money for the first 
time back in my late teens, 
and having the financial 
freedom to indulge my 
every whim. Saving up 
for my PlayStation One 
(still my bestest ever 
Christmas present to 
myself) and slowly building 

up my arsenal of multitaps, 
controllers and games 
(which was much more 
important than food – man 
cannot survive on bread 
alone after all). 

As I got older, it was 
always so easy to reserve 
a portion of my salary to 
make sure I got the best 
game titles every month, 
and earning a little more 
through the years, I got 
to put a little more in my 
slush fund for bigger wish 
lists, slicker gadgets (like 
my beloved 4 controller 
charge dock for my PS3 
– sadly “redistributed” by 
an unfortunate theft) and 
eventually having multiple 
consoles so that I had 
plenty of choices on how to 
indulge my no longer secret 
pleasure. 

But as I got more 
involved in family, careers, 
DIY maintenance and 
all the other trappings 

of being over 30, it gets 
harder and harder to find 
time. In fact, I’ve reached 
stage where I just wish I 
could have just a few more 
hours in each day just to 
do a little more. As a kid I 
remember that feeling of 
visiting a relative or friend’s 
house and saying “Wow, 
he’s got an awesome TV” 
or “Checkout this awesome 
electric guitar in your dad’s 
garage”. I’d always say 
to myself that if I had this 
kind of cool stuff, I would 
never leave the house (I 
mean who would, right?).

And then one day I woke 
up and I was that Dad, with 
all kinds of cool stuff lying 
around my house, some of 
it still waiting for the day in 
the distant future that I’ll 
get to do it justice. One of 
my good friends recently 
confessed that he’d bought 
an iPhone 5 but it’s still 
in a cupboard somewhere 

because he hasn’t had the 
time to get it setup yet. I’m 
not quite there yet, but I’m 
not too far away, I guess.

So I’ve started to make 
peace with the fact that 
most of my toys, which 
I’ve procured in genuine 
curiosity and pursuit of 
awesomeness, will most 
likely be coveted and 
enjoyed by kids and friends 
of kids in my family, who 
may even get to enjoy 
them more than I will. 

So some cousin of a 
cousin’s son is probably 
going to beat me to 
unwrapping my pristine 
copy of GTA V during a 
stay over or holiday sojourn 
and enjoy the hours of 
gameplay that I really wish 
I had if I had more time. 
But the truth is that if the 
universe did see fit to add 
a few more hours to the 
day, I’d probably just want 
to sleep longer. g
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We are about 
to enter an 
extremely 

frustrating time here in 
South Africa. The new 
generation consoles are 
going to be released very 
soon overseas, and we will 
have to spend at least a 
few weeks (or months, in 
the case of the Xbox One) 
experiencing all kinds of 
excited Internet chatter 
while we patiently wait for 
our own next generation 
machines to arrive. Worse 
than that, there may quite 
possibly be stock problems 
initially. That’s not really 
unexpected. Tracking 
trends in the South African 
gaming industry shows 
that virtually every new 
console released locally 
has been woefully under 
stocked for the first few 
months. Simply put, if 
you haven’t pre-ordered 
a PS4 yet, you’re more 
than likely going to have 
to wait until next year to 

get one. We’re a small 
territory. It goes with that. 
We simply have to grin and 
bear it, and smile at the 
rest of the world through 
gritted teeth. That said, 
there are likely going to 
be more than a few people 
who don’t become early 
adopters, and who will 
wait for a few months 
before committing to a 
new PlayStation 4. Even 
though the console will 
(highly theoretically) be 
available a couple of weeks 
before Christmas here in 
SA, the matter of purchase 
price will keep people at 
bay, perhaps in the hopes 
of an early price drop. And 
besides, most of the early 
release games (some of 
them explain) are available 
on current generation 
consoles, so there’s that… 
not the best argument in 
my opinion, but different 
strokes, as they say.

We are, ultimately, going 
to be spending a few 

months in limbo here in 
South Africa. It’s a nasty 
state of affairs, really, but 
there isn’t very much that 
can be done about it. We 
simply do not generate 
enough cash within the 
video game industry to 
become a higher priority. 
Until such time as we do, 
this will be our lot. But it 
also means that we might – 
just maybe – miss out.

See, that overlap of 
games being released 
on current and next 
generation consoles is 
where the real issue lies. 
If enough people buy, let’s 
say, Assassin’s Creed 
4 on current consoles, 
the likelihood is that 
they won’t necessarily 
be buying it on next gen 
consoles when they 
eventually do get here. 
That means that those 
holding out for games on 
next generation may have a 
bit of trouble finding them. 
This is particularly true 

for the Xbox One. While 
no local distributors have 
said as much, one cannot 
help but wonder if they will 
rerelease large numbers of 
a title on next generation 
when it has already been 
in the market for current 
generation machines for 
several months. Exclusives 
are one thing, of course, 
but there are a great many 
games that may fall victim 
to this idea. Like I said, 
there has been no official 
word on this, but games 
are expensive here, and 
local distributors won’t 
be trying to saturate the 
market if they don’t need 
to.

So that’s where we 
stand – in limbo. Hopefully 
it won’t last too long, and 
the valiant efforts of South 
African console distributors 
will see us happily gaming 
on next generation 
machines before the prattle 
from overseas has driven 
us over the brink. g
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Just casting an eye over our review list shows you that 
we are in the middle of what experts in the video game 
journalism industry refer to as “awesomeness”.

The end of the year is fast approaching and, as a result, 
publishers are showering us with all kinds of great games to get 
through. Here are the first batch... and there are lots more still 
to come this year! g

Highlights



Adherents of the Assassin’s Creed franchise 
may well have wondered what could possibly 
come next as the credits for Assassin’s Creed 

3 rolled. But by ending certain plot elements the way 
they did in AC3 didn’t tie the developers down… it 
freed them. The severing of certain connections has 
allowed Ubisoft to literally follow the second part of 
the creed: everything is permitted. And so we see the 
series move in a direction that, plot wise at least, is a 
bit different from previous Assassin’s Creed titles.

In Assassin’s Creed IV: Black Flag, the player 
taken on the role of Edward Kenway, the father of 
Haytham Kenway and therefore grandfather of AC3’s 
protagonist, Connor. But where Connor was the emo 
kid of the franchise, Edward is the rabble-rousing rebel. 
He is an aspirant pirate as the game starts off, and is 

far less focussed on the lofty goals and world-changing 
aims of the Assassin Brotherhood as he is on lining his 
own pockets with ill-gotten gains.

That’s not just a hollow concept – AC4 allows the player 
to indulge Edward, as well as their own pirate fantasies, 
by providing them with a massive map full of nooks and 
crannies to explore. The game world is almost a character 
in itself, with beautiful tropical islands to explore, savage 
storms at sea to navigate, and lots of ships to attack, 
board and plunder.

There is so much for the player to do in this massive 
and visually beautiful setting that ignoring the main plot 
is easy. Why go poking about in the story when you can 
do so much else? Hunting for animals to create new 
pieces of equipment (using a crafting system that is 
pretty much directly out of Far Cry 3), seeking buried 

For pirates, and for the franchise…

The Golden Age
by Walt Pretorius
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they feel that maybe they should get on with the story a 
bit.

Even within story missions, the player is granted a lot of 
freedom, enabling them to handle kills and other missions 
is whichever way best suits them. That said, the main 
plot is a little weak, and the main missions involve too 
many annoying “follow and eavesdrop” type missions… 
particularly when you consider that the conversations 
being spied upon are generally a little… well… boring. 
They’re a good challenge, sure, but they can also be 
awesomely frustrating.

Another frustration arises from the fact that Assassin’s 
Creed’s long-standing control bugbear makes an 
appearance again: tight turns and close environments 
may result in Edward starting to climb or similar things 
when the player doesn’t want him to. It is something that 

treasure, exploring ship-wrecks at the bottom of the 
ocean, unravelling mysteries left behind by the Mayans, 
taking on assassination contracts, shamelessly hunting 
Templars... all that and more can keep the player busy for 
hours. And that marks a significant difference between 
AC4 and AC3. This story is almost less about the war 
between the Assassins and the Templars, and more about 
Edward himself. The lofty goals and ideals of virtually 
every other game in the franchise have been replaced 
by a tale that is more personal, more about an individual 
than an organisation. Therefore the player can feel free to 
spend time building up their own personal trading fleet, 
or improving their personal ship, the Jackdaw. The only 
times that the player needs to return to the plot is when 
they cannot do certain activities because they become 
available as plot points (there aren’t many of those) or if 
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has been around for the whole franchise and while it is 
frustrating, it certainly isn’t a deal-breaker.

That leads nicely into the kind of environment the 
player can expect. AC4 has a lot on offer when it comes 
to places to explore. Like AC3, climbing trees and the 
like is once again an option – in truth, a necessity when 
it comes to some of the wilder sections of Black Flag’s 
world. But the game world is not as flat as it was in 
AC3 – buildings feel taller, and taking a leap of faith 
from the top of a man’o’war’s main mast is a heart-
stopping plunge. The game isn’t quite as vertical as the 
cities of AC2’s Renaissance Italy, but there certainly is 
a lot more climbing and rooftop running to be done here 
than in AC3. The game presents players with three main 
cities (Kingston, Nassau and Havana) as well as tons of 
other places, including towering Mayan ruins and dense 

jungles. Each city has its own character, and the tropical 
setting means that the proliferation of foliage has made 
it possible for Edward to move around unseen by hiding 
in clumps of bushes. The expected may piles and other 
hiding spots are also present.

Another nod to AC3 is Black Flag’s naval combat 
system. This makes up a massive part of the game, 
and has been trimmed beautifully. Never before has a 
game with a pirate theme presented such a sensible and 
enjoyable naval battle system. Combining ship battles 
with hand-to-hand combat during boarding sequences 
(on objects that move independently of each other, no 
less) leads to a very enjoyable experience. Upgrading 
the Jackdaw means that the player will be able to take 
on tougher foes, even facing off against a number of the 
enemy’s toughest ships at a time. But it’s hard work to 

R
ev

ie
w

g amec c a5346



The freedom granted the player in the beautiful and 
varied environment is greater than we have ever seen 
before in this franchise, and the player will likely spend 
a huge amount of time achieving their own goals, in 
addition to those set out by the narrative.

There’s multiplayer, too, using the same ideas that 
were introduced a while ago. Sadly, there are no naval 
battles available in multiplayer, but the Wolf Pack and 
other modes are still enjoyable, if not the mainstay of the 
title.

With so much to do and a rich setting to do it in, 
Assassin’s Creed 4: Black Flag will thrill fans and 
newcomers alike. With the expected attention to detail, 
historical accuracy and host of “famous” characters to 
meet, in addition to compelling game dynamics, it easily 
rivals AC2 as the pinnacle of the franchise. g 

get there, and the player will need to attack, board and 
plunder many ships to get the money and resources that 
are required. Ships that have been captured can also 
be sent to Edward’s fleet, which can be sent on tons of 
trading missions to generate more cash.

The control system is also an improved version of that 
in AC3. The combat system takes on the same “block 
and parry” approach of the previous game; the player 
activates a parry when attacked, and the action slows 
down for a split second while the player decides what 
kind of move they counter with. It’s a great system, and it 
makes for some impressive – even epic – fight scenes.

While AC3 may have been a slightly disappointing 
game, Assassin’s Creed 4: Black Flag more than makes 
up for it. It provides the player a massive map to explore, 
and peppers it with tons of things to do, find and collect. 

AT A GLANCE:
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It seems, these days, that multiplayer is what 
it’s all about. This can be doubly emphasised for 
modern combat games. The two big kids on the 

block, Battlefield and Call of Duty, both vie for the 
valuable attention of online multiplayer fans, both with 
varying degrees of success. But while the COD series 
has its roots firmly set in the single player campaign, 
Battlefield has always been a multiplayer franchise. 
Even when titles like Battlefield: Bad Company came 
along, with a stronger campaign on offer, multiplayer 
was always key.

But multiplayer isn’t all there is to a game, and DICE, 
the makers of the Battlefield franchise, are well aware 
of this. Faced with opposition that delivers campaigns 
that are not necessarily strong in narrative, but yet 
are compelling single player experiences, they have 

tried to ramp up the delivery of the single player story in 
Battlefield 4.

The result is a short campaign that sees the player 
cruising through various hotspots in a bid to take out the 
bad guys intent on… yada yada yada. It’s the same old 
thing we have seen time and again from these kinds of 
games. Only Battlefield 4 still manages to have the single 
player game feeling like it’s a tacked-on afterthought, 
rather than an important part of the overall experience. 
It’s not quite as bad as the brutally linear tale told in 
Battlefield 3, but it isn’t that much better, either. It’s 
crammed with set pieces that Michael Bay could take 
notes from, and the characters that help tell the tale 
are stereotypical military types that have been found in 
virtually every piece of wartime-oriented entertainment 
since movies got sound. They’re a bunch of brash, bravado 

Battlefield sticks to its multiplayer roots...

All Out War!
by Walt Pretorius
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Those that are not going to give multiplayer a good long 
go should probably wait to see what Call of Duty: Ghosts 
brings to the table in terms of single player. Battlefield 4 
just doesn’t deliver in that regard.

But, once again, this is a game that has multiplayer in 
its very DNA… and it shows. The multiplayer aspect of 
Battlefield 4 is really why you would want to play this 
game. It offers numerous game modes, some of which are 
new, while still generally sticking to the massive degree of 
variety that made the series great since Battlefield 1942 
was first released.

The battles, should you choose the right modes, are still 
massive and possessed of a chaotic nature that makes 
then equally intense and enjoyable. As always, the player 
has a wide variety of options, in terms of soldier classes 
and vehicles. The fight really in on land, in the air and at 

driven folk who spew clichés and overblown statements 
like it’s going out of fashion, and do little to add depth or 
meaning to an overall lacklustre single player experience.

