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INTRODUCTION

Welcome, reader, to The 100 Best 
Games To Play Right Now, our 
huge celebration of gaming�s 

believe that this incredible 
medium has never been better, 

inventive, and the most 
expansive experiences of recent years. 

Ov
 

� all games released after our mathermatically-

absolutely fantastic to play right now. Whether you 
treat it as a comprehensive buyer�s guide, a way to 
discover new games, or a chance to reminisce over 
(and revisit?) some of your favourites, it�s my hope 
that it�ll bring you just that little bit closer to the big, 
brilliant world that is videogames. Dive in, and 

We�re not ignoring gaming�s noble history 
completely, of course � within you�ll also discover 

Th
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Teenager Max gains the ability to 
rewind time and change the present 
– making for some intriguing puzzles 
and incredible narrative twists.
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100 LIFE IS STRANGE

A
re you sitting 
comfortably? For all the 

surprises that saw this 

grow into one of 2015�s most 

most quietly revelatory moment 

Whatever your guess, it�s probably 

wrong. While on the surface Life Is 

Strange seems simply a take on 

Telltale�s episodic adventure game 

format, it delights in confounding 

expectations and blending disparate 

occasionally unsettling shocks, but 

its quieter moments.

And there�s something rare and 

precious in the way Life Is Strange 

represents the highs and lows of 

adolescence, particularly in the way 

it portrays a friendship between two 

young women � protagonist Max, 

and her best friend Chloe. This 

shouldn�t be a novelty, and yet it 

undoubtedly is in the interactive 

space. Spiky and obstinate, Chloe is 

one subtly shaped by your choices.

And if at times Dontnod tilts close 

given the heightened emotions we 

all feel as teens. Life Is Strange 

“LIFE IS STRANGE OFFERS 
RESOUNDING SHOCKS, BUT IT’S 
EQUALLY AFFECTING IN ITS 
QUIETER MOMENTS”

sense of adolescent yearning, such 

that it generates a kind of vicarious 

nostalgia; the feelings that bubble to 

the surface seem raw and real. 

STRANGE TIMES
Whether we�re making use of Max�s 

time-bending abilities to convince a 

friend we can see the future, or 

locked door, Dontnod makes a 

familiar idea feel novel again. 

Meanwhile, on the occasions the 

power�s used for a simple do-over, 

the context keeps you engaged: 

perhaps you�re boosting the 

self-esteem of a classmate, or 

punishing a bully. The supporting 

sympathies. Life Is Strange may take 

way into your heart, but once it�s 

there, you�ll never forget it. 

LIFE IS STRANGE
FORMAT

PS4, XO, PC, PS3, 360 

PUBLISHER

Square Enix

DEVELOPER

Dontnod 

Entertainment

100
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99 HEROES OF THE STORM

T
he ultimate lure of 

Blizzard�s long-awaited 

entry into the world of 

the MOBA can be felt only 

in the heady afterglow of a smart 

play. In many other genre entries 

it�s very possible, especially as 

you just begin to grasp the 

intricacies of the systems at work, 

to wait the better part of a month 

before this moment comes.

By tweaking and tailoring the form, 

slicing away at certain bits and 

glueing more on to others, the 

Warcraft maker has somehow 

managed to enable those satisfying 

moments where it all seems to come 

together to occur more regularly and 

for more people. It sits comfortably 

in the middle ground, providing 

enough depth for the hardcore to 

feel challenged, and yet allowing the 

newcomer to grasp the ideas and 

thrive within its folds.

LANE TRAIN

And the game isn�t afraid to mess 

with longstanding genre convention 

in pursuit of that accessible edge. 

Heroes boasts seven maps to play 

across, rather than one or two to 

master, and each packs a unique 

mechanic designed to drag you out 

of your lane and to more actively 

alter your role during a match�s 

playtime. In the storm-

stricken port of Blackheart 

Bay, for example, the team darts 

about collecting as many doubloons 

as possible in order to convince the 

map�s namesake pirate ruler to 

the forts of your enemy. 

The presentation is immaculate 

here, and we�re not just talking 

about the visuals. Similar to its work 

in Diablo III and Starcraft II, Blizzard 

manages to imbue your frantic 

with a sense of supreme power. 

Minions explode satisfyingly as you 

cast your spells, while lining up and 

If you�re not quite on top of your 

game, or need to get in a bit more 

practice as a certain character, 

there are a pleasing array of PvP and 

AI enemy game types to move 

across, too. Heroes does a brilliant 

player-on-player modes until you�re 

ready for them, ensuring there�s 

little excuse for newbie abuse. 

Viewed as a solid and approachable 

gateway MOBA, Heroes of the Storm 

simply has no rival. 

HEROES OF THE STORM

99

Heroes Of The Storm is a MOBA, the 
same genre as the hugely popular 
League Of Legends or Dota 2 – but 
it’s far more accessible than either.

FORMAT

PC 

PUBLISHER

Blizzard 

Entertainment

DEVELOPER

Blizzard 

Entertainment
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98 LITTLEBIGPLANET 3

T
he magic of this 

platformer-meets-level-

creation-tool series has 

its world of blank, Hessian 

whimsy with your own personal 

beg to be decorated; Sackboy 

wants dressing as a spaceman, a 

clown, a Final Fantasy character; 

and an empty craftworld moon 

hangs inside your pod, inviting 

And once you hop into Create mode, 
you�ll discover that it�s undergone a 
radical overhaul here over previous 
entries, the most exciting new 

about with 16 layers of 2.5D level 
space instead of three. Such an 
abundance of extra space means 
there�s unprecedented potential 

here for creative sorts, while the 
introduction of slides and special 
blue bounce pads provides neat ways 
of zipping through all these layers.

Create mode goes beyond just 
building levels however � you can 
build entire adventures by linking 
levels on a map. It�s triple Christmas 
for hardcore creators, with the 
potential to make your own entire 
games from scratch.

LAYER CAKE

In a brilliant touch for long-time 
fans, you can import everything 
from LBP1 and 2 directly into LBP3 
� all tools, pickups, creatures and 
costumes, plus all of your created 
levels, now playable with a lick of 
PS4 paint. You can even import your 
levels into the new Create mode and 
slap them right in the middle of an 
adventure. Ever made a level you 

FORMAT

PS4, PS3

PUBLISHER

Sony

DEVELOPER

Sumo Digitial

wanted to turn into something more 
ambitious? Now you can.

Indeed, �now you can� is the 

creation system. Want to cook up a 
brand new power-up that�s not even 
in the game? Now you can. Want to 
scribble an epic quest across multiple 
levels? Yep, that too. You can even 
make a trailer for your adventure for 
friends to watch before diving in.  

even if you have the imagination of a 
gnat, there�s heaps of fun to be had 

how it all works; attaching logic, 
tweaking behaviour sliders, making 
a giant ball of elastic into a 
marauding plasma hazard� It 
becomes an obsession. If you�re 
itching to build your own indie 
masterpiece, then LittleBigPlanet 3 

LITTLEBIGPLANET 3

98

LittleBigPlanet 3 introduces three 
new characters – OddSock the dog, 
Swoop the bird, and Toggle, who can 
change his size at will.



97 EVERYBODY’S GONE TO THE RAPTURE

T
his cerebral Shropshire-
based exploratory story is 
a game about taking the 
time to drink in the 

world, and to actively seek out 
clues that usher you towards 
always tempting answers. How 
did the quaint English village of 
Yaughton suddenly become empty 
of life? Why do pint glasses sit 
empty on pub tables and 
cigarettes lie still-smoking in 
ashtrays? And what are all these 
blood-stained tissues we see 
littering the abandoned houses? 

LIGHT CLUB

 

 

FORMAT

PS4, PC

PUBLISHER

Sony

DEVELOPER

The Chinese Room, 

Sony

97
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96 ZERO ESCAPE: VIRTUE’S LAST REWARD

B
reak this handheld 

adventure down into its 

component parts, and it 

would amount to little 

more than point-and-swipe 

puzzling, pictures of watches, and 

all the scrolling text in the world. 

But taken together, it adds up to 

something not only unique, but 

also consistently surprising, 

engaging, and thoughtfully 

crafted � an understated, 

blindsiding triumph.

Its premise: nine strangers, 

kidnapped and plunged into a grimy 

facility full of logic puzzles called the 

Nonary Game, totally at the mercy of 

a mischievous rabbit. It�s a complex 

blend of fragile alliances and 

unexpected betrayals, and as such it 

takes over an hour of explanation 

before you have any clue what�s 

you�re not supposed to. One minute 

you�re in your car ready to drive back 

from a late-night study session, the 

next you�re trapped in a low-budget 

version of the Saw set.

distinct games, both brilliant. One is 

a visual novel that gallops forward 

20 minutes at a time and manages to 

be both beautifully irreverent and 

utterly unpredictable, quickly 

attaching you to your fellow inmates 

profound suspicion for them all. It 

might not stand up that favourably 

next to classic literature, but classic 

literature doesn�t give you the 

ingenious opportunity to stab key 

characters in the back, or choose 

WATCH CLOSELY

The rest of your time is spent locked 

in a room, puzzling your way out, 

and collecting, combining, and 

go is moreish like nothing else on a 

handheld format. Even on hard 

mode, you always know what to do 

� it�s just a matter of busting out a 

notepad and scribbling down how to 

do it. You�ll be surprised how quickly 

it takes over your life.

Its best bits are the hardest to 

explain, often involving the game 

cleverly lying to you. There are 

moments here on a par with having 

to put your controller in port 2 to 

beat Psycho Mantis in MGS � the 

type that make you feel like a genius 

cerebral, and unique journey on the 

go, VLR is peerless.  

ZERO ESCAPE: VIRTUE�S  
LAST REWARD

FORMAT

PS  Vita, 3DS

PUBLISHER

Chunsoft

DEVELOPER

Rising Star Games

96
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The latest entry in the series, Zero 
Time Dilemma, is also brilliant – but 

can’t quite live up to Virtue’s Last 
Reward’s high points.



The longer you spend in a level, the 
more dangerous things get, as security 
increases and new defences activate.

95 INVISIBLE INC
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Y
ou might have thought 
that, having reinvented 
the sneak-�em-up once 
already in 2012�s excellent 

Mark Of The Ninja (see p32), Klei 
Entertainment would be satisied. 
You�d be wrong. �Sure, we may 
have made the most fun stealth 
game in years,� the team said to 
themselves, �but we didn�t make 
the most fun turn-based roguelike 
stealth game, now did we?� This 
unwillingness to rest on their 
laurels is our gain: Invisible Inc is 
one of the most conident and 
cleverly-designed games of 
recent years. 

In a noir cyberpunk world, you take 

You�ve been rumbled by the 
mega-corps and forced on the run, 
and in just three days� time your 
vital AI Incognita will run out of 

The solution? Spend 72 sleepless 

hours stealing every gadget, 
weapon, and cyber-augmentation 
you can from your enemies, before 
embarking on one last do-or-die 
mission to destroy the conspiracy 

 

HACK-AND-CASH

world map you pick your target � 
perhaps a secure vault of valuable 
credits, or a holding cell keeping a 
skilled operative prisoner � and 
send your two-person team to get 

Travelling to each one burns time, 
forcing you to make tough choices: 

getting to that research facility, 

when you could be slicing data at a 

But it�s the missions themselves 

The gameplay is reminiscent of 
XCOM, but it�s no cover-based 

of your agents gets spotted, they�re 
done for, and keeping out of sight is 

assume that the game�s turn-based 
nature would defuse the tension, but  

move could spell your doom, every 
decision feels weighty, and when 
you do slip up, knowing you had all 
the time in the world to get things 
right makes defeat that much more 

And thanks to its procedurally-
generated missions, it stays fresh 

Invisible Inc � you could be lost in 
the code for months� 

INVISIBLE INC
FORMAT

PS4, PC

PUBLISHER

Klei Entertainment

DEVELOPER

Klei Entertainment

95
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94 DRIVECLUB

I
t may look like a simulation, 

but this racer is arcade-y at 

heart. Cars can be thrown into 

corners at impossible speeds 

and angles, while collisions will 

delay you just a second or two. 

That�s because this is a game 

about having fun, about providing 

you with a sensation of speed and 

vehicular mastery. Realism isn�t 

allowed to get in the way.

Which isn�t to say it�s thrown out 

completely � fun is the canvas, and 

realism is the paint. The authentic 

environments within which the 

game�s many tracks and roads are 

set are gorgeous, each and every one 

bursting with colour and detail. 

Whether you�re racing across the 

dusty plains of Chile or hanging on 

for dear life as you meander through 

the narrow, icy passes of Norway, 

Driveclub never loses its visual 

impact for a second, setting a new 

graphical benchmark for the genre.

But it�s more than just a pretty 

the racing pack by focusing sharply 

on its provision of social features, 

the kind of ingredients designed to 

spark and promote both rivalry and 

teamwork in a way that feels more 

meaningful than anything the AI 

WHEEL APPEAL

levelled up with every event you 

enter, the real satisfaction comes 

from doing your bit to improve the 

status of your club. Up to six of you 

can join the same club, with 

everything you do as an individual 

contributing to its progression and 

place on the leaderboards. The 

beauty of this is that it allows you to 

be a part of something that can 

potentially excel in areas you might 

personally struggle in.

For instance, your club may 

receive a challenge from another to 

tricky if you�re not comfortable with 

rear-wheel drive machines. 

Hopefully, though, someone else in 

your club is a master behind the 

wheel of such beasts, and can set 

their sights on the challenge. Should 

they win, everyone in the club reaps 

the rewards.

This is a uniquely collaborative 

vision of racing, and one with 

something for every stripe of auto 

misanthrope, it�s still simply a lot of 

fun to get behind the wheel. 

FORMAT

PS4 

PUBLISHER

Sony

DEVELOPER

Evolution Studios

DRIVECLUB

94
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93 STARDEW  VALLEY

T
he idea of bowing out of 

the urban rat race in 

favour of running your 

very own rural idyll is 

something that�s probably 

occurred to most city-dwellers at 

some point in their densely-

populated, highly-polluted lives. 

Thankfully, ConcernedApe�s 

agricultural simulation has given 

us that opportunity. It may have 

taken the death of a digital 

grandpa for us to acquire our 

pixelated farmland, but, let�s face 

any kind of property these days is 

by inheriting it.

Once you�re set up on your 

smallholding, Stardew Valley plays 

out much like a Harvest Moon game, 

as you tend to your plot, then set 

about planting and ultimately selling 

crops to build a stable income. Your 

humble parsnip farm soon 

diverse fruits, vegetables, and 

animals. You can supplement your 

earnings by heading out into the 

forest to forage, or try your hand at 

your energy bar and make sure you 

don�t tire yourself out.

FARM FRIENDS

to befriend, buy things from, and, if 

you�re feeling romantic, woo. And 

unlike Harvest Moon games, where 

the local settlements seem to be 

Stardew Valley�s residents feel like 

they�d all actually live there. 

Everyone is a little eccentric - no 

doubt the consequence of living in 

such a small, isolated place - and 

FORMAT

PC 

PUBLISHER

Chucklefish Games

DEVELOPER

ConcernedApe

some even feel depressed and unable 

to escape. Take Shane, for instance, a 

disheveled loner wearing a dirty 

jumper and four-day stubble. He 

spends most of his time drinking in 

the bar wanting nothing to do with 

charming pixelated world. 

Over time more and more of that 

world opens up to you. After being 

means you can gather monster parts 

Said crafting is a highlight of the 

game, giving you much greater 

licence to create and customise as 

into a bucolic picture postcard. You 

might not be able to escape the rat 

race anytime soon, but Stardew 

Valley is just the thing to tide you 

over in the meantime. 

STARDEW VALLEY

93

The whole game was put together by 
just one man – but you’d never know 
it given its scale and variety.



92 QUANTUM BREAK

T

Each of your temporal abilities feels 

incredible to deploy, and operates 

on a short enough cooldown that 

the momentum never stops. 

Combat isn�t necessarily easy, but 

you�re always made to feel like the 

As enemy variety increases, with 

more foes employing advanced tech 

to combat your powers, you have to 

use every ability at your disposal to 

the full. Each recharges individually, 

forcing you to cycle through them 

rather than coming to rely on any 

one over the others. Each feels like a 

vital tool in your arsenal, and Joyce 

himself a sort of wonderful swiss 

army knife of thug-thwacking 

temporal control. 

stunning visual touches. Enemies 

struck by your powers are left frozen 

in the air at the point of explosive 

death, or juddering back and forth 

between moments, and even the 

in Gears Of War or Uncharted.

TIME TO KILL

local area stopping and resuming 

seemingly at random, leaving you to 

battle it out with those enemies 

bearing tech that keeps them 

moving regardless against a 

powerfully still backdrop, before 

suddenly chaos erupts as time starts 

mundane foes leap back into action.

game�s set pieces, spectacular 

catastrophes caused by the collapse 

of time itself. From walking through 

your brother�s workshop as it 

fast-forwards from the past to the 

present, to platforming across a 

collapsing bridge as it slips in and 

out of the time stream, these 

sequences represent some of the 

most memorable we�ve ever seen.

While the TV-style live action 

interludes are divisive, the loopy 

But it�s the core action that really 

shines � it�s spectacular, satisfying, 

and utterly unique.  

QUANTUM BREAK

FORMAT

XO, PC

PUBLISHER

Microsoft

DEVELOPER

Remedy 

Entertainment

92

The game’s celebrity cast includes 
X-Men’s Shawn Ashmore and Dominic 

Monaghan from Lord Of The Rings.
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The game takes place on the planet 
Auriga – the same setting as Endless 
Legend (featured on p38).
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91 DUNGEON OF THE ENDLESS

T
his is a game that lies to 

you. Before you even 

begin, it asks you to 

choices: easy or too easy. This is a 

lie. When it isn�t lulling you into a 

false sense of security, it�s trying 

to conceal itself. Part roguelike, 

part tower defence, part turn-

based strategy, it contains subtle 

nuances that can take hours to 

come to light. 

Here are the basics. You are trapped 

dungeon, deep beneath the surface 

of an alien planet. You can select two 

heroes at the start of a campaign, 

with the potential to hire two more 

along the way. If a hero dies, that�s it 

� there�s no bringing them back. 

And they will die.

rooms. Open the door to a new 

room, and you start a new turn. 

Dungeon Of The Endless is all about 

the anticipation of what�s hiding 

behind these doors. It could be an 

item, a merchant, or a research 

station. Alternatively, it could be a 

wave of enemies that spawn 

from every unlit room. 

ROOM SERVICE
To light rooms you need Dust, one of 

the game�s four resources. When a 

room is powered, you can build on 

its nodes. Large nodes generate 

additional resources, while small 

ones hold turrets and supportive 

out enemies before they reach your 

crystal � the power source that rests 

at the start of each level.

“AS A BIZARRE GENRE MASH-UP 
YOU’D NEVER EXPECT IT TO 
WORK, BUT EVERY SYSTEM 
FUNCTIONS IN HARMONY”

Eventually, you�ll uncover the 

to just reach the exit, you have to 

pick up the crystal and carry it out. 

Do so and all hell breaks loose, as 

every door opens, and enemies 

More than anything, each level is 

about preparing yourself for that one 

insane moment.

Dungeon Of The Endless is 

fascinating and tense, and its 

strategies are gratifyingly complex. 

As a bizarre genre mash-up you�d 

never expect it to work, but every 

system functions in harmony, 

and each arms you with a greater 

understanding of the whole. 

It�s also utterly relentless. While 

other new-wave roguelikes, such as 

Spelunky, boast brief but demanding 

campaigns, Dungeon Of The Endless 

time, and accepting any progress as 

a victory, it�s a hugely satisfying and 

highly replayable challenge. 

DUNGEON OF THE ENDLESS
FORMAT

XO, PC, Mobile

PUBLISHER

Amplitude Studios

DEVELOPER

Amplitude Studios

91
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90 KERBAL SPACE PROGRAM

T

You�re put in charge of a space 
agency on an Earth-like planet 
called Kerbin, populated by grinning 

green Kerbals. Your open-ended 
task is to design spacecraft with the 
goal of matching or exceeding the 
achievements of real rocket science. 
Your tools come in the form of 
modular parts that can be 
assembled with a tremendous 
degree of freedom, allowing you to 
both replicate real rockets and try 
out experimental designs of your 
own. Your success or failure is 
determined according to real 
rocketry principles � while its 
physics model isn�t a perfect match 
for reality, it�s close enough to pose a 
severe challenge for most.

ROCKET MEN

Getting into space, it turns out, is 

achievement. After that comes orbit, 
then orbital transfers. Then maybe a 

moon landing. You might even get 
your Kerbals home again. Beyond 
that� how about a trip to Mars?

The magic of Kerbal Space 
Program is in the connection it 
creates with real history. Your 
achievements in the game stem 
from legitimate advancements in 
your understanding of physics, and 
this in turn tends naturally towards 

it took to produce these feats of 
engineering in real life. 

It�s in these moments when Kerbal 
Space Program transcends its 
rudimentary visual design and 
becomes beautiful. Its ultimate 
promise to the player is something 

crack a puzzle that has been set by a 
designer, but that you�ll crack a 
puzzle set by reality. That�s a hell of 
a reason to keep pushing upwards. 

KERBAL SPACE PROGRAM

90

FORMAT

PS4 , XO, Wii U, PC

PUBLISHER

Squad

DEVELOPER

Squad

The game spent over two years in Steam 
Early Access, with player feedback 
helping to inform development.
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89 DARKEST DUNGEON

S
o it turns out that, like 

life, dungeon crawling 

isn�t fair. There�re no 

heroes in this roguelike-

meets-management sim, just the 

lucky few who perhaps get to 

retire with only a couple of 

crippling psychological scars 

here, a bit of kleptomania there. 

(And those are just the ones you�ll 

pick up in the tutorial.) This is a 

game, where even victory feels 

like a kind of defeat. 

Death comes in many forms in 

Darkest Dungeon � and it�s 

permanent. Your motley crew can 

fall in battle the old-fashioned way, 

killed by the vile creatures that lurk 

in the procedurally-generated 

dungeons, but there�s also the 

constant problem of stress. As well 

as HP, everyone has a gauge showing 

the toll the adventure is having on 

their psyche. Reach 100 on the scale 

breaking down and developing a 

new unpleasant trait. Hit 200 and, 

well, they�ll have a heart attack. 

CREEPY CRAWLING

The turn-based combat is a gory joy. 

Each of the character types 

dispenses its own brand of justice � 

a Man-At-Arms uses brute force, 

while an Occultist curses foes and 

heals allies. Positioning is key, as 

each skill can only be used from 

certain positions, and optimising 

placement is vital to survival. The 

combat itself is slick and tense, as 

you hope that the stress doesn�t 

can get to camp and dole out pep 

talks to bolster spirits. 

It�s not just battle or provisioning 

your runs into the various dungeons 

with torches and food that�ll test 

your mettle. The rundown hamlet 

you�re left in charge of is a balancing 

act of stats. Built around the estate 

left to you by your ancestors, it must 

be restored to its former glory with 

dungeon crawl. The blacksmith can 

be upgraded for better weaponry, 

tavern extended, and abbey 

reduction. Yet each trip to pray or 

fortifying drink costs money. And 

here�s the rub: every coin you invest 

in a character is a gamble against 

head out into the shadows. 

Darkest Dungeon might sound 

masochistic (a trait one of your 

heroes will likely get before the end), 

but it�s a glorious ride into hell. 

DARKEST DUNGEON

89

FORMAT

PS4, PC, PS Vita

PUBLISHER

Red Hook Studios

DEVELOPER

Red Hook Studios

Your sinister ancestor narrates 
your adventure with brilliantly 
Lovecraftian turns of phrase.
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88 THE STANLEY PARABLE

T
his genre-defying over multiple attempts. The most 

surprising are those that come when 

you �break� the game by ducking 

into somewhere you shouldn�t be. 

The developer�s attention to detail is 

astonishing, and when the narrator 

chimes in on what you�ve just done, 

the result is something like a magic 

trick. There�s little you can do that 

the developer hasn�t prepared for.

OFFICE SPACE

This responsiveness gives The 

Stanley Parable a sense of life that 

few games achieve. The relationship 

between player and designer is 

played out in real-time as a lively 

argument. And because The Stanley 

Parable is a dialogue, it feels far less 

didactic than a game about game 

design otherwise might. It�s fun, 

even as it acknowledges that fun 

isn�t the only thing games are about.

Moreover, The Stanley Parable is 

your experience. It�s brave because 

it�s willing to explore the ways in 

which games manipulate players, 

and to extrapolate that point into a 

discussion of the way we are all 

manipulated by the structures of 

real life. And most of all it�s brave 

because, at every turn, it�s happy to 

make fun of itself.  

THE STANLEY PARABLE

88

FORMAT

PC

PUBLISHER

Galactic Cafe

DEVELOPER

Galactic Cafe

whose job pushing buttons on 

command makes him happy until 

the day those commands abruptly 

stop. Leaving his desk to 

investigate, his subsequent actions 

are directed by a plummy narrator 

facility and beyond to discover the 

truth. Alternatively, your actions 

are commented on, objected to, or 

encouraged by a plummy game 

designer whose attempt to tell a 

simple story is derailed by the 

tricky agency of the player.

The Stanley Parable is a game 

about walking from A to B that 

acknowledges the existence of the 

rest of the alphabet. As you approach 

a pair of doors, the narrator will 

indicate that Stanley takes the left 

one. Whether you do, and how you 

decide to follow up your revolt or 

acquiescence, tilts the game towards 

playthrough may only take minutes, 

but The Stanley Parable places you in 

a vast branching maze of choices 

that will take hours to map out.

Certain endings are discovered by 

following whichever critical path 

you settle on. A few are secreted 

away as jokes or Easter eggs, and 

may be stumbled upon by accident 

or treated as puzzles to be solved 



Combat is real-time, but takes 
inspiration from elements of 
traditional turn-based JRPG battles.
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87 XENOBLADE CHRONICLES X

W
ith its romping up 

and down the legs 

and shoulders of two 

colossal gods, few 

JRPGs have come close to 

matching the visual ambition of 

the original Xenoblade Chronicles 

on Wii. Once you�ve watched the 

sun set under the looming arches 

of a vast kneecap, it�s hard to get 

excited for anything less. Until, 

that is, you meet Chronicles X�s 

beast that dances beneath a 

shimmering Aurora Borealis as 

misty spray from a 200ft waterfall 

last human stronghold in the 

galaxy � and your new benchmark 

MECH IT HAPPEN

  

FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Monolith Soft, 

Nintendo

XENOBLADE CHRONICLES X

87
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86 GROW HOME

T
he irony of an Ubisoft 

game set entirely around 

building a tower isn�t lost 

on us. But after climbing 

them in Assassin�s Creed, 

sabotaging them in Far Cry, and 

ramming expensive cars into 

them in The Crew, the promise of 

a game that tasks us with making 

our own immediately stands out 

as something rather more novel� 

Handing you the controls to BUD, a 

little red robot, Grow Home asks you 

to help cultivate a Star Plant, a 

gigantic shrub that, with enough 

care and attention, can bust through 

the stratosphere and bloom in space.

What follows sits somewhere 

between mountain climbing and 

Gardener�s World. Landing on a 

deserted beach, you�re given very 

little instruction on what to do, save 

for the fact that BUD�s hands can 

hold fast to any surface � with a 

mixture of left and right trigger 

pulls or mouse clicks, it�s incredibly 

satisfying to climb over, across, or 

even under anything you can get 

your grabbers on.