And yet, graphically (on consoles, mind you) this is 
where Battlefield 4 shine. The Frostbite engine does a 
great job in capturing the atmosphere in overcrowded 
warships and decrepit buildings alike, with effective 
lighting and great animations. Still, the experience just 
doesn’t deliver. The AI is thoroughly thick, in the way 
that AI characters will push the player out of cover, and 
a squad engagement command (point and click orders, 
pretty much) is the only thing that will make them be even 
slightly effective against throngs of enemies. The voice 
acting and dialogue is more hammed up than a side of 
bacon. And the action follows the same pace throughout – 
fast, fast, fast.
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sea in this iteration of the franchise, but the balance of 
power doesn’t necessarily lie with those who are great 
at piloting vehicles. A careful balancing act means that 
infantry can be as effective.

One of the biggest changes that a player will see this 
time around is that the destruction of the environments 
has been ramped up from Battlefield 3. Getting your 
cover destroyed makes quite a change in the game 
dynamic. On top of that, the multiplayer maps in 
Battlefield 4 demand a lot from the player, because 
they are fantastically built to do just that. Players will 
need to keep their wits and actions sharp in these 
maps, which have been designed to not give easy 
advantage to anyone.

Great maps, awesome destruction and wonderfully 
chaotic warfare demands a solid selection of game 

modes, and Battlefield 4 delivers. It features nine 
multiplayer game modes, ranging from the all-out-war 
of Conquest (which demands that teams hold strategic 
points in order to win) through to the tense, more 
personal Rush (with one team defending strategic points 
and the other attacking). One of the new game modes 
is Obliteration, in which teams are assigned targets that 
need to be demolished. A bomb randomly spawns on the 
map, and it is up to players to collect it and deliver the 
payload to their target, while the opposition tries to do 
the same.

There have been tweaks, too, to the way the game 
handles. Knifing someone from the front, for example, is 
not as easy as it used to be. That might be sad news for 
many, but it does create a more level experience overall.

There are lots of different ways to enjoy the 
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are out of luck – that particular SKU uses flash memory, 
and Battlefield 4 will have none of it.

In the end, a lot of people are going to be comparing 
DICE and EA’s modern shooter to Call of Duty: Ghosts 
when it arrives. Whether this comparison is fair or 
not will remain to be seen. The games may be very 
similar, but the differences are enough to mean that a 
direct comparison is not necessarily the best approach. 
Battlefield 4 follows its roots, though, delivering a solid 
multiplayer experience, even if the visuals on console 
leave a little to be desired. It is unfortunate that the 
single player campaign is rather weak… had it been a 
bit stronger, Battlefield 4 would have been a great all-
rounder in the modern shooter category. As it stands, 
though, it is a good option for those that prefer their 
warfare in the multiplayer variety. g 

multiplayer, as always, as well as tons of vehicles, 
different weapons and other kinds of equipment. This 
is the way that the Battlefield franchise is meant to be 
played; not everyone’s cup of tea, but there you have it.

The strong concentration on multiplayer begs a 
question, though – why have the console multiplayer 
versions of the game got the short end of the visual 
stick? While the single player campaign has lots of eye 
candy and visual flash, the multiplayer game simply does 
not look as good. It doesn’t look terrible, mind you, but 
there is a definite difference.

Those wanting to play on Xbox 360 also need to be 
aware of the fact that the game demands a hard-drive. 
Even if they have space for the obligatory 2GB install, 
Battlefield 4 won’t install to anything but an internal hard 
drive. That means that those who own a 4GB Xbox 360 

AT A GLANCE:

g amec c a53 51

Score

Genre: First Person Shooter

If you’re after a good multiplayer modern 
warfare option, this is a solid bet. But the 
single player campaign feels like a tacked-on 
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It is the peril of any game to place emphasis on 
one aspect above all others. While this may seem 
obvious, plenty of titles (both indie and triple A) 

have taken this approach, putting a premium on one 
outstanding element and hoping it will carry the rest 
of the game through. Not only will such a title almost 
certainly divide its audience, for instance adrenaline 
junkies will quickly become bored playing a game laden 
with cut-scenes, the balance between gameplay, plot 
and presentation becomes vastly more precarious, and 
should even one facet be out alignment a potential gem 
will quickly disintegrate into a haphazard mess.

Quantic Dream, developers of Fahrenheit and Heavy 
Rain, are no stranger to this juggling act, and have 
indeed built a reputation on nailing games crafted 
almost exclusively around their plot, so much so in fact 

that they’ve created a genre for themselves, the so-called 
interactive drama. It’s a niche in gaming that is definitely 
not for everyone, but for those that value the plot in the 
games they play, Quantic Dream has become a champion 
of narrative in an age where spectacle is the order of the 
day. Thus Beyond: Two Souls, the latest release from 
the French developer, has high expectations to meet, 
especially considering their last release is deemed by 
some to be the finest game of the PS3 generation.

To begin with the more superficial aspects, graphically 
Beyond is flawless, with a visual authenticity that is simply 
stunning to behold. The likenesses of Ellen Page, Willem 
Dafoe and Eric Winter have been captured spectacularly, 
creating a game that practically breathes with life. The 
world around them has been paid equal attention however, 
as random NPC’s stamp their feet and breathe into 

Too much story, not enough game?

Unbreakable Bond
by Lein Baart
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always been to replicate as far as possible the actions on 
screen with the controller, bridging the abstract divide that 
exists between the player and the game. In light of this, 
the QTE (quick-time event) mechanism that featured so 
predominantly in previous titles has largely been replaced 
by a system in which the right analogue stick serves as 
both the camera control as well as the action trigger. 
The innate flaw in this design though is that frequently 
actions are unintentionally triggered when trying to move 
the camera, which can be especially frustrating when you 
are unaware that there is an object in Jodie’s immediate 
vicinity. The combat, which requires you to move the right 
analogue stick in the direction Jodie is moving, plays much 
more like a conventional QTE scene, though awkward 
camera angles can make it difficult to see exactly how you 
should respond. Downloading the Beyond App, which 

their hands when cold, or cry out in astonishment at the 
numerous inexplicable events that happen around Jodie 
(the main character). Likewise, uncounted small additions 
to the various scenes you’ll encounter, from graffiti on the 
streets of a city to posters and pin-ups in Jodie’s room, 
all combine to render you completely immersed in the 
game. This is aided in no small part by the magnificent 
soundtrack that accompanies Jodie’s travails, which was 
actually the final project of Normand Corbeil, the award 
winning Canadian composer and long-time collaborator of 
Quantic Dream.

Beyond plays as an over-the shoulder third person 
adventure (with a first person view when controlling Aiden 
– more on that later), and it’s in the control scheme, which 
has continually been a contentious issue with Quantic 
Dream titles, that the first problems creep in. The idea has 
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is available for both Android and iPhone, does simplify 
the controls, but experienced gamers will still find the 
regular controller far more comfortable to play with.

The main focus of Beyond though will always be the 
plot, and it’s here that the game shines and disappoints 
in equal measure. Following the life of Jodie Holmes, 
played by Ellen Page, from the age of eight through to 
twenty three, Beyond tells the (non-sequential) story 
of woman born with a mysterious connection to an 
incorporeal entity known simply as Aiden, who acts 
as her constant companion. As is usual for a Quantic 
Dream title, choice lies at the heart of the game, 
allowing the player to make decisions that will drastically 
affect the direction of the story. Or at least that’s the 
theory. David Cage has been quoted as saying that he 
wanted to show the consequence of an action before 

the choice that caused it, and for this reason chose to 
make the game’s narrative non-linear. It’s an intriguing 
concept, and films, which the developer strives so ardently 
to emulate, have put it to great use in the past, creating 
twisting tales that warp the mind. The trouble is though 
that in an interactive medium, especially one with variable 
outcomes, having the consequences already determined 
robs the player of whatever the choice was in the first 
place. What this means for Beyond is that most decisions 
are essentially reduced to minor events, and the game 
becomes far more linear than what would otherwise be the 
case if it was told chronologically. More dilemmas abound 
though, especially in terms of Aiden, who is meant to be a 
major character in the game. Unfortunately, lacking both a 
voice and face, he is reduced to little more than a floating 
prompt outside of cut-scenes, and thus becomes more of a 
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of redemption are all themes that are strongly interwoven 
into the story, but above all else this is an account of 
Jodie’s struggle for acceptance, both from herself and 
from others, and what choices you do have go a long way 
to shaping how it plays out.

Beyond: Two Souls then is a game that will undoubtedly 
leave more than a few gamers rather unsatisfied, even 
fans of previous Quantic Dream titles. From its somewhat 
unwieldy control scheme to a chaotic plot that lacks in 
choice in comparison to its predecessors, this is perhaps 
an experiment in game design that went slightly off 
track. For those that have the patience to ride out its 
foibles though, Beyond: Two Souls can be a magnificently 
engaging, immersive experience that, once the hook finally 
takes, we keep you transfixed and compelled to see it 
through. g 

tool than an actual individual.
That’s not to say the plot is without its merits, though. 

The talents of Ellen Page, Willem Dafoe and the rest of 
the cast are put to great use, and while the game can 
feel disjointed on occasion due to the jumping narrative, 
individual scenes are brilliantly constructed. At times 
Beyond can be genuinely agonising, as you watch a shy 
young girl being tormented at her first party, or otherwise 
heart lifting as Jodie triumphs over all the adversities 
she’s faced. There’s a genuine emotional connection to the 
characters, a rare quality in modern gaming, and you’ll find 
yourself utterly enmeshed in Jodie’s tribulations. Likewise 
the plot, once you played through enough for it to start 
making sense, is fantastically written, though detractors 
of fantasy and sci-fi may find it somewhat overblown. The 
unknown of death, the horror of abandonment and the joy 

AT A GLANCE:
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Activision really hit several nails on the head 
when they first introduced us to the Skylanders 
universe a few years back. Capitalising on 

several needs and desires, Activision have managed to 
create a franchise that has been hugely successful to 
this point. With the release of Skylanders Swap Force, 
it’s probably just going to get bigger. They have managed 
to build an almost unassailable lead in the collectible-toy-
game market, and despite products like Disney Infinity 
entering into the picture, it is likely that Swap Force will 
surge ahead and generate the giant publishers tons of 
cash, just like the other Skylanders products did.

And why shouldn’t it? Activision have provided 
something with this franchise that isn’t just a fad. They 
have produces a series of games that parents can rely on 
to keep kids entertained. The games aren’t graphically 

violent, don’t feature a blush-inducing lexicon of foul 
language, and don’t take on themes that might leave a 
youngster traumatised. These games are safe for the 
whole family. However, that may lead one to think that they 
are sanitised, mind-numbing button mashers (like so many 
of the kid-oriented games based on films we see). That’s 
not the case, either. Skylanders has always had at least 
some mental challenge to it. And Swap Force ups that 
particular aspect of the game by adding something of a 
strategic approach to the characters themselves.

The core of Skylanders Swap Force are the 16 characters 
that make up the eponymous crew. The Swap Force is a 
“crew” that have interchangeable parts. Basically, the top 
half and bottom half of any of these characters can be 
swapped around. For example, the two characters that 
come with the starter pack are Blast Zone, a fire element 

It’s more than just swapping out characters…

Tops and Bottoms
by Walt Pretorius
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range of “normal” Skylanders characters as well. Also, 
the investment increases, because to play this particular 
game, you need to buy a new Portal of Power – the base 
that allows the collectable toys to interface with, and save 
progress from, the game (for those who don’t know).

On the upside, a new starter pack doesn’t invalidate 
what has come before. Swap Force can make use of older 
Skylanders characters, too, so the investment into those 
particular figurines will continue. IN fact, every now and 
then Swap Force will almost demand an older character. 
One small section, for example, needed a Giant character 
(from the previous release) to collect a reward.

That really is the core of the business model: certain 
areas of the game will require certain character types to 
access some areas. Previously, it was characters of certain 
elemental classes. Then the requirements for Giants came 

long range fighter with an explosive jump, and Wash 
Buckler, a short range water character that can climb 
and attack with his octopus legs. A quick swap results in 
either Blast Buckler or Wash Zone, characters that share 
characteristics of their former configurations. Do the 
maths, and you’ll see that if all 16 characters are owned, 
there will be 256 different combinations – in effect, 256 
“characters” with differing abilities. Combining characters 
is not only fun, but allows for that more strategic approach 
mentioned before. Players can combine characters to 
match their strengths and play styles, as well as to adapt 
to the various areas and sub-areas that the game presents.

Initially, six of these characters will be available, with the 
following ten to be rolled out in the coming months. It’s a 
great idea, but it does propose quite a financial investment 
to get all sixteen characters. And then there is a new 

g amec c a53 57



along. Now, with Swap Force, it is taken even further. 
Element specific characters, like fire, water, air, earth 
and so on, are still needed. Giants are needed too. But 
Swap Force adds two new requirements to unlock sub-
sections. The first is dual elements, which can be easily 
dealt with by either combining the right Swap Force 
characters, or by playing a multiplayer session with 
two “normal” characters of the appropriate elemental 
affiliation.

Other areas are locked with requirement for abilities 
possessed by Swap Force characters. These abilities 
allow things like climbing, digging and so on, and allow 
mini-games to be enjoyed. But they do add another 
purchasing dilemma, and completionist players will want 
at least one Swap Force character for each of the eight 
abilities.

It all looks like Activision are trying to cash in on a 
lucrative idea, and quite frankly they are. Strength to 
them for that, because they have produced a product that 
not only causes a lot of excitement among younger fans 
and solves gift ideas for ages to come, but also presents 
parents with a “safe” game for their youngsters to enjoy; 
yet still a game that is stimulating. And older “kids” will 
enjoy it, too.