FALL-IAGE

element of the lush island�s 

ecosystem works is core of the game, 

it�d do Grow Home a disservice to 

explain exactly what happens. 

gear, earning upgrades, and, best of 

all, riding the huge plant shoots as 

they grow, essentially creating your 

own personal map of the climb back 

up to the spaceship you base-

A dedicated run-through of Grow 

Home may only take an hour and a 

FORMAT

PS4, PC

PUBLISHER

Ubisoft

DEVELOPER

Ubisoft Reflections

half, but this is a game that you can 

savour for longer. The world reacts to 

your presence, not least when you�re 

climbing all over it. There are 

caves, hidden animals, curious, 

treasure trove. BUD�s an adorable 

centrepiece, a brilliantly clever mix 

of bumbling ragdoll physics and set 

animations that sees him twisting, 

scrabbling, and � very often � 

plummeting to a fatal crash from a 

mile above sea level.

But the climb is everything. 

Where Ubisoft�s made a habit of 

turning towers into a reward, a scrap 

of map for your trouble, Grow 

Home�s version is a map, a puzzle, 

an atmosphere, and a reward all in 

one. Get that in the next Assassin�s 

Creed and it�ll be a rather more 

interesting prospect. 

GROW HOME

86

Grow Home started life as 
an experimental internal 
project within Ubisoft.
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85 AFFORDABLE SPACE ADVENTURES

E
ven Nintendo doesn�t 

seem to care about the 

Wii U GamePad these 

days. It all started brightly 

with Nintendo Land, got some 

neat applications in ZombiU and 

The Wonderful 101, and then� 

nothing. But two indie devs 

refused to give up on it, and 

came up with perhaps the best use 

of the GamePad we�ll ever see.

A puzzle-platformer at heart, it sees 

you guiding a tiny spaceship 

across an alien planet, solving 

non-violent conundrums to reach an 

end goal and move on. It�s how you 

do all of this that speaks to the 

game�s genius. ASA turns your 

GamePad into a cockpit�s-worth of 

controls for that ship: it has two 

of subsystems, a scanner, landing 

gear, and more. Every button on your 

heads-down display matters.

HOLI-DAZE

It�s not just a question of being able 

to get around, either. The quiet, 

brilliant storyline puts you into the 

moonboots of a hapless tourist 

who�s rented what amounts to a 

space-Winnebago and crashed into 

what should have been their 

sightseeing vacation. You�ll soon 

discover that the planet Spectaculon 

is far from what you see in the 

adverts. Angry aliens and aggressive 

plant life abound, and have to be 

carefully avoided. Some sentries 

respond to sound, others become 

aware of your electric reactor, while 

some just detect everything. By the 

end you�ll have to take into account 

the most basic puzzles.

It�s absolutely thrilling, old-

fashioned stealth adrenaline and 

nerdy puzzle satisfaction twisting 

together perfectly. But, behind all of 

this, you can�t ignore the comedy. 

Your ship is adorable, and you�ll soon 

grow to love its chugging jalopy 

engine and squeaky window wipers.

experimental platformer alone, ASA 

allows up to three people to take up 

becomes a party game of sorts. 

There�s nothing else like it. This is 

the crowning glory of it all: KnapNok 

hasn�t just created a new reason for 

the Wii U GamePad to exist, it�s 

made a truly brilliant, never-before-

seen game that uses the touchscreen 

controller at its core. It�s outdone 

Nintendo on hardware, and outdone 

almost everyone else for action-

puzzle ingenuity too. 

FORMAT

Wii U

PUBLISHER

KnapNok Games

DEVELOPER

KnapNok Games, 

Nifflas’ Games

85

AFFORDABLE SPACE ADVENTURES
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84 THE ELDER SCROLLS V: SKYRIM

T
here�s long existed a pact 

between Bethesda and 

those who play its games, 

handed down from one 

hardware generation to the next. 

The developer fashions worlds of 

stories to unravel and secrets to 

freedom to explore these worlds 

at their own pace. In return, our 

side of the bargain is simple � we 

ignore the rough edges that come 

as the cost of such ambition. 

Because the world of Skyrim 

delivers more than most games 

even attempt. 

Walk into the smallest hamlet in 

this world and you�ll be bombarded 

TAMRIEL WORLD

linger longest in the memory: the 

by reading about its one-time owner 

 

THE ELDER SCROLLS V: SKYRIM
FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Bethesda

DEVELOPER

Bethesda

84

On PC, the game boasts a thriving 
modding community, allowing players to 

alter the game in thousands of ways.
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83 GONE HOME

E
very connection we feel 

with another human 

being begins with a 

gradual descent through 

layers of familiarity until we 

touch something unique or 

resonant, when we go from the 

general idea of a person to the 

that process visible, and through 

one family�s home, turns it into a 

It�s 1995, and Kaitlin Greenbriar has 
come home eager to reunite with her 
family after a year-long adventure in 

house and a note from her sister 
Sam begging her not to dig around 

By the end of your two-to-three-
hour exploration of the house, you�ll 

have gone. What happened to them, 
though, isn�t as important as why � 
and you uncover that by rummaging 
through a warren of rooms in an 
enormous house that includes 
hidden panels, secret passages, and 
a cavernous basement. You�ll open 
every door, turn over and examine 

CHARACTER STUDY

Gone Home requires you to use your 
own empathy to solve the puzzle of 
each family member�s internal 
struggle. Sam�s story takes 
precedence, the examination of 
some items triggering readings from 
her journal that are performed with 
impeccable, vivid immediacy. We 
sense her frustration when abysmal 
teachers try to squash her creativity. 

We�ve got her back when she sneaks 
out to a live show. And we 
experience her dizzying plunge into 

headstrong, and about to crash-land 
into adulthood. Who wouldn�t see a 
bit of themselves in her and root for 
this passionate teenager? 

Gone Home is a game that seems 
to emerge from a deep, creative 
restlessness with the testosterone 
and adrenaline fuelled conventions 
of videogames. But it doesn�t 
respond by merely dressing up 
literary devices with indie whimsy 
and calling it interactive 
storytelling: the characters and their 
stories don�t exist without your 
insight and emotional intelligence. 
We�ve all understood in a general 
sense that videogames can tell 
stories in a way no other medium 
can. Gone Home is the proof. 

FORMAT

PS4, XO, PC

PUBLISHER

Fullbright

DEVELOPER

Fullbright

GONE HOME 

83



82 SUPER MARIO 3D LAND

T
his handheld adventure 

sees Mario and friends 

plumbing new depths 

� literally. Through clever 

use of depth perception, this 

game to use the 3DS�s stereoscopic 

screen as a gameplay aid rather 

than just a prettifying tool, and 

the result is a peculiar but 

supremely pleasing platformer.

The 3D in 3D Land�s name obviously 
refers to its use of the top screen, but 
Super Mario 2.5 Land would be a 
more appropriate name. It�s a 
fascinating blend of two very 

experiences � 2D and 3D � tasting 
like both and yet not being 
completely either at the same time.

These two worlds are patched 
together seamlessly, but this is more 
than just a mish-mash of gaming 
styles � it�s a full-on reboot for three 
dimensional Mario games, which 
before now have had to abandon 
some of Mario�s core 2D principles to 
compensate for depth perception 
issues. If stereoscopic screens had 
been available in 1996, Mario 64 
might have looked more like this.

Controversial? Maybe, but Mario 
3D Land comes far closer to 
capturing the intangible magic of 
the classic side-scrolling Marios 
than any other 3D adventure before 
it, largely because the addition of 

one thing 3D Mario games could 
never quite get right until now � 
stomping on enemies.

DEPTH CHARGE

It�s been sorely missed. Whether it�s 
using a Parakoopa as a launch pad to 
an unseen Star Coin or chaining 
together Goomba-bops to earn an 
extra life, stomping has always been 
the lifeblood of the 2D Mario games, 

FORMAT

3DS

PUBLISHER

Nintendo

DEVELOPER

Nintendo

 

and it�s an emotional moment 

convincing appearance in a 3D 
arena. The return of Mario Bros.� 

of Mazza�s newfound accuracy � 
you�ll surprise yourself by hopping 
gracefully from ladybird to ladybird 
onto a pole summit no wider than a 
thimble. This would never have 
happened in Mario 64�s day.

Like all Mario platformers, it�s 

fun that you�ll return to it time and 
time again. And that�s just one more 
similarity it shares with Super Mario 
World, Mario Bros 3, and the other 
2D classics from which this portable 
pearl draws so much inspiration. 

SUPER MARIO 3D LAND

82
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81 TOM CLANCY’S THE DIVISION

S
et in a New York laid low 

by weaponised smallpox, 

this third-person shooter 

MMO promises a world of 

chaos. The city is a landscape of 

exquisitely captured desolation  

� bloodied snow, woozy 

emergency lighting, roads 

clogged with bodybags. And 

exchanges over concrete 

barricades and wrecked 

ambulances, that Clancy-brand 

holo display is always there, 

keeping confusion to a minimum. 

A comfortable routine soon kicks in. 

Scouting out safehouses, completing 

wave-defence skirmishes or fetch 

quests to bulk up on guns and XP, 

then throwing your weight at the 

next challenge. It�s well-trodden 

ground for an open-world game, and 

were that all there is to Ubisoft�s 

latest, it wouldn�t be so impressive. 

such a sense of control is what 

happens when you remove it.

The Division�s crowning 

achievement � a cluster of super-

contaminated districts in central 

Manhattan known as the Dark Zone 

� opens for business from about 

character level 16. The streets 

become gloomier, bleaker, devoid of 

civvies. There are the same 

gangsters and fanatics, but they�re 

tougher and more tenacious, chasing 

you from corner to corner. Worst of 

all, though, are the other players.

You�ll have met other agents in the 

game before, of course, be it heading 

out in groups of four to waylay a 

boss, or throwing star jumps in a 

safehouse. But here, their intentions 

are thrillingly ambiguous. The Dark 

Zone permits player killing, and it�s 

That loot can be tricky to get, so it�s 

often tempting to steal it from 

someone else� 

BAD APPLE

The atmosphere of suspicion is thick 

enough to chew, and the system is a 

recipe for some of the most nail-

biting crescendos and bruising 

reversals we�ve experienced in a 

multiplayer game. But if that all 

sound too stressful, never fear � the 

game holds up startlingly well as a 

solo campaign, too. 

The Division is a strong successor 

puts Ubisoft�s open-world expertise 

the choir, but it does so with swagger 

� and in the Dark Zone, it packs 

enough surprises to keep even 

veteran adventurers guessing. 

TOM CLANCY�S THE DIVISION

FORMAT

PS4, XO, PC

PUBLISHER

Ubisoft

DEVELOPER

Ubisoft Massive

81

The Division is an organisation of 
sleeper agents, activated only in 
times of great crisis.
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80 STARCRAFT II

T
he lengthy gestation 

period of StarCraft II 

Dividing the sequel into three games 

allowed Blizzard to create distinctive 

campaigns for each of its three 

factions. Wings Of Liberty tells the 

the run from a corrupt emperor just 

as the alien Zerg reemerge. A light 

RPG progression system allows 

players to make decisions outside of 

individual missions that subtly 

while upgrades twist familiar units 

strategic possibilities.

early encounter with the Zerg that 

uses a day/night cycle to balance 

moments of placid expansion and 

fraught danger. The game�s 

expansions - Heart Of The Swarm 

and Legacy Of The Void - take these 

principles even further. 

RAYNOR SHINE

multiplayer. Blizzard smoothed out 

the skill ceiling. It�s a game of maths 

and strategy combining economic 

planning with intense battle 

management. The best players act 

and think with speed and clarity 

that exceeds any other competitive 

videogame - that�s why StarCraft II 

remains an icon of competitive 

game design.

Excellent matchmaking brings 

some of that quality within reach of 

normal players. Blizzard�s seasonal 

matches players into graded leagues 

and allows them to play each other 

StarCraft II would be worthy of a 

place on this list if it was simply an 

it�s an incredibly well-rounded 

experience. It�s a rare example of a 

game that tries to be for lots of 

follows up a classic. 

STARCRAFT II
FORMAT

PC

PUBLISHER

Blizzard

DEVELOPER

Blizzard

80
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79 BASTION

T
his is a game about 

rebuilding a world, in 

which every step you take 

sees a lost landscape 

around you. It�s also a game about 

the NPCs isn�t just there to dole 

out the waypoints or sell potions, 

onscreen avatar by narrating his 

exploits as they happen. 

Bastion�s narration doesn�t just react 

to world-rupturing decisions, but to 

your moment-to-moment fancies at 

every step of the way. Which 

of weapon, when you glug a tonic, go 

the lip of this crumbling universe: 

nothing escapes the narrator�s eye. 

He never repeats himself, and yet he 

never lapses into inane chatter 

either, his American drawl always 

thoughtful. �Words can�t express 

what happened,� he says at one 

point. �But they�re all I got.�

BAST IN SHOW

And the action he opines over never 

disappoints. Each mission in this 

dungeon-crawler drops you face-

made of long grass and mutant 

print throws and stray sofa 

cushions. Across these beautiful 

realms, you�ll battle hordes of 

isometric perspective that 

highlights the visual splendor.

From the starting hammer to 

each weapon is distinct in handling, 

boasts its own special moves. 

Everything from pikes to pistols 

feels superbly balanced.

As you rebuild your hub, an island 

refuge and the eponymous Bastion, 

more and more clever systems open 

up, given tangible form in the world. 

A shrine lets you invoke the gods, 

adding challenges to combat in 

exchange for rewards; a distillery 

lets you brew perk-granting spirits; 

a lost-and-found sells new items. By 

the end of the game, it�s a place 

you�ll feel a deep connection to � a 

broken thing you put back together.

Rebuilding a shattered world is 

Bastion�s focus, but as a game it�s 

perfectly-formed. After the credits 

missing the feeling of wandering its 

ruins � and the wise old voice that 

narrated your travels. 

FORMAT

PS4, PC, 360, PS Vita 

PUBLISHER

Warner Bros

DEVELOPER

Supergiant Games

BASTION

79
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78 PERSONA 4 GOLDEN

Y
ou  spend much of your 

time in this sprawling 

JRPG at school, but you 

only ever see the good 

bits. A couple of times a week, you 

might answer a teacher�s question 

and get a stat boost; sometimes 

you�ll hear a few sentences at the 

start of a class before the screen 

fades to black. The focus is on 

morning walks, lunch breaks and 

after-school clubs: your chances 

to make new friends and hang out 

with existing ones. 

It�s entirely appropriate, because this 

is a game whose focus is squarely on 

friendship. Your every relationship, 

or Social Link, is ranked from zero to 

ten, and everything you do in 

company � a shared bento box, a 

stroll together, or an after-school 

kickabout � works towards 

increasing that rank. Each Social 

Persona, the spirits you summon in 

battle, and the higher the relevant 

Social Link rank, the more potent 

the Persona created. 

It gives real meaning, and tangible 

of a Japanese schoolkid�s life, which 

only gets interesting in a traditional 

JRPG sense when fog descends on 

the town. Because when the fog 

comes, people go missing. And when 

people go missing here, they often 

turn up dead.

MIDAS TOUCH

Your search for these local 

unfortunates soon takes you to 

sprawling, multi-tier dungeons, 

where missing persons reside as 

prisoners of their own tortured 

psyches. You must rescue them so 

FORMAT

PS Vita

PUBLISHER

NIS America

DEVELOPER

Atlus

 

they can acknowledge the parts of 

themselves that they�d tried to hide. 

If they can admit their true nature, 

they�ll be able to call on a Persona of 

their own, joining you in battle.

Persona 4 Golden has the warmest 

of hearts. It�s a game about helping 

people, whether it�s keeping your 

young cousin company while her 

father is away, or helping a problem 

teen come to terms with his 

sexuality. And whether you�re 

feeding a friend the answer to a 

teacher�s question or saving the life 

of another teen from a dark 

dungeon, everything you do has the 

same message: being nice makes 

you stronger. Making new friends � 

and better friends of the ones you 

already have � makes you stronger 

still. A very social message for such a 

single-player game, but Persona 4 

Golden is full of surprises. 

PERSONA 4 GOLDEN

78



Taking place in the 1960s, The New 
Order portrays an alternate history in 

which the Nazis won the war.

30   GOLDEN JOYSTICK PRESENTS… 

77 WOLFENSTEIN: THE NEW ORDER

T
hat subtitle couldn�t be 

more appropriate. While 

1992�s Wolfenstein 3D 

popularised a genre, the 

series� subsequent history is 

patchy, regularly shifting from 

studio to studio, its soul slowly 

stripped away in the process. 

MachineGames staunchly refuses 

to contribute to that downward 

spiral. The New Order not only 

makes Wolfenstein relevant 

again, it has a good go at shaking 

up the genre as a whole.

And this reinvention of the 

franchise takes a surprising shape, 

DAS LOOT

You can, however, approach areas 

 

WOLFENSTEIN: THE NEW ORDER
FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Bethesda

DEVELOPER

MachineGames

77



The Colour Blind trait renders the 
whole game in black and white, while  
Vertigo turns the screen upside-down.
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76 ROGUE LEGACY

T
his unconventional gem 

takes the slot-machine 

nature of the roguelike 

platformer and grafts on 

RPG progression. Start a new 

game, and to the right looms 

Castle Hamson: an intricate 

arrangement of halls, forests, 

dungeons that rearranges and 

repopulates itself each time you 

visit. To the left is your skill tree, 

represented as another castle, 

which grows steadily as you 

invest in it with gold looted from 

neighbouring halls. 

While the numbers are steadily 

more and more on your side, you�re 

still to some degree at the mercy of 

chance, not least during character 

selection. After each permadeath, 

you pick your character�s successor 

from a selection of three. These new 

champions will inherit the 

equipment and skills you�ve 

purchased with past heroes, but 

with a few genetic traits of their 

own. So Lady Blair V might be an 

There are enough character classes, 

traits, and spells that the select 

screen consistently throws up 

bizarre heroes whose limitations 

seem cruelly ironic � the Archmage 

Barbarian with weak limbs � 

making each run novel.

FAMILY FORTUNES

This Metroidvania castle manages to 

feel distinct each visit, yet is always 

arranged with vicious, enemy-dense 

hostility. And while your basic 

abilities � a jump, a forward slash, 

enough to weather whatever�s 

thrown at you, that doesn�t mean 

that, upon wandering into a 

current skillset: a weakling 

better hunting gold than bosses.

Said gold can be invested in 

upgrades - ensuring that each new 

generation will be hardier than the 

last � or equipment that lets you 

These RPG systems mean each run 

can build towards a greater whole. 

cruelty of the best roguelikes, but 

twins it with something just as 

appealing: a tantalising hint of 

control over your fate. 

FORMAT

PS4, XO, PC, PS3, PS 

Vita 

PUBLISHER

Cellar Door Games

DEVELOPER

Cellar Door Games

ROGUE LEGACY

76



T
here�s a guard in your 

way. You need to get to 

the vent he�s defending, 

and there are ten yards of 

well-lit room between him and 

the gantry you�re hiding in. This is 

a problem. Not because there�s no 

way to stalk past, of course. Quite 

the opposite, in fact � you have so 

many options that you�ll struggle 

to narrow it down to just one.

You could use your grappling hook to 

zip to the ceiling, drop down behind 

him, and plunge a sword in his back. 

But a bit dull. A more creative 

approach involves a spike mine � a 

deadly trap that instantly kills 

anyone who walks across it. If you 

throw one of those on the ground, 

then throw a dart to smash the 

lightbulb above it, the guard will 

come over to investigate, trigger the 

mine, and meet a sticky end.

Of course, if you�re merciful, you 

could just chuck a smoke bomb at 

his feet and sneak by unseen.

GO NINJA GO

Mark Of The Ninja is an intelligent, 

unpatronising game, built on 

exploitable systems and consistent 

rules. Its levels are really just 

collections of puzzles � here�s the 

room with two guards standing 

above the vent you enter from, 

here�s the room full of dogs who 

solve them through creative 

employment of your ninja�s bursting 

utility belt and selection of moves. 

It�s unafraid to be empowering: hold 

a button and time will stop 

you need to aim that noise-making 

FORMAT

PC, 360

PUBLISHER

Microsoft

DEVELOPER

Klei Entertainment

Even more useful, however, is the 

game�s visual design.

There�s a cartoon crispness to the 

graphics, but the game�s real 

triumph is in how it conveys 

information with its art. A neat line 

view in murky uncertainty, while 

the colour vanishes from your garb 

to show when you�re hidden. The 

handling of sound is inspired, too � 

you can see sound waves emanating 

from their source, and even view 

them in advance when aiming tools.

To preserve challenge, Mark of the 

Ninja consistently introduces enemy 

types with skills that counter yours. 

Even without this, it�s an aggressive, 

emboldening take on stealth, that 

gives power and information to the 

player, and trusts that you know 

what to do with them. 

 MARK OF THE NINJA

75

Each level has its own optional 
objectives to complete, for those 
craving extra challenge.
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75 MARK OF THE NINJA
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74 STELLARIS

A
ccording to Henrik 

Fahraeus, director of 

this space 4X, �science-

to start reaching for the stars. 

Strategy-heads will know the studio 

for Europa Universalis and Crusader 

Kings; sweeping sims that see you 

running a realm in incredibly 

detailed historical settings. Stellaris 

straddles a line between these and a 

space 4X � for the uninitiated, that�s 

Civilization-like games that see you 

eXploring a universe, eXpanding 

your empire, eXploiting resources, 

and eXterminating foes. 

From a humble start on your 

homeworld, your goal is to do just 

that in order to secure the status of 

your interstellar society. You roam 

worlds, you build up your 

infrastructure, and you deal with 

other empires, through diplomacy or 

war � though here it�s all in real-

time, not turn-based, with pausing 

and fast-forwarding.

In most space 4X�s, the ultimate 

point of mechanics like these is 

engine, to be tuned until it pushes all 

the numbers up faster and higher 

than anyone else�s. The result can be 

disguising soulless score-chasing. 

Stellaris� empires aren�t engines. 

They�re toyboxes. Its systems exist 

as much in service of stories as 

competition � stories that emerge 

organically from the way you play 

and from the procedurally-

generated universe.

STAR TURN

trope you can think of is here, 

popping up among the events, 

technologies, and mechanics. 

Ancient ringworlds and rogue AI; 

psychic warriors and clone armies; 

federations and sentient space gas. 

You name it, it�s there for you to 

engage with, research, or encounter. 

As with its past games, Paradox 

will be supporting Stellaris well into 

the future too, and one of the most 

exciting things about the game is 

how much potential there is for the 

studio to build on this foundation. 

But even at it is now, this is one of 

the most exciting space 4X games 

ever made, and a highly accessible 

entry point to Paradox�s unique take 

on strategy and stories. 

STELLARIS

FORMAT

PC

PUBLISHER

Paradox

DEVELOPER

Paradox 

74

Every empire is defined by its 
Ethics – from Collectivist 

Xenophobes to Spiritual Pacifists.
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73 BIOSHOCK INFINITE

C
olumbia. An imperious 

city levitating high above 

seems to be as close to 

heaven as you could get. But like 

the Sun, and it�s on the verge of 

crashing and burning. Since 

seceding from the United States, 

the ruling Founders of Columbia 

have grown paranoid, and their 

politics of hate � most notably 

their hardline stance against 

ethnic mixing � has raised the ire 

of a renegade group known as Vox 

and you�re about to light the fuse.

You are Booker Dewitt, an indebted 
New York investigator who�s 
catapulted into Columbia with the 
task of rescuing and returning a 

young woman called Elizabeth to his 
creditors. Easy-peasy, right? Nuh-uh 
� not only is said woman the 
apparent heir to the throne, but 
she�s also been imprisoned in a giant 
statue for the last twelve years, has 
funky time- and space-warping 
powers, and is guarded by a metallic 
winged monster called Songbird.

SHOCK TREATMENT

Busting Elizabeth out of jail is the 
beginning of the story rather than 
the end. For the most part she 
accompanies you in your attempt to 
escape an increasingly anarchic 
Columbia. As Elizabeth learns more 
about her fearsome powers, she 
gains the ability to drag in objects 
from another dimension � such as 
turrets, ammo, and cover. 

But this is no buddy movie. Booker 
and Elizabeth endure an ever-

as the game progresses, as Booker 
learns of Elizabeth�s terrible true 
nature and Elizabeth learns of 
Booker�s ignoble intentions. More 
pertinently they seem to learn about 
themselves, too, as the plot escalates 
and reality turns out to be not quite 
what it seems.

It�s a bold and intelligent storyline 
drenched in connotation and 
unafraid to touch upon subjects 
which are traditionally taboo in 
games. It has something very clever 
to say about moral choices in games 
� we can�t say more, or we�d spoil 
some of its best twists and turns.

But know this, Columbia is one of 
the most inventive and intriguing 
game settings ever, and it houses a 
shooter that compares with the very 
best. It�s gaming heaven. Or the 
closest we�ll get to it, anyway. 

FORMATS

PS4, XO, PC, PS3, 360

PUBLISHER

2K Games

DEVELOPER

Irrational Games

BIOSHOCK INFINITE

73

Infinite’s fantastic Burial At Sea DLC 
takes place in Rapture, the setting of 
the first Bioshock. 
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72 DEUS EX: HUMAN REVOLUTION

I
t begins with conspiracy � a 

shadowy organisation attacks 

Sarif Industries, slaughters its 

security specialist Adam Jensen 

broken and dying. His body is 

rebuilt with military-grade 

augmentation technology, and he 

sets out on the trail of the men 

who tried to kill him.

This exhilarating pre-credits 

sequence sets the stage for Human 

Revolution�s dark cyberpunk 

adventure in the year 2027. It�s the 

most credible videogame world 

since BioShock�s Rapture � every 

location telling its own story.

In each city hub there are half a 

dozen side-missions to complete 

alongside the main missions; you�ll 

be tasked with recovering evidence 

from a body in a police station�s 

down a corrupt cop, investigating 

your ex-girlfriend�s disappearance, 

and stealing weapons from 

gangland territory. Every mission 

can be tackled however you want.

REVOLUTIONARY

While it wears the face of an FPS, 

Human Revolution is a proper RPG, 

where you have a real choice about 

everything you do. You�ll make 

decisions you�ll have to think long 

and hard about, weighing the 

possibilities; you�ll break your 

zero-kill streak and murder people 

because they deserved it rather than 

because the game forced you; you�ll 

risk your life and the lives of others 

to save characters you�ve genuinely 

branching paths where every 

results are always satisfying no 

matter what you choose to do.

Back in 2000, the original Deus Ex 

changed everything, forging a 

template that the best developers 

would crib from for the next decade. 

That game wasn�t a great shooter or 

a great stealth game, but despite its 

problems, the whole was greater 

than the sum of the parts. Human 

Revolution, however, has no such 

caveats; it is a great shooter, it is a 

great stealth game, and those parts 

come together to make it a great 

RPG. It�s a once-in-a-generation 

decade to do everything the original 

Deus Ex did � and to do almost all of 

it better. 

DEUS EX: HUMAN REVOLUTION
FORMAT

Wii U, PC, PS3, 360 

PUBLISHER

Square Enix

DEVELOPER

Eidos Montreal

72
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71 CRYPT OF THE NECRODANCER

T
here�s a dark magician 

buried deep within this 

rhythm-action dungeon 

crawler, but it�s not the 

one immortalised in the logo. No, 

his name is Danny Baranowsky 

and his synth-drenched 

musicality is the pacemaker 

strapped to the pulsing heart of 

this rhythm-roguelike. 