Essentially, Swap Force continues the story line from the 
previous game, actually building on the events that ended 
Giants. It brings the player to a whole new area, where a 
magical volcano that recharges the magic of the Skylands 
is under threat. Here the players will battle against their 
old arch-nemesis, Kaos, as well as a new, nefarious foe.

The plot is uncomplicated, yet very entertaining. The 
game is crammed with the usual visual gags and humour 
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clever way in which each character stores its data, rather 
than having all save information stored on the console 
system itself. This makes Skylanders Swap Force yet 
another wonderfully social adventure, allowing easy use of 
multiplayer and quick, effortless swapping of characters 
within the game.

So is Activision cashing in here? Sure. But they aren’t 
providing a hollow experience. Part of the reason why this 
franchise has done so well up until now is not just that it 
offers lots of collectable figurines that can enter the game, 
but also because it provides a great, fun game for players. 
And that, ultimately, is where the value of Swap Force 
lies – in the unbridled enjoyment it provides to players, 
especially youngsters. For that, and for the fact that this 
is a wonderfully careful yet highly engaging product, 
Activision deserves every cent. g 

that youngsters will find appealing, with a couple of more 
subtle references for older players to enjoy.

The game dynamic is a rather simple one, too. Swap 
Force features mild platforming with lots of sanitised 
action, with opponents ranging from the weak but 
numerous Chompies through to some fairly challenging 
bosses. And it all gets wrapped up into a bright, cheerful 
package where absolutely anything goes. Elves, robots, 
dragons, whatever – Swap Force takes the usual 
fantastical exuberance of the franchise even further, 
becoming a charming and eclectic adventure filled with 
mini-games, exploration and fun.

And then there’s the fact, of course, that the collectable 
characters themselves can be used with any platform. 
Once again players can use their characters to play 
with friends, regardless of console choice, thanks to the 

AT A GLANCE:
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I was a very big fan of the first Batman game in this 
series, namely Arkham Asylum. It was one of the 
best, most exciting superhero games of its time, 

with intuitive, yet challenging combat (most of the time 
anyway), a rich and interesting story, and fantastic 
character development.

I was only slightly disappointed by Rocksteady’s 
second Batman game, Arkham Asylum, which felt a 
little disjointed in comparison to Asylum’s masterful 
storytelling and awesome combat system, and it 
introduced a much more open world environment in 
comparison to Asylum.

It was with trepidation then that I learned of the switch 
in studio from Rocksteady to Warner Bros. Montreal, 
as a change in studio rarely results in an improvement 
to the franchise, and sadly this was to be the case with 

Origins as well. 
It’s not a complete disaster however, as there are some 

wonderful insights into the psyche of both villains and our 
Dark Knight, along with a few useful gameplay changes 
that add to the detective experience overall.

The story follows Batman as he intervenes in a jail break 
at the Blackgate Penitentiary on Christmas Eve. The 
story is set about five years before Arkham Asylum, so 
he is not quite the crime fighting hero we know from the 
other games. The segment of the Gotham that is later to 
become Arkham City is not yet walled off. When Batman 
arrives at the prison, he sees Origins’ new villain, Black 
Mask, execute the police commissioner, and while Black 
Mask escapes, Batman meets Killer Croc for the first 
time. Other super villains also put in an appearance in this 
game including Batman’s nemesis, the Joker, at this point 

Batman goes back to basics, and skips Christmas dinner.

From Whence 
He Came

by Pippa Tshabalala
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the combat system is still in essence the same – combo 
attacks that you attempt to chain together, coupled 
with counters when foes attack you from behind and 
so on – somehow it feels less challenging and more 
like a timed button basher than the previous games. 
Every fight is more about routine and going through the 
motions and whereas before you might have tried stealth 
to bypass fights you didn’t feel up to, now it’s unlikely 
you’ll die and have to repeat them. If you do, you really 
just weren’t paying attention and made a stupid mistake 
while countering. Even the boss fights aren’t particularly 
challenging overall. 

The real issue I think is that this is game-play we’re used 
to, and in order to remain interesting and challenging, 
there should be new features added to it in order to make 
it feel less routine. Sure, a couple of new weapons here 

a newbie on the Gotham City scene. 
Without giving away too much of the story, Batman 

spends the majority of the story chasing down Black Mask 
as well as a variety of associated thugs. Of course there 
are twists and turns as is to be expected, and due to a 
bounty on his head we also find our hero being chased by 
a variety of skilled assassins, including the infamous Bane, 
while at the same time playing the part of super detective.

The open world environment, which didn’t contribute 
to Arkham City in any meaningful way, makes a return 
and has been expanded yet again in Origins, which to 
be honest I think was a mistake. The city is sprawling 
and disjointed, and although you can now fast travel to 
locations, you need to unlock each area by destroying GPS 
jamming signals before being able to do so. 

While in many ways the game-play remains unchanged, 
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and there are great, but it’s still punch, punch, counter, 
stun, punch, punch, counter, counter, stun, takedown 
and so on. Same old, same old. You still feel the thrill of 
hanging upside down waiting for an enemy to pass by 
so you can execute an inverted takedown, but it seems 
as if every environment is similar to the last. In this case 
predictability is the order of the day and very little feels 
new and fresh. 

Wait, that’s not entirely true. The detective mode 
has been enhanced and expanded, and Batman can 
recreate crime scenes in order to uncover clues as he 
goes, a pretty awesome new feature that really brings 
the detective element to the fore. This was probably 
my favourite new feature as you can go forwards and 
backwards almost frame by frame, uncovering clues as 
you go. 

Moving on to enemies - as a part of the thugs that roam 
the city, a new martial arts enemy has been introduced 
which brings a more challenging new aspect to fights, and 
will force you to pay a bit more attention when it comes to 
countering attacks. 

As in Arkham City there are a variety of side missions, 
from stopping random crimes that happen around you, to 
unblocking control towers so you can fast travel around 
the city using the Batwing. The side missions are fun if 
you’re not looking for hours of serious gameplay, but as 
in Arkham City, ultimately they can get a bit tiresome. It’s 
unlikely you’ll bother to go back and finish them at any 
point.

Luckily the story is not awful, although I couldn’t say 
I became particularly invested in it on any level. It often 
feels as if the story is simply a mechanism to move you 
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characters you were talking to. Now it seems that you 
need to continue talking to them in the hopes that they will 
provide you with more than merely drivel. 

Visually it looks slightly dated. Character models are 
stiff and walk awkwardly, frame-rates lag on occasion and 
the textures don’t look quite as clean as expected. It is in 
line with the look and feel of the previous games however, 
and while it might not be cutting edge, it’s not awful by 
any stretch of the imagination.

Arkham Origins is by no means a bad game, and if this 
was the first game in the franchise as opposed to the 
third, I would have been way more forgiving. Unfortunately 
WB Montreal didn’t quite fill Rocksteady’s shoes and 
Origins will disappoint fans of Asylum and City. Likely 
you’ll still play it however, which you should, if only for 
some background on the awesome villain line-up. g 

from place to place around the city. The introduction of 
certain villains we’ve come to know in earlier games, and 
the background of many of them is contextualised here 
however, and we gain insights into the mind of the Joker, 
the origins of Bane as we know him from Asylum, and a 
more comprehensive background on Killer Croc which 
adds to the franchise as a whole. 

Narratively the dialogue scripting is stilted and 
unimaginative. Alfred seems full of pointless statements, 
and the addition of a “Press X To Talk” seems likewise 
meaningless. Only rarely does this seem to lead to 
worthwhile information when conversing with characters, 
and I’m at a loss to understand why Warner Bros 
introduced this feature into a game in which the mechanic 
wasn’t broken. In previous versions, any information 
you needed to know was imparted immediately by the 

AT A GLANCE:
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Genre: Action Adventure

Not an awful game, but uninspired in 
comparison to its predecessors. Still worth the 
play, especially if you feel the need to be the 
Batman. 
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When video game franchises release new 
instalments every year, there inevitably 
comes a time that the current game doesn’t 

really impress as much as the previous one did. This 
seems to be particularly true of sports titles; we have 
seen games like FIFA and Tiger Woods PGA Tour have 
off years a few times in the past. 

These aren’t necessarily bad games, but the 
expected changes just aren’t delivered – at least 
not in a massively apparent way. And with the world 
being literally weeks away from the release of the 
next generation of consoles from Sony and Microsoft, 
the phenomenon becomes even more apparent. 
Case in point: F1 2013. Here’s a game that doesn’t 
disappoint, and manages to deliver exactly what fans 
would expect. However, the desired innovation is not 

immediately apparent. And even when it does become 
apparent, it tends to be tweaks under the hood, rather 
than big, game improving changes. In short, if you 
have played F1 2012, you won’t notice that much of a 
difference here. And if you haven’t played F1 2013 yet, 
you may well want to consider waiting for the next gen 
version which will inevitably be available around this time 
next year.

F1 2013 is not a bad experience at all, but it doesn’t 
make enough of a step forward from the previous 
iteration to be extremely exciting. Car handling has been 
tweaked, and delivers a better experience, to be fair, but 
the cars in 2012 weren’t exactly bad, either. The graphics 
look good, but that (once again) can be said about the 
previous game. The controls have been trimmed up a 
bit too – once again, it’s a small detail, and might not be 

A few tweaks are what you’ll find

The Same Race
by Walt Pretorius
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lack some polish. This polish extends to the historical 
accuracy of the modes, with inconsistencies creeping 
in. Codemasters would have done well to rethink their 
approach here but, ultimately, this important addition is 
more of a distraction than a great alternative.

True enthusiasts will appreciate the fact that the game 
also now allows for mid-session saving. That means that 
a gamer who wants to do a full length race, for example, 
doesn’t have to dedicate a massive amount of time to it 
– at least not all at once.

What it comes down to is this: if you haven’t played 
F1 2012, or you are very keen on things like the classic 
modes or mid-session saving, F1 2013 is a good fit. If 
you’re looking for an experience that is significantly 
ramped up from that of the previous game, you may 
want to wait for the next gen console version. g

very noticeable for all but the most ardent F1 simulation 
fans.

The basket that F1 2013 is putting a number of its 
eggs in is a classic mode that recreates races, cars and 
conditions from the ‘80s and ‘90s. Those that purchase 
the Classic Edition will have access to both decades, 
while the “normal” game comes with the ‘80s included, 
and the ‘90s available as DLC. This is an interesting 
look back at Formula 1 through the years, and places the 
player (particularly when it comes to the ‘80s) in control 
of five different cars that respond and handle very 
differently. Stripped of more than 30 years of scientific 
advancement, they are brutes that need to be muscled 
through courses.

The classic modes offer a great alternative to the 
standard fare, but they are also under-exploited and 

AT A GLANCE:
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The FIFA franchise of football titles is probably 
the most well-known among sports gamers, 
and together with PES, probably the longest-

running. And with that comes a wealth of knowledge 
and experience that developer EA Canada put to 
good use for the latest title, FIFA 14.

Right from the offset, the first thing that players 
will notice is that the menu system has been given a 
complete overhaul in the way it operated and looked 
in FIFA 13. The choices have been made larger, with 
colourful images occupying the spaces for selection. 
It’s a much sleeker look, but it can be a bit confusing 
at times to locate the desired menu options.

Essentially the title functions in the same way that 
the previous title did, in the sense that players are 
still able to start a new career as already-existing 

real-world footballer, create their own character to 
play as, or take on the role of a player-manager.  

But if that seems to be a bit too much, the option to 
create a new character in Pro Mode will be better. EA 
retained the ability to import a player’s face through 
their EA Game Face option, but in this version a 
couple of frustrations did creep up, such as having to 
re-upload their photos to the server.

Once a character is created, they will be assigned 
to a specific club to play for in a couple of matches. 
Just as with FIFA 13, that won’t last very long as the 
player will quickly be loaned out to a second-rank 
team in a God-forsaken city. And it’s from here where 
they need to prove themselves and play well enough 
to receive offers from the teams that they actually 
want to play for. 

There is always something new

To the Goals
by Charlie Fripp
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to facial animations, stadium details and the players 
on the field in general. EA’s Ignite Engine, which will 
only be available for the PS4 and Xbox One versions, 
will also provide both graphical and game-play 
changes.

Players of the previous games will find a lot of 
enjoyment from FIFA 14, but one can’t help to wonder 
just how long EA will drag out the franchise. Other 
than the new engine that will be incorporated into the 
next-gen title, there are a lot of innovation – certainly 
not in the “plot” of the game. 

If this is the first football title that new gamers 
pick up, they will have an incredibly good time, but 
returning players might find that it is just more of 
the same dressed up in a clean interface with better 
graphics and control. g

In terms of game play, a number of changes have 
been made to provide for a better playing experience. 
An issue that players had with the previous titles, 
was that the characters don’t have enough freedom 
to conduct the correct actions on the field. Well, 
EA changed all that so that players will have more 
accurate moves, tackles and ball control with their 
Impact engine.

But that also presents unskilled or causal gamers 
with a bit of a challenge: as things get more realistic, 
it does tend to make the title a bit harder to play. 
Greater effort now needs to be put into correct ball 
handling and shot accuracy, which often means a 
wayward football travelling to unintended places.

Graphically, the title definitely stands out from the 
previous iterations, as greater detail has been added 

AT A GLANCE:
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Nne thing that a game reviewer should never do is 
judge a game based purely on its cover. There are 
a lot of assumptions that can be made in doing 

that, and a jaded or predetermined attitude towards a 
game can negatively impact the resulting review.