The game his music animates is  

entrancing. You�ll start as Cadence, a 

determined hero whose heart has 

been plucked from her in a bizarre 

ritual, and so who can now only 

move in four directions and in time 

with the music as she delves after 

her quarry. Drop a beat and she�ll 

stand stock still, losing her coin 

multiplier. If you want to buy the 

best gear, you�ll have to keeping 

moving. Or, rather, dancing.

It�s a complicating factor in your 

bestiary of conventional gribblies 

rendered entirely out of the ordinary 

by also being enslaved to the 

rhythm. And since every foe moves 

according to a ruleset or pattern of 

varying complexity, even the 

toughest foes - such as parrying 

blademasters and dragons with 

their openings and can exploit them.

TUNES FROM THE CRYPT

In theory, that means all damage is 

even well-educated runs fraught. 

This is a puzzle where the pieces are 

shifting every moment, and 

solutions are found instinctively as 

much as tactically. The best runs 

FORMAT

PS4, PC, PS Vita, 

Mobile 

PUBLISHER

Brace Yourself

DEVELOPER

Brace Yourself 

induce an absorbing, trance-like 

that�s killed you countless times 

delivers a rapturous buzz.

While the three levels and boss 

in minutes, it might take hours of 

instructive deaths to see the fourth 

area. As areas fall, you�ll unlock new 

characters, each remixing the rules. 

A lavish number of modes and 

options give you just as many 

reasons to keep coming back. 

Necrodancer is a virtuoso feat of 

express old ideas and kick both the 

rhythm-action game and the indie 

to a certain dedicated crowd, with 

few concessions to the timing 

games waltz onto screens with quite 

this much grace and charm. 

CRYPT OF THE NECRODANCER

71

Hear that faint, operatic warbling? 
Follow it and it’ll lead you to a jolly 
singing shopkeeper.
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70 BORDERLANDS 2

A
ction-RPG mechanics 

meet frantic FPS 

shooting in this brilliant 

sequel, proving that two 

great tastes really can taste great 

together. Solid gunplay proves the 

perfect foundation for an 

addictive formula of loot-chasing, 

levelling, and questing � and it�s 

even better with friends.

Kill something in the world of 

Borderlands 2, and chances are a 

gun will pop out of their still-warm 

corpse, each made up of various 

randomised components. 

Manufacturers, barrels and 

magazines are mixed with 

into Smith & Wesson cheese dreams. 

You might have a pistol that sets 

bouncing grenades, or something 

even more bizarre. Simply collecting 

and trying out all these madcap 

weapons is a joy unto itself. Plasma-

PANDORA ROCKS

It�s a recipe for brilliant combat 

variety, further spiced by a huge 

selection of grenades, shields, 

stat-boosting relics � and by your 

character�s unique abilities. Each of 

the classes boasts a special active 

power, from the Commando�s turret 

seem slight, but once you�ve 

invested enough points, the core FPS 

gameplay starts to warp. With the 

right spec, you can shoot your 

through enemies, and gain huge 

bonuses from .

That unique brand of chaos is 

silly story. Hilarious writing brings 

one of gaming�s strangest casts of 

characters to life, and while the 

the core gun-and-loot formula, 

invested in Borderlands 2�s world by 

battle to save it.

While the game is great fun played 

solo, it really comes alive with 

friends. Partly because it�s always 

more fun when you can shout at 

someone, and also because you can 

combine those madcap abilities and 

If you�re tired of the brown 

military FPS, then get involved � 

this is one of the most imaginative, 

rewarding shooters around. 

FORMAT

PS4, XO, PC, PS3, 

360, PS Vita

PUBLISHER

2K Games

DEVELOPER

Gearbox Software

BORDERLANDS 2

70

The huge library of post-launch DLC 
adds news areas, quests, weapons, 
characters, and more.
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69 ENDLESS LEGEND

Y
ou haven�t seen anything 

quite like this lushly-

decorated turn-based 

strategy before. Every 

aspect of its design boasts a 

stunning level of presentational 

polish, and  the originality to 

stand out in an overloaded genre.

At the heart of this beauty is the 

hexagon-gridded landscape of its 

END GAME

FORMAT

PC

PUBLISHER

Iceberg Interactive

DEVELOPER

Amplitude Studios

Ardent Mages� exiled Queen�s search 

absurd depth and its fascinating 

 

ENDLESS LEGEND

69

The Roving Clans, an empire of 
nomadic merchants, build their cities 
on the backs of giant insects.

“A FOUNDATION OF WONDROUS 

LORE PERMEATES EVERY 

ACTION WITH MEANING”
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68 SHOVEL KNIGHT

T
his platfomer is not so 

much an homage to 8-bit 

games, but 8-bit games as 

you remember them, 

coded through a pair of rose-

tinted specs. So while it has the 

rough shape of Mega Man and the 

controls of DuckTales, it�s actually 

far more advanced, in terms of 

both its technical capabilities and 

its creativity.

The concept of a spade-wielding 
knight is too knowing to be a 
creation of the 1980s, but his shovel 
is more than a joke. Treasure has to 
be excavated from dirt piles, every 
jab of the button sending jewels 
cascading into the air in what is the 
most addictive looting animation 
since Lego�s stud explosions. And 
the spade�s downward thrust, 

makes for tense platforming as you 
spring across ever-smaller sprites to 
cross spikes and bottomless pits.

Our titular dirt-disturber�s 
journey to an evil tower initially 
smacks of cliché. A world map 
unfolds, hinting at the graveyards, 
grasslands and castles we�ve 
liberated a hundred times before. 
Step into these worlds, however, and 
you�re bombarded with novelty. A 
graveyard becomes a perilous 

doubles as a testing ground for a 
phasing warp ability, itself hidden in 
another level and only discovered 
with advanced platforming skills.

DIG IT

The ideas only improve. An airship 
whips up wind-assisted acrobatics 

that would give Mario the willies, a 
subterranean kingdom is conquered 
using rubberised jelly, and a 
laboratory is, well, a pretty 
straightforward laboratory � but it is 
called the Explodatorium, which has 
to be worth something. When even 
the slippy-slidey ice world has 
something new to say � in this case, 
special spike-negating snowfall and 
rainbow-puking statues � you know 
you�re in capable hands.

Smart twists on tired formulas 
run throughout. Death still comes 
regularly, but grants you a second 
chance: the loot you drop when you 
die can be reclaimed at the same 
spot, as long as you survive the 
return trip. Want to up the stakes? 
You can break checkpoints, earning 
gems at the risk of returning to an 
earlier point in the level. 

It�s this love of the past combined 

that makes Shovel Knight one of the 
best retro-inspired games around. 

SHOVEL KNIGHT

FORMAT

PS4, XO, Wii U, PC, 

PS3, PS Vita, 3DS

 PUBLISHER

Yacht Club Games

DEVELOPER

Yacht Club Games

68

The PS4 version features a fight with 
Kratos, while on Xbox One you’ll get 
to take on the Battletoads.



67 SOMA

L
ike Frictional�s past 

works, Penumbra and 

person horror game revels 

in the tactility of its world and 

inscrutable terrors. But it goes 

further by posing troubling 

ethical and philosophical 

questions with uncommon 

maturity � and while it presents 

moral quandaries with real bite, it 

never stoops to declaring your 

choices �right� or �wrong�.

SEA CHANGE

FORMAT

PS4, PC

PUBLISHER

Frictional Games

DEVELOPER

Frictional Games

 

67
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Spec Ops: The Line’s version of Dubai 
has been burried by unceasing, 
devastating sandstorms.
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66 SPEC OPS: THE LINE

T
his might be the most 

subversive shooter ever 

made, deploying the 

crude ordnance of 

third-person carnage to critique 

some formidable targets: war, 

soldiering, American 

interventionism � and their 

depiction in videogames.

This is morally complicated 
entertainment � a game that 
understands its own ugliness and 
base urges, undermining the 
third-person shooter even as it 
adheres to its formula. So, your 
protagonist, Captain Martin Walker 
of Delta Force, is a bestubbled, 

wisecracking comms expert and a 
no-nonsense heavy gunner. 

And while they may be in Dubai 
on a reconnaissance mission, almost 

tangling with anonymous scarf-
wearing insurgents, who shout 
angry things in Farsi. In the 
campaign that follows, your trio of 
all-American asskickers do 
extremely bad things, only some of 
them unintentionally. They become 
wild and distraught, their combat 
patter adopting an unsettling tenor. 
Even the tips displayed on the 
loading screens begin to take on a 
darker hue. Suggestions for using 
cover segue into hectoring: �Do you 
feel like a hero yet?�

SAND AND DELIVER

a neon-shaded fever dream of 
ruinous excess, and Walker�s world 
is bent out of shape further by 
post-traumatic stress. His grip on 
reality isn�t helped by the jarring 

collision of gruesome decay and 
moneyed debauchery as one of the 
world�s most extravagant skylines 
crumbles into the sand.

As your tattered hero stumbles 
towards the terrible corruption that 
lies at this alternate Dubai�s heart, 
the game excavates subjects darker 
and more immediately relevant than 
most military shooters dare broach. 

grown from rugged videogame lunk 
to a traumatised wreck, and in this 
transformation is a wry criticism: 
this is what any FPS hero should 
look like after the amount of death 
and destruction they routinely face.

Spec Ops is brazen in its critique, 
and a rarity besides. It�s certainly not 
subtle, but it intelligently engages 
with problems that Call Of Duty and 
military shooters like it have yet to 
even acknowledge. 

FORMAT

PC, PS3, 360

PUBLISHER

2K Games

DEVELOPER

Yager Development

SPEC OPS: THE LINE

66



65 GALAK-Z

O
ur hands are trembling. 

Our heart hasn�t stopped 

pounding. We seem to 

have forgotten to 

breathe. It�s taken every ounce of 

skill to emerge from the 

constrained lair of the second 

stage boss; now all we need to do 

is reach the warp point without 

mere three Hammerheads 

ANIME DAY

 

GALAK-Z

FORMAT

PS4, PC

PUBLISHER

17-BIT

DEVELOPER

17-BIT

65

Characters look and sound like 
they’ve walked out of an ’80s 

anime cartoon.
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64 THE LEGEND OF ZELDA: SKYWARD SWORD

P
ity the Deku Baba, 

Hyrule�s answer to the 

Venus Flytrap. Slicing its 

stalk in Ocarina Of Time 

proved Nintendo�s Z-targeting 

had successfully tamed the wild 

frontier of 3D third-person 

combat. Thirteen years later, cold 

steel cleaves its head right along a 

slobbering jawline and you learn 

� with a slowly widening grin � 

that Nintendo had repeated the 

trick with motion controls. 

Delivering a deathblow with an 

opportune swipe is roleplaying of 

the purest kind, Link�s hand and 

yours outstretched in unison as your 

vanquished enemy writhes on the 

they could never be with a 

But it�s a radical departure for 

stamina meter governs climbing 

and dashing, turning steep inclines 

clambers between ledges and 

Skyloft is over the world, yes, but the 

cloudy realm acts more as a hub to 

SWORD PLAY

Diving down reveals further 

self-contained regions � forest, 

volcano, and desert � reject the 

dragging Zelda�s legendary temple 

reaching a dungeon�s doors Link is 

riding monster corpses across deadly 

sands, excavating keys from pillars 

of dirt, and climbing vines in search 

Having broken moulds, Skyward 

chases become mine-cart 

rollercoasters become stronghold 

raids all in the course of one 

heroic blur of pirates, dragons, and 

hardware become the console it was 

 

FORMAT

Wii

PUBLISHER

Nintendo

DEVELOPER

Nintendo

THE LEGEND OF ZELDA:  
SKYWARD SWORD

64



Hearthstone is primarily a multiplayer 
game, but also boasts a number of  
brilliant single-player campaigns.

63 HEARTHSTONE
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F
ew studios could take a 

genre as niche as this, pair 

it with a much-maligned 

business model, and meld 

them into an insanely popular 

game. This F2P card battler sees 

Blizzard do precisely that. 

In this underfed space, it is a 
revelation, a systemically rich and 
charmingly presented wonder that 
can transmute a spare 15 minutes 
into an addiction that devours whole 
evenings. Every match is a duel 
between two heroes, each with a 
30-card deck and 30HP. Your goal? 
Reduce your opponent to zero life 
before they can do likewise to you. 

It�s a familiar goal from the likes 
of Magic: The Gathering, but 

Hearthstone apart. Gone are the 

befuddling stacks of counters and 
tokens; gone, too, is the need for a 

and a gentle ramp to induct 
newcomers into the game�s 
intricacies. In their place is a 

charm. Your minions thud onto the 
board, wreathed in smoke, iron 
shields, or whirlwinds to denote 
their powers. Spells trace bright 
paths to their targets.

CARD TIMES

The polish is more than 
presentational, though, with every 
system elegantly honed. 
Asymmetric matchups will always 
call balance into question, but at all 
but the highest levels of play the 
only advantage that really matters 

playstyle. An evolving metagame 
and regular infusions of new cards 
provide checks to any dominant 
strategies that emerge, and you�ll 
learn from every lost match.

But what Hearthstone perhaps 
does best is presenting clear systems 
and then allowing tactical 
possibilities to spring up from them. 
It�s then up to your skill to make the 
most of them. The game is generous, 
too, and balanced well � no one card 
is so powerful as to be 
insurmountable � so you�re never 
forced to spend real cash.

Blizzard�s achievement here is 
remarkable � it has upgraded the 
card duel into a thoroughly modern 
form. Hearthstone is borderline 
alchemy, turning physical systems 
into digital gold.  

FORMAT

PC, Mobile

PUBLISHER

Blizzard 

Entertainment

DEVELOPER

Blizzard 

Entertainment

HEARTHSTONE

63
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62 UNTIL DAWN

A
s Chris sits in the cable 

car destined for 

Blackwood Mountain, he 

tells a high school 

anecdote that nicely summarises 

chaos theory. A guy in his class 

kept snapping a girl�s training 

bra, so the teacher told Chris to 

swap desks with him. This turn of 

events kickstarted a friendship 

with then-classmate, now fellow 

protagonist, Josh. �If it weren�t 

for the fact Jeanie Simmonds 

decided to wear a low cut shirt,� 

Chris says to Sam, another of 

Until Dawn�s eight playable 

characters, �you could be talking 

to some other person entirely�. 

Supermassive�s PS4-exclusive 

DAWN STARS

Atmospheric visuals keep the 

  

FORMAT

PS4

PUBLISHER

Sony

DEVELOPER

Supermassive 

Games 

62

Your choices will determine who lives 
and who dies. It’s possible to save 

everyone – or no-one.



‘3909’ is actually one-man team Lucas 
Pope, who left his job working on 

Uncharted at Naughty Dog to go it alone.
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61 PAPERS PLEASE

T
his is a game about 

freedom � granting it, 

taking it away, and 

discovering how much 

you can snatch for yourself in a 

world with little to go around. It�s 

a stark, bleak game of surprising 

thematic unity, and a powerful 

demonstration of the kinds of 

stories players can take part in, 

even when their own agency is 

strictly restrained. 

Papers Please casts you as an 

Soviet state, which has recently 

reopened its borders. The mechanics 

surrounding this idea coldly study 

not just the powers wielded by such 

bureaucrats, but also the strange 

people�s lives hinge on the way that 

retain your job you must scour 

contradictions. 

There�s a tactile pleasure in 

working with these documents � the 

tutorials and updates into your 

handbooks and daily memos, the 

rejection. You can�t be lulled too 

gently into the rhythm, however, 

and you�re paid on commission. 

DOCUMENT DELUGE
 As the game continues it adds 

“TALES OF SEDITION, 
CORRUPTION, OR PLAIN HUMAN 
MISERY THAT ALWAYS COME 
DOWN TO PAPER”

diplomats, and guards � who appear 

in your booth. Sometimes these are 

little more than one-shot stories, 

but they may, depending on your 

decisions, start a plot thread that 

or plain human misery that always 

way it can dictate lives.

 Games have mastered action, but 

twins it with genuinely human 

stories and an underlying, dread-

about something, about a time, a 

place, and a theme. And it�s rarer 

right down to mechanics. 

PAPERS PLEASE
FORMAT

PC, Mobile

PUBLISHER

3909

DEVELOPER

3909

61
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60 PROFESSOR LAYTON VS PHOENIX WRIGHT: ACE ATTORNEY

T
his Level-5/Capcom 
mash-up comes from the 
same mindspace as 
Celebrity Big Brother: 

take opposing personalities, lock 

stayed in a 3DS cart? It�s cramped 

is the cold man of logic versus the 
passionate man of conviction, the 

Action-wise, the game does what it 
says on the tin. It delivers a chunk of 
a Layton game, all logic exercises 
and rooting around in strangers� 
bins for hint coins, and a chunk of an 
Ace Attorney game, complete with 
shifty testimony and pointing of 

newcomers a taste of both heroes, 
before worlds collide and our stars 

are thrust into a medieval society in 
the grip of a witch hunt. Their 
dilemma? How to apply logic and 
deduction in a town where magic 
makes the impossible possible.

COURT OUT

This alone is a great hook for 

exploited by scenario writer Shu 
Takumi � as the creator of Ace 
Attorney, he has good form when it 
comes to pacing shock twists. But 
the real magic is seeing Takumi�s 
pen go to work on our two stars. 
Layton is dragged out of his polite 
Sunday night ITV mystery comfort 
zone, and Wright�s mouth is 
suddenly full of words by the man 
who knows him best. 

It�s solid gold fan service. Whether 
we�re watching an exasperated 
Layton trying to explain puzzles to 

FORMAT

3DS

PUBLISHER

Nintendo

DEVELOPER

Level-5, Capcom

Wright, or watching the two engage 

courtroom pointing, it constantly 
tickles the nerdiest parts of the 
brain. And if you weren�t a fan of 
either going in, you�ll be one by the 
time the credits roll at the end of the 
hefty 20+ hour yarn. Takumi�s gift 
for caricature is put to brilliant use 
throughout, as oddballs bicker, 
grubby alliances are struck, and, at 
the game�s creative peak, Wright has 

cross-examination. Glorious.
Wrapped up in Level-5�s stellar 

production values � the way the 
music mixes Ace Attorney tunes 
with Layton�s Gallic charm is great 
fun � what could have been niche is 
nothing short of a delight. In true 
Big Brother fashion, it�s time to evict 
whatever�s in your slot and tuck into 
one of 3DS�s best. 

PROFESSOR LAYTON VS PHOENIX 
WRIGHT: ACE ATTORNEY

60



59 RAYMAN LEGENDS

H
ere we have a game that 

fully understands the 

importance of feedback. 

If you were to strip this 

colourful platformer of its surreal 

sights and sounds, it�d be 

serviceable and no more. But its 

fantastic looking and sounding 

game � it fuses itself to the 

We�re talking sounds such as the 

�oooh!� when you discover a 

catacomb hidden deep within an 

apple core. The squelch when you 

poke a be-tentacled monster in one 

drags you into the abyss. The little 

Spanish guitars that grow louder as 

you approach the level exit. 

So in tune is the platforming with 

the soundtrack that the game even 

boasts some truly mesmerising 

rhythm-action levels, which see 

Rayman sprinting through stages 

arranged around unorthodox 

mash-ups such as a mariachi Eye Of 

The Tiger or a hard rock Black Betty.

EVERYBODY LOVES RAYMAN

The same staggering attention to 

detail applies to the art direction. 

We�re not just talking about the big 

things. It�s the incidental details that 

make Rayman Legends such a 

magical experience; the way purple 

lums frantically gesticulate, 

imploring you to collect them in the 

right order; the way Teensies blow 

you a kiss after being saved. 

It�s a game too that understands 

incentivisation; while its unlock 

system of levels-for-Teensies could 

prove a slog in lesser hands, the 

game hurls a boatload of mini-

rewards your way to keep you keen, 

including new playable heroes and a 

gallery of creatures to cultivate.

To play Rayman Legends is to be in 

awe in the way all its tiny touches 

mesh together so beautifully. It�s 

rare to see a game so respectful of 

the player�s time � barely a second 

goes by without an amusing aside to 

keep interest levels piqued.

2D platformers are undergoing 

something of a renaissance, but 

most are concerned with looking 

backwards, not forwards, aping 

retro classics. Here we have a 

thoroughly modern take on the 

levels made of sausage and cake; 

that randomly transforms you into a 

duck halfway through for no reason 

other than it�s funny. You�ll love 

every second of it. 

RAYMAN LEGENDS

FORMAT

PS4, XO, PC, Wii U, 

PS3, 360, PS Vita

PUBLISHER

Ubisoft

DEVELOPER

Ubisoft
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You can play solo, or team 
up with up to three mates 

for frantic co-op action.
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A hugely popular mod allows 
you to play in the world of 
Game Of Thrones.
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58 CRUSADER KINGS II

F 
or the last quarter-
century, historical 
strategy games have been 
encouraging us to ask the 

same questions: �Who should I 
conquer?� �Who should I ally 
with?� �What should I research?�. 
They�re great questions � the 

� but this sprawling triumph of a 
strategy game does make them 

During a standard Crusader Kings II 
session, the dilemmas faced might 
include: �Should I blackmail an 
enemy noble I know to be gay?�, 
�Should I reprimand my daughter 
for torturing rats?�, �Should I 
entrust my son�s education to an 
insane Italian duke?� or �Should I 
lock-up my mum for plotting to kill 
my half-brother?�.

None of these situations are 
scripted. They and many others all 
spring spontaneously from an 
astoundingly rich depiction of 
medieval Europe, CK2 perfectly 
modelling the feudal system in all 
its backstabbing, nepotistic glory.

GETTING MEDIEVAL

The realm labels that festoon the 
map hide power hierarchies 
populated by hundreds of both 
historically-based and randomly-
generated characters. Every one of 
them is out to realise their own 
ambitions and further their own 
interests. To join the soap opera you 
simply pick one to control.

Which throne you occupy, and 
where and when you start, makes a 

his dreams haunted by vassal 

English Earl in 1180, is likely to have 
social climbing, maybe even 
regicide, high on his �To Do� list.

CKII never cramps your creativity 
with crude victory conditions. 

prestige totals of successive rulers, 
you�re too busy ensuring your realm 
doesn�t disintegrate on your death, 
or your reputation in a rash war, to 

In the years since launch the game 
has been improved and expanded in 
countless ways with a titanic library 
of DLC and user-made mods, adding 
incredibly variety and versatility to a 
game already deeper than the 
Mariana Trench. CKII�s intimidating 
to get into, but persist and you�ll 

of hours to its textured tapestry. 

FORMAT

PC

PUBLISHER

Paradox

DEVELOPER

Paradox

CRUSADER KINGS II

58
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57 THE BINDING OF ISAAC: REBIRTH

Y
ou are Isaac, a naked little 

boy cast into the network 

of cellars under his house 

after God commands his 

mother to kill him. Unlike in the 

Bible, no stay of execution awaits 

you: only level after level of 

top-down, randomly-generated 

dungeon, populated by Isaac�s 

monstrous former siblings.

You move and shoot in four 

Robotron, and at the end of each 

level is a boss. Along the way you�ll 

make the going a little easier. Die, 

however, and it�s all lost � death is 

permanent. And frequent.

Super Meat Boy creator Edmund 

McMillen�s signature body horror is 

slightest error can cost you 

everything. Isaac is grotesque both 

in design and subject matter: his 

initial weapons are his tears, with 

An upgrade might pierce Isaac with a 

coat-hanger, or embed a third eye in 

the back of his head to enable him to 

shoot backwards. Between stages, 

Isaac�s dreams show him being 

humiliated by everyone he knows.

PREPARE TO CRY

It�s a broader-ranging expression of 

McMillen�s interests than in any of 

his other projects, drawing on The 

Legend of Zelda, Bomberman, and 

Ren And Stimpy alongside the Old 

Testament. It speaks to themes of 

childhood, religion, isolation, and 

rebellion, often in ways clearly very 

personal to McMillen � but this isn�t 

a game out to preach a message. 

FORMAT

PS4, XO, PC, Wii U, 

PS Vita, 3DS

PUBLISHER

Edmund McMillen, 

Nicalis

DEVELOPER

Edmund McMillen, 

Nicalis 

And there is an intelligence to The 

Binding of Isaac that prevents its 

excesses from ever becoming crass. 

Instead, the relentless cruelty of the 

game is a joke that invites you in, but 

asks you to see it for what it is. Firing 

it up for a single run-through 

quickly becomes a refreshing aside, 

a willing engagement with a world 

that�s nasty and doesn�t try to hide 

it. But while it�s uncaring, it�s never 

you�ll be rewarded; become 

the consequences.

some and repulse others, but those 

who can get on board with its dark 

humour, unsettling visuals, and 

the treat � an utterly unique, 

powerfully atmospheric, and 

relentlessly addictive roguelike. 

THE BINDING OF ISAAC: REBIRTH

57

Rebirth is a complete remake of the 
original game, expanding on the core 
action and revamping the visuals.
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56 DRAGON AGE: INQUISITION

B
ioware has crafted a 

world of such scope and 

density here that it�s 

within its storied folds. Every 

element of the environments 

stands up to scrutiny so well that 

it�s impossible not to be 

impressed. So much so that you 

in a local tavern just to enjoy a 

bard�s tunes, or conversartion 

with the barman.

In a clear bid to satisfy fans who felt 
that Dragon Age II was too focused 
on its one locale, it initially appears 
that the huge open maps have 
thrown the tightness of Bioware�s 
character-building, choice-making 
franchise out with the bath water. 
But stick with it, because everything 
you love about Dragon Age is still 
here in abundance.

Though you begin as a prisoner, 
before long you�re heading up the 

titular Inquisition, a reborn military 
and political force determined to 
defeat a deliciously evil � and 
wonderfully written � villain. 
Joining you is a roster of nine party 
members, a group that feels denser 
compared to previous posses, as 
individual personalities grow, thrive, 

yourself gasping at their revelations, 
bickering with them when they 
make bad decisions, and laughing at 
their surprising wit.

NEW AGE
From your fortress hub of Skyhold 
you step out into more open 

“THE INQUISITION, A REBORN 
MILITARY AND POLITICAL FORCE 
DETERMINED TO DEFEAT A 
DELICIOUSLY EVIL VILLAIN”

environment maps across both 
Ferelden and Orlais, which contain 
the exploratory dungeon-crawling 
that makes up your ever expanding 
to-do list. Each of these areas is 
vast, and put together with the kind 
of stylistic panache that you�d 
expect from a much narrower game 
world. On the Storm Coast, the 
waves crash against angular rocks, a 
salty shower splashing up and over 
your party. What should have been a 
standard non-critical quest into the 
Fallow Mires, a swampland drowned 
in permanent rainfall, evolves into a 
deeply atmospheric delve into 
lightning-lit ruins. From the big to 
the small, Thedas looks fantastic.

You should step into this world 
knowing that this is an adventure 
that will consume tens, or more 
likely hundreds, of hours of your 
gaming time. Your reward for the 
investment? One of the most 
involving RPG narratives going. If 
you ever make it out of the pub. 

DRAGON AGE: INQUISITION
FORMAT

PS4, XO, PC

PUBLISHER

EA

DEVELOPER

Bioware

56
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55 BROTHERS: A TALE OF TWO SONS

W
ritten and directed by 

Josef Fares, it�s 

STICK IT TWO ME

FORMAT

PS4, XO, PC, PS3, 

360, Mobile

PUBLISHER

505 Games

DEVELOPER

Starbreeze Studios 

BROTHERS: A TALE OF TWO SONS

55

Each brother has his own strengths and 
weaknesses – the eldest is stronger, but the 
youngest can fit through tight spaces.