This idea is very applicable to Focus Home Interactive’s 
Farming Simulator. Sure, we have seen some crazy 
simulation games coming from this stable, and making 
judgements before the fact is more than a little easy. But 
the truth of the matter is that Farming Simulator – while 
arguably something of a niche title – is far better than 
assumptions would allow one to believe.

At its core is a simple yet effective management 
model. And while the game’s name does imply that it is 
a simulator, it really is more of a management title. Sure, 
you get to drive all kinds of heavy machinery, but these 

activities really just serve as the mechanics of the game. 
The real soul of Farming Simulator lies in the management 
that the player has to do in the background.

It’s more than just doing doughnuts in a field with a 
tractor. The player is expected, in this title, to manage 
aspects of their farm. This comes in a variety of forms, with 
the main aspect of activities falling on the growing of crops. 
Wheat, barley, canola, potatoes, sugar beets and grass 
(for feeding livestock) are the available crops, and players 
will make use of the harvesting cycle to generate cash. 
This cash can then be spent on improving equipment and 
expanding farming operations.

It gets a little more complex when livestock are 
introduced. The least impactful are chickens, which provide 
the player with a small but steady income in the form of 
eggs. Move on to cows and sheep, and things get a bit 

More fun than you might think…

Land… Hoe!
by Walt Pretorius
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of problems. The graphics look a bit dated and there are 
issues with some of the physics. The AI governing the cars 
driving around the player’s operation is terrible. But with 
all of that said, Farm Simulator is the kinds of game that 
allows the player to set their own goals, and hopefully 
achieve them.

It’s not action packed. Rather, this is the kind of game 
that follows a pedantic cycle and relaxed pace. That’s 
refreshing, in a way – one gets a little tired of explosions 
and head shots all the time.

In short, Farming Simulator will be a game that will grab 
some players, although it certainly won’t be everyone’s 
cup of tea. It is detailed enough to be engrossing, without 
leaving the player feeling like they need an agricultural 
degree to get through it. Try it… you may discover a 
repressed farmer living deep inside you. g

more involved. The cows need food, after all, and take a 
lot more care than chickens do. That said, it is here that 
the player can really start establishing systems. Growing 
grass to feed cows not only saves money, but also results 
in the production of manure, which is an excellent fertiliser. 
This system allows the player to create a self-sufficient and 
profitable farm.

Other sources of income, like solar power arrays, can 
also generate steady revenue streams for the player. 
There are even “side quests”, which involve mowing lawns 
and delivering goods, which also generate money. This 
income can then be poured into hiring workers and overall 
improvements as the player’s enterprise expands. It’s 
simple management, but it is robust and sensible.

And it’s all a bit more enjoyable than it first appears. 
Getting down to brass tacks, Farm Simulator has a lot 

AT A GLANCE:
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Welcome to the Kalos region, a whole 
new world to explore with a new roster 
of Pokémon to catch, areas to traverse, 

opponents to face and so much more to enjoy, all to 
be experienced finally through the 3DS’s stereoscopic 
abilities.

This long running series is now in its sixth generation 
and as with each new generation, new Pokémon come 
to the forefront, increasing the number of obtainable 
creatures to a grandiose total of 718. Set in a brand 
new region in the Pokémon universe, the Kalos region 
captures with each new area a semblance of past 
generations, all aesthetically visualized for a nostalgic yet 
progressive atmosphere.

Similar to all previous versions, you start off from a 
small suburban hometown where a rather understanding 

mother enthusiastically encourages you to travel the 
world… alone… for however long you wish. What ensues is 
a journey that sees you traversing through various towns, 
cities, forests, swamps, deserts and caves. 

The extended roster of Pokémon includes three new 
starter Pokémon: Froakie, the blue frog water Pokémon, 
Fennekin the fire fox Pokémon, and Chespin the spiky nut 
grass Pokémon. A brand new type has also been introduced 
into the series, the Fairy type. Though one may deem this 
new type as weak due to its name being associated with 
words like pink, fluffy and weak, this new type has a strong 
advantage over Dragon types, bringing a whole new level of 
tactics into play especially in online battles.

Online play has been greatly improved and is more 
instantaneous and easily accessible; no longer does one 
have to visit a Pokémon Centre in order to trade/battle 

A new level of depth…and it is Mega Awesome.

Evolution 
Revolution

by Nthato Morakabi
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some of the stones are given as you progress and there is 
nothing cooler than unleashing the power of your Pokémon 
through this new transformation. 

Another new feature is called Pokémon-Amie which gives 
players a platform to interact with their Pokémon. This 
interaction allows players to pet their Pokémon, feed them, 
speak to them or play fun mini-games with them - and each 
interaction increased their affection towards you. You can 
even have a visual interaction as the camera picks up your 
facial features that your Pokémon will react to.

So much more can be experienced in the game from the 
3D battles with proper 3D models to the Super Training 
mini-games that improve your Pokémon’s overall stats 
to being able to change clothes and ride on the backs of 
Pokémon. This latest title offers an in-depth Pokémon 
experience that exceeds all previous versions. g

or do anything online, all is now just a push of the button 
away. The Player Search System is like an app that displays 
on the bottom screen of the 3DS and when connected to 
the internet, it displays everyone on your friends’ list both 
online and offline as well as any specific people you want 
to have on a Acquaintances list but more than that you can 
see all players from around the world who are playing the 
game as well and you can interact, battle, trade, chat and 
do much more with them. Later on in the game one can 
enter a Safari Zone and the more friends you have on your 
Friends List revealing more Pokémon to catch.

The most noticeable additions to the new Pokémon are 
the Mega Evolutions. This is a temporary transformation 
that a Pokémon will undergo during battle but only certain 
Pokémon can achieve this new transformation and only if 
that Pokémon is given a specific Mega Stone. Thankfully 

AT A GLANCE:
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Score

Genre: RPG

Explore the new region of Kalos with your 
newly acquired Pokémon and experience the 
joys and trials of being a Pokémon trainer.

Similar to: Pokémon Black/White, Pokémon Black/White 2

MaxPlayers Local 1 Network 5 Online 5

Developer:
Publisher:
Distributer:

Game Freak
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Core Group
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AT A GLANCE:

The Wonderful 101 is a game that will 
galvanise players into either love or hate 
pretty much from the word go. It’s the 

kind of game that will grow into a cult classic, 
but most gamers will find it far too frustrating 
to really sink their teeth into.

In this Wii U exclusive title, players will take 
control of a team of superheroes called the 
Wonderful 100 (with the additional one in the 
title being a reference to the player). These 
superheroes aren’t the individualised characters 
we are used to from Western comics, but rather 
follow ideas that we saw in Japanese series like 
the Power Rangers; it’s all about team work and 
co-operating to overcome the odds.

And the odds are great – Wonderful 101 
offers the player some truly awesome boss 
battles. These fights, against a variety of giant 
creatures, can last a really long time, and imbue 
the player with a massive sense of satisfaction 
when they are done.

But Wonderful 101 faces the player with a 
really big problem that, initially at least, can 
be devastating to the experience. See, it uses 
a very unique and often complicated control 
system that requires gesture-based input on 
the Wii-u’s touch screen. However, the game is 
extremely shy with tutorials and explanations. 
The player will be left to figure a lot out for 
themselves, which proves to be an extremely 
steep learning curve.

Additionally, the game can be extremely 
visually chaotic. This can lead to some 
confusion, which many may find frustrating.

In the end, Wonderful 101 is an exciting and 
inventive game that is hampered by some of 
ideas. A better tutorial system would have done 
it the world of good. g
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A massive action packed superhero romp

Chaos Reigns!
by Alex Scanlon
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Genre: Adventure

Great looks and an interesting control idea 
form the core, but the experience is marred by 
an overly-steep learning curve.

Similar to: Unique

MaxPlayers Local 1 Network 0 Online 0

Developer:
Publisher:
Distributer:

Platinum Games
Nintendo
Core Group

Parental Advisory Accessibility
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A while ago, an apparently ever-widening gap 
sprang into being between PES and its arch-rival, 
the FIFA franchise. FIFA was sprinting ahead, 

heading towards the goal mouth with speed, while an 
apparently winded PES lagged behind… trying hard, but 
unable to take on EA’s giant. That gap has been closing 
quite quickly over the last few years, though, with PES 
developers Konami throwing everything at the football 
simulator to try and bring it back into a dominant position.

Last year’s instalment saw some pretty big 
improvements, making it a PES game that came close to 
the former glory that the franchise enjoyed. This year, with 
PES 2014, Konami manages to close the gap even more. 
Perhaps EA’s concentration on all the new toys available 
for the upcoming next gen consoles meant that current 
generation versions of FIFA suffered a bit. Whatever the 

case may be, PES 2014 comes very close to its rival this 
time out.

The biggest and most impressive change lies in the 
graphics. Arguably better than FIFA this year, PES 2014 
comes alive with detailed looks that are awesome to behold. 
The players are greatly improved and the stadiums that the 
action takes place in have been transformed from tombs to 
responsive celebrations of the sport. A pity the commentary 
doesn’t really live up to these presentation improvements. 
The menus, too, look a bit old-fashioned… but when it comes 
to action on the pitch, PES 2014 looks great.

Riding high on a great response to last year’s outing, 
Konami have introduced some new ideas in PES 2014, and 
in doing so have taken yet another step forward. Using both 
analogue sticks, the player can exploit the newly defined 
physicality of the game, which affects the players and the 

PES 2014 shines on the pitch.

The Passing Game
by Walt Pretorius
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the surrounding the sport, rather than the sport itself. PES 
is great on the pitch, but actions and activities between 
matches are decidedly lacklustre.

The same can be said for the game that doesn’t show 
actual games of football. While PES shines during matches, 
more attention to detail and a more polished approach to 
interstitial activities would have benefitted the game greatly.

There are some pretty big moves made by this year’s PES 
title, and almost all of them work towards greatly improving 
the player experience. Konami have done well with this 
iteration, capitalising on the momentum they gained with 
PES 2013. But until they refine certain areas of the game 
and manage to break EA’s iron grip on virtually every licence 
out there, they will battle to dominate. In this case, fans of 
either franchise are well justified in arguing their side. It’s a 
good year for PES. g

ball. This means that PES remains a passing game, which is 
exactly what good football should be. New systems mean 
that the game feels a bit more real, but sometimes they can 
interfere just a little with the action. Tussles, for example, are 
just far too common.

A nice touch added to this year’s game is the ability for 
players to assign and manually execute specific plays based 
on key areas of the pitch. It grants the player the feeling 
of being in control of the whole team, rather than just the 
footballer on the ball.

Unfortunately, the biggest point that detractors of the PES 
franchise make returns once again this year… the lack of 
licenses. UEFA, Cope Libertadores and the Asian Champions 
League are all licensed leagues, but most of the teams and 
players have been replaced by facsimiles. Here is where 
FIFA gains the upper hand again, as well as in the areas of 

AT A GLANCE:

g amec c a53 75

Score

Genre: Sports

A great step forward for the franchise, PES 
shines where it matters... on the pitch.

Similar to: PES 2013, FIFA 14

MaxPlayers Local 7 Network 0 Online 2
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Publisher:
Distributer:

Konami
Konami
Ster Kinekor
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AT A GLANCE:

Though originally released on PC, the 
Plants vs. Zombies series slipped onto 
touch devices like a tailored glove. So it 

is no surprise that the popular tower defence 
game’s sequel debuted on tablets and smart 
phones. Instead, gasps of disbelief should be 
reserved for its new freemium model. Yes, PvZ 
2 is free, but you could be shelling out for in-
app purchases…

Fans and newcomers alike will discover a 
game vastly improved over the original. A 
time-travel themed storyline allows for a lot 
of puzzle variety, while individual levels also 
dish up some nice surprises. New units join the 
familiar ones, while the zombies are augmented 
with a whole range of new deadly and shifty 
shamblers. Even if you finish the main stages, 
there is much to discover and great challenge 
levels to dominate.

Now, normally if EA released a freemium 
game, one would expect it to eventually choke 
the free gameplay, forcing gamers to buy 
add-ons. That is not the case here - a healthy 
amount of grinding gets you to the end of the 
current game, leaving the impatient to hand 
over their cash for digital goodies. But we 
may be charged for future expansions and 
other content releases, which are clearly on 
the roadmap - and to be honest that is alright. 
In fact, playing it for nada all the time leaves 
one feeling a bit guilty, as PvZ2 is well-above 
the standard of other free games. It oozes 
quality and has none of the financial model’s 
rinse-repeat problems. And it is as addictive 
as bubble wrap. The real question is if the 
freemium gamble will pay off - PvZ sold well 
in its day. Will fans still pay, even when the 
experience is better? g
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The plants are back - and free.

The Gratis Dead
by James Francis
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Genre: Strategy

A solid sequel that betters the original and 
appears unspoilt by jumping to an in-game 
purchase model.

Similar to: Plants vs. Zombies

MaxPlayers Local 1 Network 0 Online 0

Developer:
Publisher:
Distributer:

Popcap
EA
EA

Parental Advisory Accessibility
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Good management games are becoming harder to 
find these days, as the trend towards shooting 
your buddy in the face keeps gaining traction 

among gamers. It seems that more thoughtful, pedantic 
gaming has been supplanted by the quick fix of applying 
a high-velocity round to your opponent’s cranium – at 
least that’s what release lists would appear to indicate. 
But there are still companies out there who are making 
it possible for those whose tastes veer towards a more 
business-like (and less war-like) experience to get a 
gaming fix.

Rise of Venice is such a game. It puts the player in the 
role of a Renaissance Venetian man who, thanks to a 
sudden death in the family, inherited a ship and a desire 
to become a powerful merchant. By sailing said ship to 
around 25 different Mediterranean cities where goods 

can be traded, the player will theoretically rise through the 
ranks of Venice’s most powerful families.

It’s not quite that easy, though, for two main reasons. 
The first is a fault, and the second is the way the game 
works. The fault is that Rise of Venice presents the player 
with a fairly steep learning curve, but doesn’t do much 
by way of instruction. The instructions that are there 
tend to be a little wishy-washy: starting up automated 
trade routes, for example, may require the player to do 
research in forums and the like. The manual and in-game 
help simply don’t explain key concepts well enough. 
This problem arises from time to time. It really is a pity, 
because the game is really rather intriguing once you 
figure out how it works. And that leads to the second 
obstacle the player will face in their rise to power… 
politics.

Becoming a Venetian big-wig…

The Hard Slog
by Walt Pretorius
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than mad scrambling) to feature strongly. They’re not 
totally broken and can be simulated (for the most part) but 
this is one area in which the developers could really have 
put a little more effort. Clever players will structure their 
convoys to include a lot of escort vessels, just to make 
these battles (when they are forced on the player) a bit 
easier.

Overall, a patient player who is willing to do a little 
digging into the mechanics early on will find a rewarding 
experience waiting for them in Rise of Venice. The 
graphics and sound effects are decent, creating a fun 
world to mess about in. But it will take patience and 
outside research to get there… things that modern gamers 
don’t seem willing to do too much of. If you don’t mind a 
pedantic game that demands all kinds of attention and 
homework, Rise of Venice is well worth a try. g

Renaissance Venice was ruled by some very powerful 
people, and to become one of them, aspirants needed 
to curry favour, bribe, slander and steal their way 
through. The same is the case here. Aside from running a 
(hopefully) ever-growing trade empire, the player will need 
to take part in political actions, too. If the player makes a 
lot of money, thanks to shipping activities and later taking 
control of manufacturing concerns, this can be a fairly 
simple task. Enough cash spread about can solve any 
problem in Rise of Venice. But it could be a tricky journey 
for those not raking in the dough.

One aspect of the game that doesn’t get easier with 
experience is naval battles. While Rise of Venice is a 
robust and enjoyable experience overall, these maritime 
altercations are nothing short of annoying. They happen 
at too fast a pace to be believable, or for tactics (other 

AT A GLANCE:
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Genre: Management

If you can get through the slog early on, it’s a 
rewarding game for management fans.

Similar to: Port Royale, Patrician IV

MaxPlayers Local 1 Network 0 Online TBC
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Distributer:
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AT A GLANCE:

Having not been graced by a Catholic 
upbringing, the mystique around 
nuns is largely wasted on this author. 

But that is a minority opinion and nuns are 
often the subjects of praise, ridicule and 
sexy halloween costumes. Maybe it is the 
contrast: you need to do very little to make 
a nun appear extreme. Just give them some 
guns…

Nun Attack: Run & Gun is what it says on 
the tin: an infinite runner where you play 
a gun-wielding nun. Her job is to dispatch 
hordes of vampires, werewolves, zombies and 
other evil denizens that get in her righteous 
way. You job is to make sure she jumps, 
ducks and fires at the right moment. There is 
no room for error and eventually your nun will 
bite the dust. But the point is to see how far 
she can go.

There is no shortage of running games on 
smart devices and practically all of them are 
free. Nun Attack breaks no molds here, but 
it is one of the better-looking games in the 
genre. Being free, it monetises with in-game 
purchases that you soon need to make to 
get any sense of progress. Gathering the 
game’s coin currency takes forever and some 
purchases can only be made with gems, most 
of which you’ll have to buy.

Nun Attack is pretty and plays really well, 
though more control schemes would be nice. 
It’s also quite challenging, but hits its ‘free’ 
ceiling very quickly. And at face value the 
prospect just looks like more of the same, at 
higher speeds. So unless you are really into 
your nuns, play the free game then give it a 
rest. As it turns out, one only needs so much 
nun gunning in one’s life. g
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Fighting evil on the trot

Holy Handgrenade 
Not Included

by James Francis
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Genre: First Person Shooter

A fun infinite runner that hits its ‘free’ ceiling a 
bit too quickly.

Similar to: Canabalt, Robot Unicorn Attack, Temple Run

MaxPlayers Local 00 Network 00 Online 00

Developer:
Publisher:
Distributer:
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So the other day I 
was digging around 
in the Google Play 

store for a new game. 
Don’t judge me. I cannot 
carry my gaming rig or 
consoles everywhere, 
and the urge to game 
means that even the most 
simplistic Android game 
is a suitable fix. I have a 
life, I move out of my room 
from time to time.

Anyway, there I was, 
looking at Plants VS 
Zombies 2. It’s a mammoth 
download for an Android 
game, but it’s free (always 
my favourite price to pay) 
with micro-transactions 
making money for the 
developers. So while the 
download was taking its 
time, I did something I 
very seldom do. I read 
some user reviews. I 
dislike user reviews in 
general, because they 
often indicate that my 
lack of faith in humanity 
is completely justified, 
but I read these none the 

less. And there, maybe 
third from the top, was the 
brain-trust member that 
proved to me, yet again, 
that there is a lamentably 
large percentage of people 
on this planet who manage 
to exist without a single 
clue.

This guy was 
complaining about the 
fact that PVZ2 was driven 
by micro-transactions. 
Something along the lines 
of “Why must it be about 
money all the time? Why 
can’t they just give us 
games to enjoy?”

So let’s be clear here… 
like many Android and 
iOS games, PVZ2 is free. 
You don’t fork over a cent 
(except for data charges, 
perhaps) to get it. And 
then, within the game, 
you can pay money, if you 
wish, for certain potentially 
beneficial things. But 
Captain Brain over here 
still has a problem with 
that. Never mind that 
you are never forced to 

buy anything, and that 
the game can be played 
perfectly well without 
these transactions. It 
might take a little longer, 
but you can still get 
through the whole thing.

His statements, though, 
are indicative of a bigger 
problem, and one that 
really gets me all bat-
shit crazy. There are a 
lot of gamers out there 
whose low intelligence 
and overdeveloped sense 
of entitlement instil the 
ability to not realise that 
games are business. It’s 
what developers do for a 
living. For. A. Living. And 
in order to make a living… 
because you need things 
like food, electricity and 
toilet paper, at least – 
you need…? Anyone? 
Anyone? Yes, guy in the 
back with that intelligent 
glint in his eye… Money! 
So, putting a little logic in 
to it… these guys spend 
their lives making games. 
It takes a lot of time – not 

really something people 
do part-time, although 
there are some brave, 
sleep deprived souls that 
do. So, in order to justify 
doing it, they need to get 
paid. And in order to make 
the money to pay the 
people whose efforts you 
gamers out there love to 
play, someone needs to 
pay. And that is you. It’s 
the way the world works. 
We pay for everything we 
want or need, from bread 
to cars and, yes, games. 

So, a message to Major 
General Brainiac – the guy 
who made the comment. 
I will keep this easy to 
understand. People who 
make games do it to earn 
a living. Based on your 
comments, I reckon your 
IQ means you are a lawn 
mower by profession… 
how about you do that for 
free for a while. Because 
it should be about 
wonderfully manicured 
lawns, not the money all 
the time… right? g
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The views expressed in this column are not necessarily those of 1337 Media or Gamecca Magazine.
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The ‘series nosedive’ hall of fame includes the 
likes of The Matrix and Wing Commander, which 
eventually spawned truly terrible games and 

a very painful movie. But the first? Instant, outright, 
undeniable classic. This game made playing in space 
awesome.
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A YEAR
IN GAMING

Get air off ramps, hit raised corners at high 
speeds, completely muck up the giant loop 
and then try to build your own tracks. The 

weird thing about Stunts is that nobody has been able 
to top this specific experience in all the years since. 
Trackmania came close, but that’s about it.

Look, 1990 was a good year. A lot of never-topped 
games were released then. Some games nobody 
ever even tried to replicate. Covert Action is 

certainly the only spy-craft game worth playing - and 
it had everything! Bugs! Tracking cars! Breaking and 
entering! Street gunfights!

Hey, know what else happened in 1990? The 
SNES, a set-top console only ever topped by 
the PlayStation 2, was released. And with its 

world domination came bundled Super Mario World, the 
Mario game for the new generation and the crown jewel 
of a very sparkly game series.

Covert Action Super Mario World

Wing Commander Stunts



1990
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Those riding the crest of popularity, beware. You 
can go from industry goldenboy to ridiculous 
obscurity in no time. And it sticks. Just ask 

the Point-n-Click Adventure genre. The best game in 
this genre was released 23 years ago. And probably 
spawned Pirates of the Caribbean.

It had TWO joysticks! And NO buttons! That’s just 
crazy… Today, of course, we’re all too familiar with 
analogue sticks and the left-move-right-attack control 

scheme. But back in 1990, Smash TV created it. Maybe 
some other game got there first, but nobody remembers.

3D games were still a while away - Wolfenstein 
was only due in 2 years. Yet games like Red 
Baron managed to still create awesome, open 

spaces, filled with guys shooting at you. Eventually 
you’d crash or explode, then re-watch it  in the ground-
breaking replay theatre. 

In matters of which console lineage controls what 
genre, Sony squarely took the ‘high speed future 
grand prix’ one. But until WipeOut arrived, Nintendo 

invented it and held the crown with F-Zero. Another 
SNES launch title, it was a taste of what the 16-bit 
generation could do.

Red Baron F-Zero

The Secret of Monkey Island Smash TV
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It’s painfully clear … your 
eyes aren’t set up to look at 
a screen all day.

Razer, as a peripheral designer 
and manufacturer, has earned 
itself a hard won reputation for 
innovation, with products such 
as the Switchblade prototype 
attempting to redefine the way 
we game. Recent years has seen 
an explosion in popularity for the 
company, both in South Africa 

and abroad, and thus rAge 2013 
saw Razer come out to our 
little corner of Africa to show 
off the latest and greatest they 
have to offer. Jan Horak, PR 
Specialist for Razer, sat down 
with Gamecca to talk about the 
company’s latest forays into the 
world of gaming hardware.

First on display were the Blade 
and Blade Pro, the new series 
of gaming laptops from Razer. 

With both versions housing a 3.4 
GHz Core i7 Haswell quad core, 
NVidia GeForce GTX 765M and 
8 GB DDR3 dual channel RAM, 
these machines are serious 
pieces of gaming equipment, 
and are only differentiated 
by the screen size (the Blade 
features a 14” screen while the 
Pro version has a 17.3” display). 
What’s more, for those that care 
about aesthetics, both seem 
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impossibly thin, with the Blade 
Pro having a height of 2.24 cm 
while the Blade is even thinner. 
Given the hardware specs this 
already seems virtually anorexic, 
but according to Jan, “The thing 
is, you have to choose between 
power and portability. We tried 
to bring both of these together. 
We could have made it slimmer, 
but then we’d be taking a step 
back in power.” Both versions 

also look fantastic, with a clean 
cut style backed by Razer’s 
trademark black matte finish and 
green backlighting. Currently 
the Blade is only available 
in America, but Jan assured 
us that the laptop would be 
making its way to our shores, 
saying, “They’ve been sold out 
twice in the US now, which is 
the confirmation we needed to 
expand to Europe and Africa.” 

When they will arrive he couldn’t 
say, but given the right price 
point, the Blade could become 
a first choice laptop for gamers 
across the country.

As impressive as the Blade is, 
the Edge and Edge Pro, the new 
line of gaming tablets from Razer, 
were easily the highlights of the 
presentation. The Edge Pro in 
particular was jaw dropping, with 
a 10.1” display powered an i7 
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dual core, NVidia GT 640M 
and 8 GB DDR 3 RAM. The 
Edge, while not as powerful as 
the Pro version, is certainly no 
slouch either, with the same 
graphics card but housing 
instead an i5 dual core and 4 
GB DDR3 RAM. “It’s taking 
the power of a desktop to 
mobile”, as Jan says, all the 
while demonstrating a visually 
flawless playthrough of 

Dishonoured. While the product 
might seem extremely niche, 
there’s method to Razer’s 
madness, as Jan explains, “For 
the several years there’s been 
a strong trend towards mobile 
gaming, but there hasn’t really 
been a real gaming tablet. If you 
take an iPad for example, you 
can play Angry Birds and that’s 
it. So this is why we came up 
with the Edge gaming tablet.” 

With both iterations featuring a 
full version of Windows 8, any 
PC application, be it gaming 
or business, should be able to 
run on the Edge. Simply load 
up Steam or Origin, download 
any game in your collection and 
game to your heart’s content. 
For those that are worried about 
the control scheme, Razer 
have launched three different 
accessories, namely a gamepad 
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for console style gaming, a home 
docking station that will allow 
for HDMI output and gamepad 
controllers, and even a keyboard 
dock that converts the Edge into 
a legitimate laptop. The tablet 
won’t be upgradeable, meaning 
that in a few years the hardware 
will become obsolete, but Jan 
assured us that should the Edge 
be a success, Razer will definitely 
be releasing future versions.

Considering Razer’s history 
as a peripheral manufacturer, 
the push towards laptops and 
tablets might seem a strange 
move from the company. The 
idea is simple though, and put 
succinctly by Jan, “The company 
policy and goal of Razer has 
always been and will always be 
to be everywhere that gaming is 
taking place, no matter if it’s PC 
gaming or mobile gaming.” The 

Blade and the Edge are already 
proof that Razer is forging 
ahead with this plan, shattering 
accepted standards and pushing 
boundaries wherever they can, 
and wherever they see a need. 
What this entails for the future 
is uncertain at present, but 
given the company’s history 
of innovation no doubt exciting 
times lie ahead, for Razer and 
gamers alike. g
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Gunnar presents a great way to combat computer-related eye-strain…
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Gunnar presents a great way to combat computer-related eye-strain…
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It’s painfully clear … your 
eyes aren’t set up to look at a 
screen all day.