The Reaper Of Souls expansion, 
bundled in for free on consoles, adds 

a whole new Act to the story.
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54 DIABLO III

T
he biggest allure of this 

demon-bashing action-

RPG is how satisfying the 

meaty thwacks you dish 

out feel. It�s impactful, gory 

violence, but of the kind that 

cringe, as ragdolls, splatters of 

blood, and lovely big damage 

Each playable class is individually 

designed to dish out this brand of 

gloriously goofy hurt in spades.

Take the Crusader, for example. This 

ass-kicking brute has a massive 

shield, used to crush foes in melee 

range, with skills geared towards 

moving him around combat, 

battering aside foes. In terms of the 

devastation he leaves in his wake, 

he�s less an RPG-style tank, and 

more an M4 Sherman.

As per the Diablo III remit he�s 

feeling like a medieval Marvel 

superhero with his badass crank 

turned all the way up. And, as with 

levels up his selection of skills 

expand, and he goes from adequate 

monster slayer to face-assaultingly 

bursts of light-infused bosh.

DEMON DAYS

With enemies attacking in numbers 

hard to describe as anything other 

than �swarms�, you�ll need those 

explosive abilities to clear the way 

� and to make them drop their shiny 

loot. On easy, they�ll fall like wheat 

before your scythe, for a stress-free 

cruise through the chaos that makes 

for the perfect podcast game. Crank 

adventure soon becomes a desperate 

consider your choice of equipment, 

skills, and passive bonuses. Of 

course, you can always call for 

back-up via the game�s robust co-op 

multiplayer component. 

On consoles, tight, gamepad-

adapted controls make this the 

slickest and most responsive loot 

�em up around. On PC, the clickfest 

action is given incredible longevity 

via seasonal rankings that challenge 

you to build the most badass 

character you can to earn unique 

rewards. Whichever platform you 

choose, know that you�re getting the 

top-down thrill bolstered by four 

years of huge regular updates that 

feels as brilliantly fresh now as it did 

back in 2012. 

FORMAT

PS3, PS4, PC, PS3, 

360

PUBLISHER

Blizzard

DEVELOPER

Blizzard 

DIABLO III

54



54   GOLDEN JOYSTICK PRESENTS… 

53 FIFA 16

S
ame old FIFA� no, wait. 

This categorically is not 

the football game you 

expected to emerge from 

EA�s production line. Sure, many 

of its changes are incremental 

over FIFA 15, but this is the best 

the series has ever been.

Some of the changes will take a bit of 

getting used to. Slower players, 

� it can feel more like war than 

football. But persevere and you�ll 

coming to love, every little update. 

No more can you sprint down the 

striker, and score every time. And 

crucially, neither can your opponent.

This gives rise to online games no 

longer dominated by sides packed 

gladiatorial forwards. Yet it�s not 

calming. Defensive AI is better than 

ever, with your back four marking 

tightly, relentlessly physical, and 

constantly looking to intercept 

mistakes � giving you a chance to 

capitalise � but overall the 

transformation is like going from 

Spurs under Ossie Ardiles to George 

GAME OF ZONES

you realise that rather than being 

bypassed completely as in most 

are the game�s heart. That defensive 

“THE TRANSFORMATION IS LIKE 

GOING FROM SPURS UNDER 

OSSIE ARDILES TO GEORGE 

GRAHAM-ERA ARSENAL”

AI means that they�re more adept at 

winning back possession, and they 

have more options when they get it, 

too. Drilled passes permit them to 

touch dribbling� enables clever 

make them a greater goal threat.

Finally, all those clichés about 

ring true within FIFA. Persevere 

through the early grind and you�re 

rewarded with a game that packs 

real longevity, with features and 

modes designed to suit any player. 

The most notable new addition is 

international women�s football. 

Players here move with a more 

elegant gait, and there�s a graceful 

feel to the football, too. It�s a quite 

literal change of pace.

And that�s apt, really: this a FIFA 

which switches down a gear in terms 

of speed, yet provides marathons� 

worth of value � if you have the 

stamina for it. 

FIFA 16
FORMAT

PS4, XO, PC, PS3, 360 

PUBLISHER

EA

DEVELOPER

EA

53
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52 FINAL FANTASY XIV: A REALM REBORN

T
he real test of a good 

MMO is in how 

convincing its world feels 

� its sense of place, and 

the authenticity of the people who 

live there. After all, once the story 

it�s the quality of the setting 

that�ll keep you coming back.

Eorzea had transformed itself into a 

land well worth visiting even before 

the most recent expansion, 

Heavensward, but in the three years 

since its re-release after a botched 

original attempt, it has exceeded 

expectations. The expansion alone 

brought nine new zones to the 

content, A Realm Reborn, each one 

far bigger than anything that came 

areas to explore, from the gothic city 

of Ishgard to the spectacular, 

winged tower of Zenith, it truly feels 

like entering a completely fresh 

frontier.

EORZ AND MINE

The sheer scale of the world 

encourages exploration, and each 

area bursts with personality. 

Western Coerthas could have so 

easily been a generic icy wasteland, 

details that hint at its history. Old 

fortresses and farms from when the 

area wasn�t so chilly now lie 

abandoned, while military camps 

are scattered around strategic points 

as they try to reclaim the land from 

the dragons. Despite its fantasy 

trappings, it feels lived in, and even 

the NPC inhabitants seem deeply 

connected to it. It doesn�t take long 

as you would be by any grand tale in 

the core Final Fantasy series.

Heavensward raises the level cap 

from 50 to 60, and introduces a host 

of new skills, each adding 

play. Monks, for instance, rely on 

chaining moves to �stack� their 

used to get broken during lulls in 

long battles, causing them to lose 

power. Now they have new moves to 

compensate for downtime, allowing 

them to maintain their charge, or 

loose it all in one devastating blow.

Ultimately, FFXIV�s storyline is 

it not shamed by the rest of the Final 

Fantasy series, it stands upon their 

arguably more involving. All this in 

a world so rich that sightseers will 

exhaust themselves before they 

exhaust it. It�s high time you booked 

yourself a tour of Eorzea. 

FINAL FANTASY XIV:

A REALM REBORN

FORMAT

PS4, PC, PS3

PUBLISHER

Square Enix

DEVELOPER

Square Enix

52

Classic monsters and summons 
from the single-player series are 

woven into the world and story.



In a first for the series, 
Generations lets you play as one 

of the cat-like Palicoes.
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51 MONSTER HUNTER GENERATIONS

T
his action-RPG is a 

celebration, a gathering 

to commemorate the 

series� past and present 

with a few new surprises to boot. 

friendly, welcoming vibe should 

ensure veterans, lapsed players, 

something to enjoy. 

Your adventure begins in Bherna 

Village, a mountainside hamlet, but 

soon you�ll gain access to three more 

charming settlements, all taken 

from previous games, with an 

airship allowing instant fast-travel 

between them.

missions that will eventually lead 

you to one of the game�s four new 

signature monsters. Mizutsune�s 

that looks as good as it feels. Astalos, 

an electrical insectoid, is challenging 

and distinctive, while Glavenus� 

sheer visual appeal � it�s like 

battling a dinosaur  with a sword for 

a tail � compensates for a more 

standard scrap. Gammoth is, well, a 

giant mammoth. Enough said. 

ASTALOS VISTA, BABY
They�re not the only newcomers. 

Ostensibly a mid-level monster, but 

tougher than several beasts at 

higher levels, the quick and lively 

owl-like Malfestio is as tricky as its 

Japanese name Hororohoruru is to 

pronounce. Even the supposed 

entry-level cannon-fodder beast 

Great Maccao is good value, as it 

backs up and kicks out with sharp 

claws to protect itself. Otherwise, 

greatest hits package of past beasts, 

including the brilliant Nargacuga.

Recognising that 14 weapon types 

is probably plenty, Capcom chooses 

not to add any more, focusing 

styles, from the jumping attacks of 

Aerial to the precise parries of 

Adept, each bolstered by a range of 

selectable Hunter Art special 

abilities that charge up in combat.

Monster Hunter has always been a 

game about adapting to unfamiliar 

situations, and players here have 

never had more options to fall back 

on. Generations might be tough for 

newcomers, but for those with the 

patience to get used to its ideas, this 

is as rich, deep, and satisfying as the 

series has ever been. 

MONSTER HUNTER GENERATIONS
FORMAT

3DS

PUBLISHER

Capcom

DEVELOPER

Capcom 

51
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50 SUPER SMASH BROS FOR WII U

W
ell, it�s been over a 

decade, but Super 

Smash Bros. Melee 

rest: Smash Wii U feels that good. 

BROS AND PROS

FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Sora Ltd, Bandai 

Namco Games

 

SUPER SMASH BROS FOR WII U

50

Cameos are more far-reaching than ever 
before, roping the likes of Sonic, Bayonetta 
and Cloud Strife into the action.
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49 SPELUNKY

D
eath is underused in 

games. It often feels so 

cheap. Normally, all you 

get is the animated 

slump, the fade to red, and the 

prompt to restart. Spelunky 

doesn�t settle for that. It 

understands the power of death 

� the pathos, and the potential for 

weird, wriggling comedy. 

You see, Spelunky�s a roguelike, and 

its combination of randomised levels 

and the inability to save your 

progress through them serves to 

make dying seem fearful and 

platformer, and its energetic physics 

and playful systems � the ping-

ponging between wall spikes, or the 

bomb that blasts you into a lake 

roiling with piranhas � ensure it�s 

The game is procedural, then, but 

most bizarre, the dead ends and 

torturous feints suggest a witty, if 

rather mocking, intelligence, and 

there�s a human kind of bias to the 

set-pieces that Spelunky regularly 

inexplicably in love with frogs, for 

example, or the one where a tiki 

man is camped by the entrance, 

DEEPER UNDERGROUND

And even when lucky item drops see 

you soaring about with a jetpack and 

hastened towards the exit by a 

magical compass, you can never 

forget the dangers � the patrolling 

matter how meticulously you inch 

FORMAT

PS4, XO, PC, PS3, 

360, PS Vita

PUBLISHER

Mossmouth

DEVELOPER

Mossmouth 

through the world, peering over 

ledges, and assuming every pile of 

bones is about to judder to life, 

Spelunky�s systems will pounce on 

This masterpiece is as generous as 

it is brutally bloodthirsty, and it 

makes up for killing you so 

takes you to a place that should be 

cloyingly familiar, full of mines, 

treasure, and pits brimming with 

renders them utterly fascinating 

once more through a complex 

muddle of exotic mystery and 

you can replay for years on end 

without ever taking quite the same 

route or meeting precisely the same 

  

SPELUNKY

49

This roguelike platformer 
started life as open-source 
freeware back in 2008.
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48 TOTAL WAR: WARHAMMER

T
his is the Warhammer 

game you�ve been waiting 

for, plain and simple. If 

representation of a world 

previously only glimpsed in stats 

It�s a strategy game set in a fantasy 

world, and it features the most 

compelling, urgent campaign in any 

Total War � an embroidered magical 

throw, constructed from years of 

constant feeling of biting enmity 

enough to tell you that dwarfs hate 

grumbling mountain beardos and 

you�ll understand why, as 

greenskins relentlessly attack, 

exploiting your own shattered 

Likewise, as the Empire, seeing the 

land you spent hours uniting get 

razed by a Chaos horde hurts in a 

ORC WORDS

There�s a real sense of place and 

sweeping the land you can�t help but 

check the map and calculate how 

long it�ll be before they reach you, 

timidly preparing yourself for 

cheer � Chaos turned back at great 

more pleasing when you realise it�ll 

see your cities sacked and your 

times, but that�s a good thing � 

Campaign AI is sharp, forcing you to 

stay alert by constantly probing your 

War game where you�ll rarely feel 

defending, and the shadow of Chaos 

And there�s so much more to talk 

could be a page in a Warhammer 

There�s enough depth and spectacle 

Total War game, and the ultimate 

 

FORMAT

PC

PUBLISHER

Sega

DEVELOPER

Creative Assembly

TOTAL WAR: WARHAMMER

48



47 80 DAYS

A
fter 110 days, having 

travelled 27,000 miles 

through 20 cities out of 

the possible 144, and 

Phileas Fogg�s circumnavigation 

of the earth, we�ve failed. But 

what a journey. 

Along the way we managed to 

outing in Nice�s seedy gambling 

backstreets. We rode mechanical 

elephants across in-land Asia, 

narrowly avoiding demise at the 

hands of a Kali-worshipping cult. We 

conversed with criminal poets, 

exchanged pleasantries with opium 

trader ship captains, and mutinied 

with oppressed Shinto engineers 

bound for Honolulu. 

FOGG WARNING

So while we walk away destitute, 

we�ve earned riches of another sort. 

And so we go again, armed with the 

knowledge never to trust a 

steamboat captain boasting of 

shortcuts, or to side with a widowed 

Indian Rani no matter how much 

distress she appears to be in� 

You may have guessed from the 

above, but Inkle has taken some 

liberties with Jules Verne�s original 

book. You take on the role of Parisian 

man-servant Passepartout, but the 

world you and Fogg travel across 

packs more than a few surprises. 

This is an alternate 1875, where 

robot gondoliers punt through the 

waterways of Venice, and top secret 

engineering advancements 

in Eastern Europe have enabled the 

construction of a super steam train 

to rival the Orient Express. 

It�s through the written word that 

you�re pulled along on these 

adventures, Inkle�s story meshing 

together your imagination�s ability 

to craft characters and worlds 

through language with moment-to-

moment resource management 

backing it up. As Passepartout, you�ll 

have to keep one eye on the journey 

ahead, ensuring you take the best 

routes by listening to the advice of 

the locals. You�ll also have to keep 

your trip funded by buying and 

selling items from the local markets. 

And throughout all of this, the days 

tick down. To say it gets tense 

towards the end is underselling it.