The problems with long term 
computer viewing are easy 
to identify but hard to solve.  
However, through extensive 
research and testing, Gunnar 
created a solution through 
innovative and revolutionary 
technology.  By reducing stress 
on your eyes and creating an 
enhanced and more comfortable 
visual experience, Gunnar helps 
sustain focus and alertness 
during extended computer or 
gaming sessions.

Whether you work on a 
computer for endless hours a day 

or engage in prolonged gaming 
sessions on a computer or digital 
display screen, it’s common 
to experience some visual 
symptoms such as eye strain, 
blurred vision, headaches and 
red, dry, scratchy eyes.  These 
symptoms might be isolated or 
combined making you fall victim 
to a new occupational health 
disorder, called computer vision 
syndrome (CVS).

Computer Vision Syndrome 
has been defined as eye or 
vision problems associated with 
“near work” performed during 
computer or any visual display 
screen use.  It’s a temporary 
condition resulting from focusing 

the eyes on a visual display 
screen for uninterrupted periods 
of time.  

Using a computer or engaging 
in gaming sessions for even 
two hours or more a day can 
cause symptoms of CVS.  These 
symptoms occur in approximately 
75% to 90% of digital screen 
users.  This translates roughly to 
one in every five digital screen 
users who are affected.  Some 
optometrists and eye specialists 
have even referred to CVS as a 
possible occupational epidemic 
of the 21st century.

The symptoms of prolonged 
digital screen use and CVS 
can be divided into 4 main 
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categories:  visual, ocular, general 
and musculoskeletal and can 
include:

• Headaches
• Blurred Vision
• Neck pain and back pain
• Red, dry, tired eyes
• Fatigue
• Double vision
• Difficulty refocusing the eyes
• Poor concentration
Gunnars are high tech computer 

and gaming eyewear designed to 
address the symptoms associated 
with prolonged computer work 
and gaming by protecting, 
enhancing and optimising vision.

The visual demands of computer 
work and digital display screen 

exposure are unlike those 
associated with most other 
activities. Because computer 
work or gaming occurs at a 
shorter working distance, the 
eyes are constantly forced to 
focus.  The eyes are in their most 
relaxed position when gazing 
objects of six metres or further.  
When gazing these distances, the 
axes of the eyes are parallel and 
the tension in the eye muscles are 
equal.  Also, the intra ocular lens, 
responsible for changing focus, 
is in an entirely relaxed state.  
When viewing objects closer than 
6 metres however, two visual 
systems are at work to ensure 
focus.  

Accommodation refers to the 
visual process by which the 
eye changes optical power to 
maintain a clear image or focus 
as the distances of an object 
varies.  This is accomplished 
by contraction of the cilliary 
muscles (muscles controlling 
the intra ocular lens) so that the 
intra ocular lens change shape, 
maintaining a clear image on the 
retina.  

Convergence is the action of 
the eyes undertaken when the 
eyes must rotate inward toward 
the nose so that the eyes can 
focus properly.  The closer the 
object the more the convergence 
demands on the eyes when 
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viewing objects, resulting in eye 
muscle fatigue.  As with any 
muscle in the body continuous 
stimulation results in muscle 
strain and ultimately temporary 
breakdown. 

On paper, words are made 
of solid lines.  On computer or 
digital display screens words are 
made of tiny dots called pixels.  
Due to the constant change of 
colour and pixel density as the 
image on the computer or digital 
display screen changes your 
eyes have to constantly adapt 
and adjust to the continuous 
changes.  This consistent 
adjustment and adaptation 
causes strain on the visual 

system, ultimately resulting in 
visual fatigue.

The above mentioned strain 
and adaptation of the visual 
system further creates a 
staring situation.  Staring at 
the computer or digital display 
screen for prolonged periods 
without blinking causes increases 
in the evaporation rate of tears, 
which causes dry, irritated and 
red eyes.

Gunnar’s Fractyl lens geometry 
includes a specifically tuned 
focusing power to focus light 
before reaching the eye, allowing 
eye muscles to relax, and a high 
degree of curvature that wraps 
closely to the face to form a 

protective barrier from drying air 
currents while trapping humidity 
close to the eye. This enhances 
detail and increases comfort, 
allowing longer sessions at the 
computer and game console 
without eye muscles straining as 
hard. 

Eyes feel less tired and the dry, 
scratchy, irritated feeling goes 
away. In independent third party 
studies, alleviation of dry eye 
irritation ranked as the number 
one improvement brought on by 
use of Gunnar eyewear.

As hours of prolonged 
computer work and gaming go 
by, your eyes are subjected 
to harsh, high intensity, short 
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wavelength blue light and glare 
from the screen.  Artificial light 
from energy efficient computers 
and overhead fluorescent 
lighting contains small bands of 
high intensity energy instead of 
equally balanced, full spectrum 
light the human eye prefers to 
see.  The unbalanced, high energy 
light waves cause visual strain, 
headaches and visual fatigue. 

Gunnar’s Ionik Lens Tints filter 
and balance the transmitted 
spectrum, reducing high energy 
visible light and warming the 
overall view.  With harsh, high 
energy light reduced, more 
sensitive parts of the eye engage, 
increasing perceived contrast. 

Reducing the overall amount 
of light from a self-illuminated 
screen helps visual recovery and 
reduces “after image” effects.

Improper office or room lighting 
can also induce symptoms of 
computer vision syndrome.  Most 
offices are equipped with too 
much light, often in the form of 
bright overhead fluorescent lights.  
Overhead lighting can cause glare 
on computer screens.  These 
reflections and glare causes visual 
noise, requiring extra strain to 
mentally sort between the desired 
image and non-desired light.

Gunnar ‘s i-Fi Lens Coatings 
have anti-reflective properties 
that reduce reflections and glare.  

By reducing and eliminating these 
distracting reflections, the screen 
appears crisp and clear. While 
some prescription eyewear has 
anti-reflective properties on the 
front portion of the lens, reflected 
light from the eyeball shows 
as a distracting element on the 
backside of the lens. GUNNAR 
uses the anti-reflection coating 
on both sides for a crystal clear 
view. 

Gunnar Eyewear is also 
prescription compatible.  The 
prescription lens program is 
supported and administered by 
Carl Zeiss Vision, the worldwide 
leader in precision optics for the 
last 160 years. g
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Ever since its inception in 

2001, SteelSeries has been 

known as a company 

dedicated to producing 

quality peripherals, and has 

become a first choice for 

many gamers worldwide. 

Having chosen rAge as the 

venue to launch the new Rival 

mouse, which had gamers 

and press alike itching to try 

it out, Gamecca found itself 

privileged enough to sit down 

with Flemming Gyldenhammer 

- Sales Manager for Emerging 

Markets- and Dan Sønderskov 

- Regional Marketing Manager 

for Emerging Markets – to 

discuss new tech, the South 

African gaming scene and 

eSports in general.

Solid Steel
Focusing on core principles and essential values
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GM: Emerging 
markets seem 
to be a very 
interesting arena 
to play. What is 
SteelSeries’ view 
of South Africa, 
specifically as an 
emerging market?

FG: That’s a good 
question actually. We 
are very interested 
in emerging markets, 
so we are monitoring 
what is happening in 
the gaming community 
all the time, of 
course, and what is 
happening on the 
political scene and 
the economic scene. 
And then we suddenly 
just realised, within 
the last nine months, 
that something is 
happening here in 
South Africa, that 
it’s growing and the 
community is more 
noisy, and we said 
hey, we have to look a 
little further in to what 
is happening here. 
The economy looks 
good, the expo [rAge] 
seems to be growing, 
the community is 
more active, our 
brand seems to be 
mentioned online 
more, and so we 
had to look into 
this country. So 
the reason why we 
actually had a global 
launch of a product 
in South Africa is 
that, right, now we 
see that South Africa 
has good growth for 
SteelSeries.

GM: With that 
global launch for 
the Rival, what can 

you tell us about 
this new mouse 
peripheral that we 
should be excited 
about? Why should 
we be rushing to 
the store to buy it?

FG: Right! (Laughs) I 
mean, it could sound a 
little like I should gush 
here, but honestly we 
were a little tired of 
all the games about 
specs and price point 
and stuff like that. So 
one day we sat down 
with the development 
team and asked “is 
it possible to do a no 
bullshit mouse, with 
the best specs, for 
the best price?” And 
that was basically the 
task for development. 
So we went for 
getting the highest 
grade specs for every 
component, and we 
tried to hit a really 
good, aggressive 
price point so we 
could compete with 
everything, be a 
competitor in every 
respect. That’s why 
we named it the Rival.

GM: There seems 
to be a very strong 
design philosophy 
in SteelSeries, that 
we’re not seeing 
the bells and 
whistles. These 
are products that 
are no-nonsense 
products that do 
the job and don’t 
have extraneous 
bits that we don’t 
need. Is this a 
trend that we are 
going to continue 
seeing in the 
future?

FG: Yes, it is. We 
have been on a 
mission to go back to 
our basic philosophy. It 
is that we are going to 
make honest products 
that are authentic to 
the gamers’ needs, 
in terms of being a 
better gamer and 
having a better 
gaming experience. 
What we were seeing 
from ourselves is that 
we were drifting away 
from that, in terms 
of having too many 
publisher related 
items, instead of our 
generic products, 
because we saw that 
they were easy to sell. 
So we were sliding a 
little way from that. 
Last year we made 
a decision that we 
were going to take a 
little step back, to be 
honest and authentic 
to gamers’ needs 
again. So what you’ll 
see is that we’ll come 
out with products 
where functionality will 
be first priority. But 
we also have learned 
that gamers also 
want be sexy, they 
want to have lights in 
the headphones, or 
lights in the mouse. 
It doesn’t make you a 
better gamer, though. 
But we have to adapt 
to it, we have to go in 
that direction, so that 
we will not only offer 
functionality, but good 
design as well.

GM: There 
have been some 
moves among 
your competitive 
peripheral 

manufacturers 
that have taken 
them in slightly 
new directions, 
particularly things 
like notebooks and 
tablets, that kind 
of thing… are there 
any plans like that 
for SteelSeries, 
or are you guys 
just really going 
to work on the 
peripheral market 
and perfect the 
peripheral market?

FG: We have, of 
course, been looking 
into this, and what 
they are doing looks 
exciting, but we are 
not ready to do this 
kind of investment 
with our assets. We’ll 
be more focussing on 
the peripherals that 
help you in gaming. 
Saying that, those 
could easily be things 
that you haven’t 
seen so far. It could 
be voice recognition, 
so that you can give 
a command through 
your headset and get 
an action, it could be 
iris or eyeball tracking, 
that means you can 
maybe move your 
cursor through your 
eyes, or even other 
things, and we’ll be 
looking into that. So 
we’ll be more involved 
in the peripherals 
controlling the game, 
and not so much into 
the electronics or the 
laptops and things like 
that. We have been 
staying away from that 
for a while now.

GM: Talking 
about that 
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emerging 
technology, there 
have been a couple 
of exciting projects 
that have been 
launched through 
Kickstarter and 
what not, the 
Oculus Rift for 
example. Are you 
guys seriously 
looking at 
developing that 
sort of technology?

DS: I think we are 
looking into everything 
that can improve 
gaming. Being gamers, 
I think that’s the most 
important thing. But 
what I think what 
Flemming is saying 
is right, so if it helps 
a gamer, yes we will 
look into it. But we 
are not electronic 
laptop experts. We 
have partnerships 
with people who are 
electronic laptop 
experts. So I think 
we need to perfect 
what we’ve got. 
We are of course 
evolving, because 
people demand it, 
but the main focus 
will be helping people 
to win. We are doing 
a sponsorship with 
eSport teams to 
promote eSports, and 
to let them try our 
products, get feedback 
from the gamers. 
Doing the Rival, we 
intended to have 
professional gamers 
here who helped 
us develop these 
products to tell the 
true authentic story, I 
think that is the most 
important part. With 

that said, you know, we 
will of course look at 
the opportunities, but 
it will be to help your 
gaming, and that will 
be our main focus.

GM: You’ve 
actually mentioned 
two things that I 
need to ask you 
about. First of all, 
most partnerships 
that you have, for 
example with MSI 
on their G-Line, 
such as the GT 70 
with its SteelSeries 
keyboard… how 
important is that 
sort of partnership 
to the overall 
SteelSeries 
picture? 

DS: In gaming, you 
know, I think when you 
look at the gaming 
environment as a 
whole, not only PC 
Gaming or anything 
like that. We have a 
partnership so that 
we can publish our 
products together with 
Blizzard for Diablo 
products or mice for 
World of WarCraft. 
We’re into the gaming. 
We do products for 
them, and it’s very 
important for us to be 
in touch with them, 
involving us, and those 
partnerships make 
us work harder. That 
makes us improve on 
everything we do and 
that’s really, really 
important to us. It’s 
one thing to create the 
mouse but it’s another 
thing to elaborate 
afterwards.

FG: Regarding 
MSI, just a side 

note, basically 
you see the laptop 
manufacturers or any 
other manufacturers, 
they often use an audio 
company to do the 
audio inside and so on, 
and basically what MSI 
did here was to ask us 
is if we could help them 
on the keyboard. If 
they use SteelSeries in 
the marketing and it’s 
mentioned on the retail 
box they just realised 
that the gamers, the 
hard-core gamers, are 
looking to that product 
more readily than if 
it’s just an MSI. So 
basically, this is not an 
intention for us to go 
into laptops through 
MSI at all, it’s just that 
we were used as a 
marketing tool for MSI.

DS: And to put our 
technology into it.

GM: Are you ever 
going to look at the 
broader market, 
or is it always 
going to be gaming 
focussed?

DS: I think that’s 
what Flemming 
mentioned before, I 
think we want to step 
back from that. We 
want to perfect the 
peripherals that we 
do, to create better 
products, and if we try 
to go into mass market 
I think we will lose the 
authentic DNA of what 
we do. We need to 
evolve and be better. 
So again, towards 
new technology, there 
are a lot of options, 
everybody knows 
that. So what is the 
next thing you can do 

on a mouse? You can 
maybe do fingerprints, 
like on the iPhone, 
so that it’s only your 
mouse… there’s a ton 
of options. But will it 
help you be a better 
gamer? I don’t know, 
it might do, but if it’s 
something people 
wanted we can do 
it. But going lower 
price to suit another 
segment, I think we 
would rather focus 
in general on having 
high quality products 
and evolving these 
products.

FG: Of course we’ve 
discussed that many, 
many times, it’s very 
tempting and it’s 
probably pretty easy 
to pick up that fruit 
because we’d generate 
some revenue very 
fast probably. But we 
believe it will dilute our 
brand and the values 
at our core.

GM: Now 
does that count 
from the other 
direction? Because 
we’ve seen some 
peripheral devices 
out there that are 
extremely niche 
and extremely 
specific for game 
type A and not 
really appropriate 
for other types 
of games. But 
from SteelSeries 
we’re seeing 
stuff that’s more 
generalised. Is 
that the case, that 
you’re not going 
to get specific on 
devices?

DS: I tend to agree, 
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with ambidextrous mice 
and that sort of thing, 
like USB on headsets. 
But then I tend to 
look at publishers, we 
do specific products 
for specific games 
with publishers, so 
I actually think that 
we’re very specific 
and very general at 
the same time. You 
know, having the full 
portfolio, if you’re 
really specialised into 
World of WarCraft 
and you buy the World 
of WarCraft mouse, 
it’s a mouse made for 
that, it has a hook into 
the game so you can 
control the game with 
the mouse. Not a lot 
of people know that, 
but it’s actually a very 
close collaboration 
with Blizzard. We have 
other mice where we’re 
doing that, for example 
Diablo. We did that 
together with the 
publishers but it’s very 
specific and we can do 
very specific things.

GM: How 
important are 
sponsorships to 
you at SteelSeries?

DS: It’s so much 
embedded in our DNA. 
We started out in that 
way. We love eSports, 
and I think that it’s just 
a part of the company 
and the people working 
in the company. I can’t 
see us not having it. 
We have a lot of teams 
across the globe, and 
not everybody can 
be a pro-gamer, but I 
think that we can help 
along the option of 
going pro-gaming, if 

you understand what I 
mean? So that’s what 
we want to further, 
and there’s a huge 
variety. What is that? 
What is being a pro-
gamer, and what is 
pro-environment and 
what is eSports? Live 
stream from home is 
also eSports, right? 
So there’s just things 
happening in that 
environment now, 
so in general having 
sponsorships is very, 
very important us.

FG: We have that 
in several levels. We 
have of course high 
tier, like Na’Vi and 
Fnatic. These teams, 
I compare them to 
situations like soccer 
or football; they 
are like Barcelona, 
Manchester United 
and such teams. And 
then we have lower 
layers, down to local 
teams and cities or to 
smaller countries like 
Czech or Bulgaria, so 
we sponsor them and 
fund them, like we do 
here in South Africa as 
well. We know that the 
community looks at it, 
they get a role model 
and they get the stars 
in the country, so it’s 
very important for our 
marketing.

GM: How 
different are you 
finding it marketing 
to an African 
market, as opposed 
to European or 
North American?

DS: If you look, apart 
from the economic 
side, there’s a very 
scattered market 

in terms of buying 
power. In Europe 
it’s easier to target 
gaming in general 
because everybody 
has a certain standard, 
and we have a pretty 
firm price policy 
across the globe. In 
emerging markets the 
products, compared 
to in the Nordics and 
Europe, can be pretty 
expensive. So having 
the new products come 
out, you know we have 
the (Siberia) Elite and 
the 9H, compared to 
normal headphones 
in emerging markets 
are quite expensive. 
Then we did the Rival, 
right, which is actually 
different because we 
want it to be the best 
mouse and it’s right-
handed. It’s not the 
first right-handed we 
did, but it’s unique 
for us to do a generic 
mouse that is right-
handed. So again, 
we’re trying to follow 
up and saying, ok, we 
will of course evolve 
in everything that we 
do, and we need to 
products that are true 
and authentic, and 
that’s really a part of 
our DNA.

FG: Slightly away 
from the question, I 
guess! 

GM: Now I think, 
just in closing, from 
each of you, just a 
comment on your 
favourite aspect of 
SteelSeries. What 
is that you love, 
and that makes you 
passionate about 
your product?

FG: For me it’s 
the fact that we’ve 
managed to come back 
on track after a slightly 
confused period, as we 
mentioned before. That 
we are authentic, that 
we really, really want 
to use the knowledge 
from the gamers, 
the pro and amateur 
gamers’ input, in our 
product development, 
and try to make sure 
that happens for real. 
I’m so proud that this 
is actually not just 
something we say, but 
this is a fact. We have 
focus groups, we invite 
people and ask them a 
lot of questions, they 
test the products, and 
that makes me proud.

DS: Yeah I think 
mine is similar, but I 
really do feel that we 
have a deep seated 
love for eSports and 
gaming. I think that 
is we build on. If you 
look at the history, 
starting out with the 
mouse pad in 2001, 
and then evolving 
gaming, we’ve always 
been true to this, we 
still stick to what we 
believe in, and that 
has to be something 
I’m really proud of as a 
gamer myself. 

I think that’s really 
important to help 
gaming along in the 
world, because we all 
need gaming.

FG: And I believe, 
just as a final note on 
this, I believe that if 
we basically maintain 
to be honest to what 
we do you’ll see us in 
thirty years as well. g 
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KKeeping up with PC upgrades can be 
quite a challenge these days, as the 
component industry seems to be in 

ultra-high gear in terms of new product releases. 
And the people that take advantage of these 
advancements (mostly video game developers) 
keep consumers on their toes by following trends 
closely. So it often becomes a case of either 
buying more affordable components more often, 
or making a more expensive purchase in the 
hopes of staying current for longer.

There are no components more affected 
by this upgrade spree than graphics cards. 
These essential pieces of equipment are being 
constantly improved, and their vital role in 
certain operations – once again with a strong 
emphasis on gaming – means that the user will 
inevitably find that choice staring them in the 
face.

If you’re prone to choose the second option, 
then MSI’s new GTX780 Lightning is an 
awesome option, This graphics card truly is a 
monster; it offers the user a ton of power, at the 
cost of being a really massive, heavy component.

One of the biggest improvements that MSI 
have made to their graphics card range with 
this particular device is new cooling technology. 
They’ve moved on from the TwinFrozr II system 
to what they are calling TriFrozr. The obvious 
visual change is that the card has three fans. 
The first two cool the GPU, memory and power 
module, while the third (central) fan is dedicated 
to keeping the PWM frosty.  The cooling ability 
of this system is enhanced by increased heat 
sink areas, as well as more airflow directed 
towards the card’s seven 8mm heat pipes.

The end result is a card that, despite the power 
delivered by the GTX780 chipset and 3GB of 
VRAM, runs remarkably cool. The fans even spin 
in reverse for 30 seconds after start-up, blowing 
dust out of the card. That means that heat due to 
dust build-up is also minimised.

Armed with Military Class 4 components, 
this particular card delivers quite a punch. To 
indicate the level of work that the card is doing, 
a side-mounted LED displays different colours, 
ranging from red for heavy load through to green 
for a light load. This requires a box with a clear 
side panel to take advantage of, and it may only 
appeal to tweakers and overclockers. But it is 
still handy to have.

Speaking of overclocking, the GTX780 
Lightning is very effective for that end. The 
improved PWM allows for more precise and 
direct control, with faster response times. 
Everything can get set via MSI’s Afterburner 
software.

This card costs a lot, but the expense is well 
worth it. Here we have a powerful graphics card 
that will certainly outlast smaller models in the 
current generation. If you’re willing to pay the 
price, it will serve you well for (theoretically) 
many years to come. g

106



g amec c a53

Score

95

Summary

AN expensive but 
awesome option for 
those wanting a powerful, 
effective graphics card.

Manufacturer
Distr ibuter :

Onl ine:

MSI
Corex
www.corex.co.za

Tech Specs:

GTX780 GPU
3GB VRAM
Military Class 4 components
TriForzr technology
Dust Removal technology

•
•
•
•
•
•

Pros

•
•
•
•
•

Very powerful
Runs surprisingly 
cool
Good theoretical 
longevity

Cons

•
•
•
•
•

Expensive
Big and bulky
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Most PC peripherals that are aimed at 
gaming serve multiple purposes. You can, 
for example, buy a gaming keyboard and 

still use it to type emails and troll forums. There 
are very few devices that are truly gaming specific. 
Game pads spring to mind, allowing the user a 
console-style control experience while playing 
a PC game. But using a mouse and keyboard 
configuration always allows the player more 
versatility… particularly if the keyboard allows 
macros to be recorded.

Razer’s Orbweaver falls into a gaming-specific 
category as well. This peculiar looking device 
replaces the keyboard with an ergonomic option for 
those who still want a wide degree of control, but 
who perhaps crave more comfort.

Basically, it is a stripped-down keyboard 
fitted with a palm rest. It offers the user 20 fully 
programmable keys, as well as an eight-way 
programmable thumb switch. And it saves unlimited 
gaming profiles, with an added ability to instantly 
switch between up to eight key configurations. 
Add to that the fact that it can store macros of 
unlimited length, and you have a device that is truly 
beneficial to serious gamers.

The keys are mechanical, and require minimal 
force to activate. This means that the player should 
get lightning-fast response in any conditions. 
Additionally, the wrist and palm rests can be 
configured to best fit the user’s hand.

Herein lies as issue with an otherwise remarkable 
device. It is intended for people with larger hands. 
Small handed folks will battle to reach the topmost 
keys easily, making the Orbweaver a little less 
effective for them.

This is something intended for serious gamer 
types. You’re not going to get hold of one of these 
remarkable devices unless you aim to improve your 
gaming. It takes some getting used to, and users 
will no doubt have to train themselves to get used 
to the very different feel that it provides. If they 
take the effort to do so, however, they will not only 
be granted access to very responsive controls, but 
also to an added degree of comfort that will prove 
invaluable during long gaming sessions.

Users will also no doubt get a kick out of the 
response that the Orbweaver will elicit from others. 
It certainly looks the part of a professional gaming 
device, and its solid construction goes hand in hand 
with a great, menacing aesthetic.

It might seem redundant to say this, but the 
Orbweaver is extremely specific. It will not replace 
a keyboard as primary input for any PC system. 
Rather, it is a true peripheral; it’s not a vital piece 
of equipment (like a keyboard) but those who 
choose to make use of it will certainly notice the 
difference. g
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Score

80

Summary

This is a true peripheral – 
not essential, but highly 
beneficial to own.

Manufacturer
Distr ibuter :

Onl ine:

Razer
Corex
www.corex.co.za

Tech Specs:

20 programmable keys
Programmable thumb switch
Unlimited profiles
Unlimited macro length
Adjustable writs rest
Backlit
Mechanical keys

•
•
•
•
• 
•
•

Pros

•
•
•
•
•

Fully customisable
Comfortable

Cons

•
•
•
•
•

Very niche
Not ambidextrous
Not for small hands

by Alex ScanlonThe  Key
      

  A solution for serious PC gamers
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Who needs stereo?
All  Surround
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IIf you’re after serious personal audio – 
particularly for gaming – then you need to get 
serious about your set up. And many people 

will say that the way to get really serious is to go 
surround. But that can be problematic for certain 
gaming platforms. When it comes to PC, a USB 
connection will do nicely, but for consoles… well, 
the common component cable hijacking system 
simply won’t cut it for surround sound. And seeing 
as you cannot split off of HDMI signal, that leaves 
only one truly viable option – optical.

Mad Catz seem to know this, which is why the 
Tritton Pro+ headset does just that… and only 
that. Inputs into the control box for this headset 
are USB and optical. That’s it. No component, 
no 3.5mm jack. This means that the headset is 
immediately limited to being used with devices that 
offer USB audio out, or optical audio out. You won’t 
be catching tunes off of your phone with these. But 
they’re about gaming, essentially, and to that end 
they work with virtually any version of PC, Xbox 
360 or PS3… anything that can send out an optical 
or USB audio signal.

When headphones have a control box, they are 
generally wireless. That’s not the case here, either. 
The Pro+ headset is wired, with a specialised plug 
that interfaces with the control box. The box offers 
two ports, so two sets of headphones can get audio 
at the same time – a nifty idea, but it does require 
the purchase of a second headset.

The headset itself looks the part. Bold colours and 
design ideas make it stand out visually, as does the 
funky, full function in-line remote. This remote offers 
full surround audio control, as well as independent 
game and voice controls, and a Selectable Voice 
Monitoring system. All the buttons are backlit as 
well, which is a nice feature.

And the sound? Well, each headset uses four 
drivers – one 40mm, two 30mm and one 23mm. 
These independent drivers help to create an 
extremely good surround sense. And the overall 
audio performance is really excellent.

Mic functionality is provided via a removable 
boom mic, which can be unplugged when it is not 
needed.

The ear-cups and headband are generously 
padded, and provide a snug, secure feeling fit. The 
Pro+ is a little heavy, though, and the snug fit may 
get a little uncomfortable after really long periods 
of use. That shouldn’t be a problem, because we all 
know about taking regular breaks, right?

Overall, this is a great option for those who want 
excellent levels of surround sound in their personal 
audio. They’re a bit pricey, but they are certainly 
worth the expense. g
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All  Surround

Score

90

Summary

This is a truly great 
headset, but it’s strong 
focus on surround means 
that it isn’t as versatile as 
some others.

Manufacturer
Distr ibuter :

Onl ine:

Mad Catz
Comet Computing
www.cometcomputing.co.za

Tech Specs:

Optical input
4 drivers per ear cup
Inline independent volume 
controls
Removable mic
Extra headset support
PC, Xbox 360, PS3 

•
•
•
•
• 
•
•

Pros

•
•
•
•
•

Awesome sound
Comfortable
Multi-system 
compabtible

Cons

•
•
•
•
•

Pricey
Very focussed

by Rob Edwards
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SSteelSeries have a reputation for a no-nonsense 
approach to designing their peripherals. Why 
deliver a whole bunch of things that users don’t 

need (the company seems to ask) when excellent 
functionality will do? It is this approach – something of 
an uncompromising desire to build devices that aren’t 
flashy, but rather work extremely well, that has made 
tons of people sit up and take notice. Sure, they don’t 
have lots of flashing lights and extraneous knobs and 
levers, but SteelSeries manage to deliver where it 
counts: performance.

This is particularly true of their headsets. While one 
might be able to find reasons to not want to use a 
SteelSeries mouse or keyboard, there are very few 
arguments against their top-notch personal audio 
solutions. And they have some new ones on offer…

The immediate difference between devices like the 

SteelSeries 5H V3 and previous headsets is apparent 
in the looks of the unit. It is less flashy than previous 
products, opting for a sleeker, more mature look. The 
entire unit is black, with orange trim in the speaker 
mesh and thread used for the generous ear-cup padding. 
There’s a bit of orange in the long braided cable, too.

The 5H V3 is a stereo headset, which should suit most 
users just fine. This buys further into the idea that this 
isn’t necessarily a gaming headset per se… rather, it 
is a multifunctional headset that can also be used with 
smart-devices and other gadgets requiring a 3.5mm 
audio jack. Not that it isn’t great for gaming, mind 
you – the 5H V3 is endorsed by a number of clans, and 
delivers crisp, clear audio of all kinds.

This is largely due to the dynamic 40mm drivers that 
the headset makes use of. The bass tones are rich, the 
highs are crisp, and everything in-between is clear and 
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Good audio, great comfort combined in a simple design
Simply Effective

112



clean. Volume can be controlled with a simple in-line 
controller, which also features a mic mute button. The 
mic itself is retractable, housed in the left ear-cup.

Although this is an over-ear headset, the ear-cups are 
quite compact. This helps with portability, as does the 
fact that the unit can be disassembled for easier (and 
safer) transportation. The ear-cup arms easily unclip 
from the generously padded headband. In addition, the 
cable can be swapped and “modified” to best suit the 
user’s needs.

While SteelSeries have a definite gaming focus in 
their product lines, the 5H V3 is a great example of a 
headset that is at home anywhere. Whether in the heat 
of battle or catching some tunes, this headset offers 
excellent levels of comfort and audio quality… without 
the flashing lights and complicated extras. Simple yet 
effective, it is a good bet for all occasions that require 

•
•
•
•
•

g amec c a53

Score

88

Summary

The audip is great and the 
comfort levels are superb 
– this is a great headset 
for a wide variety of audio 
occasions. 

Manufacturer
Distr ibuter :

Onl ine:

SteelSer ies
Megarom
www.megarom.co.za

Tech Specs:

Stereo
3.5mm jacks
40mm dynamic drivers
Interchangeable cable
In-line control

•
•
•
•
•
•

Pros

•
•
•
•
•

Very comfortable
Great audio quality

Cons

•
•
•
•
•

Some may prefer 
surround sound for 
gaming
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Score

90

Summary

Although it’s pricey, this 
is a wonderful addition to 
the arsenal of any serious 
console gamer.

Manufacturer
Distr ibuter :

Onl ine:

Mad Catz
Comet Computing
www.cometcomputing.co.za

Tech Specs:

Customiseable controls
Customisable weight
Customisable face plates
Wired

•
•
•
•
•
•

Pros

•
•
•
•
•

Extreme 
customisation
Great response

Cons

•
•
•
•
•

A bit costly

TThen it comes to gaming, customisation is a great 
thing. We do it with our PC gaming rigs all the 
time, and getting a device that allows us to 

access a more comfortable and enjoyable experience 
is always a big bonus. Customisation options are 
everywhere for PC.

The same cannot be said for console gaming, sadly, 
and often people mention controller configuration 
first when they list reasons for not liking a particular 
console. Mad Catz, being the innovative company that 
they are, have a solution to that particular complaint, 
in the form of their MLG Pro Circuit Controller range. 
There are Xbox 360 and PS3 options. We’re looking at 
the PS3 specifically here, but the same counts for both 
units.

What makes these wired controllers so unique is that 
they allow the user to change the positions of their 
analogue sticks and D-pad. Popping off the face of 
the controller reveals unlockable controls that can be 
changed around. So if you want your PS3 controller to 
feel more like an Xbox controller, for example, you can 
switch the positions of the analogue stick and D-pad 
on the left hand side of the controller. That extends 
even further, though – if you like the concave feel of 
Xbox analogue sticks, the controller comes with a set 
of those – as well as a set of convex PS3 style ones. 
The same counts for the d-pad, which can be changed 
out according to user preference as well.

In addition, the weight of the controller can be varied 
by up to 70 grams, thanks to a weight cartridge in the 
base of the controller. Actually, it can only be varied 
in 35 gram increments, because there are only two 
weights… but the choice is still there, and a great 
added extra.

Lastly, out of the box, the face plates of the 
controller can be switched between glossy and matt. 
Additional face plates can also be bought separately.

Overall, the controller feels more like an Xbox 
controller, even with a PS3 configuration. The 
placement of the home, start and select buttons are 
also a little odd, but one can get used to that. The build 
is very tough, though… you can rest assured that this 
controller can take a hammering and keep on going.

Equally as important as the high degree of 
customisation that the MLG Pro Circuit Controller 
offers is its performance… and it delivers here, too. It 
is at least as responsive as any first party controller, 
with the added benefit of the user being able to choose 
controls that feel best for them personally.

Honestly, it’s not the cheapest third-party controller 
around. But those that take their gaming seriously may 
well want to expend the cash it will take to get one of 
these; the enhanced and often improved experience it 
provides is almost priceless. g

by Walt PretoriusUlti  Control
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LLogitech are working hard to regain lost ground 
in the gaming market. Once a top contender 
as a gaming oriented peripheral manufacturer, 

the company seems to have slipped a little in the 
face of some very stiff competition. Still, their 
attempts are valiant, although they do seem to be 
a little anachronistic from time to time. Where the 
products that Logitech once produced were close to 
revolutionary, they now tend to feel like they haven’t 
always moved forward enough in the right directions.

The G510s Gaming Keyboard is one of those 
products. It isn’t a bad keyboard, not by any 
means. But it doesn’t feel entirely like the design 
has progressed all that much when compared to 
the gaming keyboards in the Logitech stable were 
the ones to beat. In fact, the only things that feel 
significantly different is that the backlighting of the 

keys can be customised, and that the keyboard allows 
for a few more macros to be recorded. The inclusion 
of an LCD panel, for example, is a great idea, and 
provides the player with useful information. But it’s a 
monochrome panel, which just feels too old fashioned. 
There have been keyboards made by competitors 
that have offered full colour, variable program, touch 
sensitive LCD panels. Sure, it might be a little like 
comparing apples with oranges, but these ideas are 
pervasive in Logitech’s latest gaming products.

Even though it may feel old-fashioned in many ways, 
the G510s is not a bad gaming keyboard. It delivers 
great performance, and has a number of features that 
benefit the gamer – like the gaming mode switch. 
When toggled, this switch will deactivate the Windows 
key, as well as any other buttons that may cause an 
interruption in games if accidentally depressed. It has 
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mic and headphone mute buttons built in, to go with its 
integrated audio jacks. And it offers 18 macro buttons, 
with three memory sets – that makes a total of 54 
macros, which may seem a bit excessive, but could come 
in handy for those that like a lot of automated control.

The design of the keyboard is also good. It I well built, 
and opts for down toned colour combinations; black, 
grey and blue-grey. The WADS and directional keys are 
coloured grey, for easy reference, and all the keys have 
a comfortable solidity to them.

Essentially, what this all comes down to is that 
Logitech are producing good gaming products these 
days. But their level of innovation needs some work if 
they are going to achieve their goals in trying to get 
back into that top tier of peripheral manufacturers. For 
those that want dependable devices without some of the 
more modern flash, they’re a decent bet. g

•
•
•
•
•

Brand new blast from the past...
The  Warp

g amec c a53

Score

79

Summary

Logitech produce 
dependable peripherals, 
like this one... but they feel 
a little behind the times.

Manufacturer
Distr ibuter :

Onl ine:

Logitech
Logitech
www.logitech.com

Tech Specs:

54 macros
Backlit
LCD screen
Gaming mode
Integrated audio

•
•
•
•
•
•

Pros

•
•
•
•
•

Dependable

Cons

•
•
•
•
•

Feels anachronistic

by Alex Scanlon
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You don’t need to 
look far to see 
declarations that 

“game journalism” is 
broken. The field is filled 
with those who think 
their love of the medium 
automatically qualifies them 
to write on the subject. It 
does not.

Passion doesn’t inevitably 
translate to having 
anything meaningful to say. 
Communication matters 
above all else: We should 
all prefer someone who 
can write, yet hate most 
games, to someone who 
unthinkingly loves all of 
them.

Appreciation only 
matters to others if you 
can communicate that 
appreciation. What interest 
is your perspective if others 
can’t understand it? This 
doesn’t mean your love or 
adoration or perspective 
is necessarily bad, silly, 
or wrong – only that you 
can’t expect others to see 
it from your perspective 
since you’ve built no bridge, 
made of words, to make 
that happen.

More people love games 
than can talk about them, in 
ways others can understand 
or appreciate. This is true 
of most things, of course – 
but then we’re not all of us 
expected to write our views 
for the New York Times, the 
Guardian, the New Yorker, 
or whatever. Yet that should 
be the kind of standard we 
set.

Basically, just as you 
wouldn’t read your 
crazy uncle’s misspelled 

Facebook rants on South 
African politics as the 
definitive take, you 
shouldn’t view every gamer 
who has a blog or even 
writes for one as worth 
reading.

There of course exist 
many thoughtful games 
journalists, essayists and 
communicators. We aren’t 
suffering from a deficiency 
of quality writing so much 
as we’re tolerating an 
overabundance of terrible 
ones.

When was the last time 
a serious literary critic, 
respected journalist, or 
TV writer used expletives 
in describing a novelist, 
politician, or fellow 
writer and walked away 
unashamed?

Yet, in video game 
land we seem to tolerate 
critics calling respected 
developers “whiny” and 
“tosspot” and “wanker” and 
so on. This is what Marcus 
Beer did on his very large 
platform, some months ago.

To what end?
What does it matter 

whether the developer 
in question, Phil Fish, is 
whiny? Does anyone care 
whether Stephen King 
is “whiny” or “attention-
seeking”? Why are we 
tolerating the language 
of high school as part of 
“criticism” for our favourite 
medium?

In all our efforts to fight 
off the stigma that games 
are “just for children”, we 
seem to – as an audience 
and as content creators – 
do much to provide ammo 

for that perspective. We 
seem incapable of engaging 
with criticism, in terms of 
providing and receiving it, in 
ways that merit an adult’s 
perspective.

This matters to the 
medium more so than 
merely on the level of 
writing and criticism. We 
influence what games get 
made and how they’re 
made. If the loudest 
minority keep screaming 
of their hatred of women, 
do we really expect to 
see more women creators 
and characters and 
stories finding their ways 
into games? If we keep 
tolerating Call of Duty 
clones, afraid to criticise 
because we’ll be shouted 
at, what games do you think 
will get made?

Perception matters a 
great deal, more so than 
reality – even though the 
opposite should be true, 
it often isn’t. The reality is 
that reality is secondary 
to portrayals and we 
determine that portrayal.

There’s nothing snobbish 
about demanding better 
games writing and saying 
not everyone should be 
a games writer – just 
as we say not everyone 
should be, or can be, a 
doctor. Considering the 
importance that you wield 
with a platform, we should 
care about the kind of 
perspectives we put out 
– grounding it in reality, 
in facts, in evidence and 
rational argument.

It doesn’t matter that 
this is a creative medium. 

To say it’s just “opinion” 
forgets that opinions must 
still be informed, justified, 
logical for people to take 
it seriously. Calling it 
an opinion doesn’t give 
it immunity from being 
bad. For example, you 
may love a game but that 
doesn’t mean you’re right 
to say it has the best 
storyline. To make games 
writing interesting means 
stressing that maths adage 
“show your working”: 
tell us how you came to 
your conclusion that your 
game has “the best” story, 
graphics, or whatever.

You’re not wrong to 
love a game, even if it’s 
objectively bad, but that 
doesn’t mean you’re 
right about the game’s 
properties. Those we 
can examine almost 
objectively. The beauty 
of games journalism – as 
with all creative criticism 
– is the ability to strike 
that balance between 
subjective love (which 
interests no one) and 
objective examination 
(which can excite or revolt 
everyone).

Thus, whenever you read 
a review or perspective, 
be careful of just nodding 
along to the writer. Always 
note whether she’s made 
a series of arguments 
or merely a series of 
declarations.

Games journalism will 
only be truly broken when 
it becomes declarations 
of dogma, rather than 
the parts of an on-going 
conversation.. g
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