Inkle ties together your branching 

storyline choices within a superb 

visual wrapper. It�s a true adventure 

unfamiliar sights, and artful prose. 

Book your tickets now. 

80 DAYS

FORMAT

PC, Mobile 

PUBLISHER

Inkle

DEVELOPER

Inkle

47
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One of the game’s endings is so well 
hidden that reportedly only three 
people have ever achieved it.
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46 BATMAN: ARKHAM KNIGHT

G
oodbyes are meant to be 

sad. They shouldn�t be 

celebratory. They 

shouldn�t feel this 

action-packed, tense, and 

exhilarating. They shouldn�t 

make us laugh one moment, gasp 

the next. The rules are clear; 

goodbyes should make us feel 

depressed, and a game where 

Batman drives a tank should be 

rubbish. Trust Rocksteady, not 

content with turning one of 

gaming�s biggest jokes into one of 

its strongest icons, to smash 

those rules one last time.

Arkham Knight�s Gotham is a major 

technical achievement. Five times 

the size of that in Arkham City, it�s 

still not gaming�s biggest sandbox, 

but makes up for it in personality, in 

fan-delighting touches and locales 

(Ace Chemicals! Wayne Tower!). 

Grapple to the tallest building then 

glide over it all � after weeks of play 

it�ll still be your favourite way to 

BATTER UP

Likewise, combat goes out with 

more of a pow than a whimper, 

aerial juggles and better-than-ever 

gadget use. Really, it�s the number of 

on-screen enemies that keep bouts 

fresh. Far bigger than City or Asylum 

ever dreamed of, these swarms of 

goons force Batman to use both 

leaves face, you�re planning the next 

three punches. You�re using new 

throw counters to clear the crowd, so 

you can prioritise armed thugs and 

“THE FREE-FLOW FIGHTS 

BENEFIT FROM AERIAL JUGGLES 

AND BETTER-THAN-EVER 

GADGET USE”

the new medic class before they 

Then there�s the Batmobile. Not 

quite a car, nor a tank, but some 

ingenious hybrid � a vehicle capable 

of jetting through the city one 

moment, then carefully slipping 

around corners the next. Get it up to 

full speed and it laughs at the size of 

control of the greatest Bat-gadget of 

them all, and it doesn�t disappoint.

Revealing which foes return 

during the course of the story would 

be (super)criminal, but know that 

Rocksteady has chosen well, with 

everyone at the top of their game for 

make no mistake: this is goodbye. 

But we defy anyone to battle a crowd 

of thugs, leap into the Batmobile, 

burn through Gotham, then launch 

themselves into the sky and glide 

over the city � completely 

seamlessly - and not feel like the 

superhero that gaming needed.  

BATMAN: ARKHAM KNIGHT 
FORMAT

PS4, XO, PC

PUBLISHER

Warner Bros

DEVELOPER

Rocksteady Studios

46

This marks Rocksteady’s third and final 
Batman game (prequel Arkham Origins 
having been developed by a different studio).



45 FTL: FASTER THAN LIGHT
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T
he fellow nursing the 

mug of space ale in the 

corner of the cantina 

doesn�t have to tell you 

he�s an FTL captain. The laser 

burns on his jacket, the monkey 

wrench in his belt, and the broad 

grin creasing his craggy, careworn 

face give him away.

Sit down opposite him and you 
invite a torrent of torrid tales. �See 
this scar? I got that when I targeted 
my own bridge with an incendiary 
missile. Had some Mantis boarders 
running amok � it was the only way 
to take them down.� �Buy me a pint 
and I�ll tell you about the time I 
tangled with a pirate cutter near the 
Slug homeworld. Trust me, you don�t 
know fear until you�ve had to shut 
down your own shields, life-support 
system, and sensors in order to 

summon the power necessary to 
launch an anti-ship drone.� 

SPACE AND TIME
Every one of FTL�s evening-sized 
odysseys bulges at the bulkheads 

decisions, and bittersweet twists of 
fate. If you�ve ever yearned for a 

� a top-down Star Trek or Blake�s 
Seven turn-based strategy game � 
then yearn no longer. Adventures 
begin with ship selection, but 
whatever craft you�re captaining, 
the ultimate objective is always the 
same: deliver a vitally important 

battling, trading, and upgrading 
your way through a randomly 
generated web of sectors. 

Every sector is its own navigable 
web of unscripted surprises. Because 

a powerful rebel armada is always 
hot on your heels, you can�t linger in 

the essence, but so too is scrap � 
FTL�s precious currency. Knowing 

they get to their goal, the sensible 
skipper loiters for as long as possible 
in order to maul and recycle the 
maximum enemies. It�s rare that a 
turn passes without a hard choice or 
a satisfying skirmish. One minute 
you�re looking on as your lasers 
steadily savage the hull of an 
outfought/out-thought foe, the next 
you�re deciding whether to intervene 
in an intergalactic mugging, rescue a 
mad castaway, or send crew to 
investigate an eerie space hulk.

The beauty is that whichever 
direction you end up heading in FTL, 
you�ll swagger away with another 
tale to tell. 

FORMAT

PC, Mobile

PUBLISHER

Subset Games

DEVELOPER

Subset Games

FTL: FASTER THAN LIGHT

45

Earning achievements unlocks new 
ships to play with, some boasting 
extremely unconventional designs.
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44 LUIGI’S MANSION: DARK MOON

W
ith cheeky ghosts 
running riot, who 
you gonna call? 
Mario�s leaner, 

greener brother, of course, with 
supernatural vacuum cleaner the 
Poltergust 5000 in hand.

As Luigi gibbers and shakes his way 

through each haunted mansion, 

and everything, it�s impossible not 

to fall for the guy. Character 

animations are superb. His hands 

shiver as he reaches for a door knob, 

his thumbs twiddle nervously while 

riding a lift (complete with the 

tune in muzak style) and every other 

room contains slapstick waiting to 

be triggered. Luigi constantly falls 

for ghosts� Home Alone style booby 

traps, trapping himself in a sun 

lounger, tumbling down stairs, or 

getting sprayed by a sabotaged toilet 

signals make the chap practically 

jump out of his overalls. 

The game�s mansions and their 

spectral denizens are just as 

compelling. Locations range from 

typical haunted house fair, such as 

the opening Gloomy Mansion, to icy 

crypts, each split up into smaller, 

objective-fuelled, 15-30 minute 

gaming at its best.

SIMPLY THE BUST

be consistently surprised by what 

treasure and gems are found by 

hoovering up a table cloth or a slyly 

loose bit of wallpaper. There�s also 

FORMAT

3DS

PUBLISHER

Nintendo

DEVELOPER

Next Level Games, 

Nintendo

the new Dark-Light device, a 

multi-coloured bulb used to reveal 

hidden objects. Mischievous Boos, 

themselves hidden away as 

Balls to conceal all manner of doors, 

cabinets, treasure chests and such. 

reveal them, but you�ll have to suck 

to get the hidden items back for 

good. As these glowing orbs spill 

out, you�ll need the 3D on to attain 

the sense of depth necessary to 

adjust Luigi for optimum suckage. 

With its combination of teasing 

puzzles, great characters, fun 

combat, and so many reasons to 

Luigi�s Mansion: Dark Moon 

improves on everything you wanted 

it to and is perfectly attuned to the 

  

LUIGI�S MANSION: DARK MOON

44

King Boo has shattered the Dark 
Moon into pieces, unleashing angry 
ghosts on the world.



Ska Studios consists of just two 
developers: husband and wife James Silva 
and Michelle Juett Silva.
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43 SALT AND SANCTUARY

I
f you aim for the king, you�d 

better not miss � the king in 

this scenario being From 

Dark Souls action-RPGs. It�d be 

easy to glance at this 2D number, 

think it another stab at the ol� 

Souls formula, and walk away 

would mean missing out on 

something truly special. 

Similarities to Souls are palpable 

from the outset. The story is vague, 

left for you to discern through item 

descriptions and sparse dialogue. 

You level up by spending Salt (not 

Souls) whenever you reach one of 

the game�s Sanctuaries (not 

and, as you adventure, you have to 

consider your build, equipment load, 

resistances, and other familiar stats.

But Salt And Sanctuary does more 

than enough to justify its existence 

next to Souls. Its 2D nature allows 

for increasingly satisfying combat, 

and it leans further into Castlevania 

territory, with a series of obtainable 

Brands enabling new movement 

abilities which grant access to new 

areas of the huge, interwoven world.

DIFFICULTY SPIKES 

Being 2D means there�s a sharper 

painterly style is gorgeous, and the 

lighting system features slick bloom 

fantastic � malformed beasts that 

intimidate as much with their grim 

looks as their devastating attacks.

Other neat touches would impress 

even Dark Souls� auteur Miyazaki. 

Approach boss areas and you see the 

heads of previously defeated players 

impaled on spikes. The skill tree 

weaves around a web of perks, so 

you can see exactly where you�re 

taking your build, and the potential 

builds left behind. With Creeds, 

Salt�s answer to Covenants, you�re 

able to imbue Sanctuaries with the 

The scope for replaying and 

roleplaying is vast. You could be a 

poison-wielding forest guardian, or 

an armoured paladin, or a speedy 

samurai. This is a vast and lavish 

rewarding combat and a world 

begging to be picked clean. While 

From Software�s king still sits atop 

his throne, Salt And Sanctuary 

deserves a place by his side as the 

prince of punishment. 

SALT AND SANCTUARY
FORMAT

PS4, PC

PUBLISHER

Ska Studios

DEVELOPER

Ska Studios 

43

GJP04.100_pokemon
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42 HALO 5: GUARDIANS

H
ere�s the secret to 
experiencing this latest 
Halo at its brilliant, 
belligerent best � play it 

outside of your comfort zone. 
Usually play on Normal? Crank 
the dial to Heroic. Heroic is your 

sucker up to Legendary. 

During the story campaign you�re 

SPARTAN LIVING

 

FORMAT

XO

PUBLISHER

Microsoft

DEVELOPER

343 Industries

 

HALO 5: GUARDIANS

42



41 DOTA 2

N
o matter how many 

hours of this free-to-

play phenomenon 

you�ve played, it�s never 

enough. No matter the days 

you�ve sunk into Valve�s MOBA, 

no matter how many of its 

hundred-plus heroes you�ve got 

to grips with, no matter how deep 

your understanding of its nuanced 

combat, Dota�s waters will always 

run deeper. But that doesn�t mean 

you shouldn�t jump in. 

Because, although complexity can be 

an obstacle for newcomers, the 

game�s main tenets are understood 

trisected by three lanes � one on the 

top, one on the bottom, one in the 

�creeps� are endlessly regurgitated. 

Enter Dota 2�s heroes, controlled by 

players, to turn the tide of battle. 

Heroes help creeps by killing other 

creeps and destroying structures, 

opponents. Killing an enemy hero 

rewards you with gold, XP, and 

access to better items and skills. 

Those are Dota 2�s core concepts, 

and after a short acclimatisation 

period they feel fantastic. Combat at 

by punchy, easily read animations 

and tactile attacks. Fights between 

more skilled players are like fencing 

matches, where feints and ducks are 

as important as strikes in endlessly 

nuanced bust-ups. With more than 

often restrict their selection to keep 

CREEP SHOW

And although there�s an ugly side to 

demanded by MOBA matchups 

brings out the worst in some - Dota 

upsides, too. There�s a healthy pro 

menu system, allowing players to 

tournaments are a microtransaction 

away, making Dota 2 feel important 

and although it�s a free-to-play 

game it can be too cruel and unusual 

for some. But persist and accept the 

idiosyncrasies, and you�ll start to 

understand why so many are so 

hooked on this deep and intensely 

rewarding multiplayer experience. 

DOTA 2

FORMAT

PC

PUBLISHER

Valve

DEVELOPER

Valve

41
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The original DOTA, or Defence Of 
The Ancients, was a user-made 
mod for Warcraft III.



You can play alone, or 
grab a buddy for some 

chaotic co-op.
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40 FARCRY 4

T
his is a series that never 

ceases to make us feel 

spoiled. Across the course 

we�ve already been served a South 

tropical paradise within which to 

And, as in previous installments in 

the franchise, it�s up to you to decide 

how and in what order to spread 

You can, of course, pursue the main 

campaign missions, but it�s often 

just one more outpost, whether you 

came we come across a small 

and Stampy is rampaging through 

CRY HAVOC

The manner in which each of Far Cry 

seemingly haphazard and arbitrary 

ways is central to its appeal, our 

elephant tactic just one of many 

As proof of this, these assaults can 

“WE SEND AN ELEPHANT 
RAMPAGING THROUGH THE 
BASE, SENDING GUARDS FLYING. 
OUTPOST CONQUERED”

Such complexity shows a studio at 

the height of its powers, one clearly 

a way that they strengthen one 

freedom to interact with other 

The strength of the world and its 

and one whose enormous potential 

for player experimentation lends it 

things to the Himalayas, Ubisoft 

weave an attractive partnership of 

might well be the best that Far Cry 

has ever been � and that�s really 

 

FAR CRY 4 
FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Ubisoft

DEVELOPER

Ubisoft Montreal

40



68   GOLDEN JOYSTICK PRESENTS… 

39 TALES FROM THE BORDERLANDS

W

Far from feeling like a jumble of 
jarring elements, Tales From The 
Borderlands seamlessly blends 
humour, action, emotional beats, 
and a startlingly cinematic 
sensibility. The story, though packed 

with unexpected twists and turns, is 
perhaps the studio�s most cohesive 
and fully-realised narrative yet.

White collar coward Rhys, 
salaryman at Borderlands� most evil 
corporation, and Pandora native 
Fiona, a sly con artist, are thrown 
together by fate into an adventure 
that, as ever in the Borderlands 
universe, revolves around a Vault 
and the treasures that just might lie 
within. In a twist on the Telltale 
formula, you switch between the 
two characters as the story 
progresses � seeing things from 

perspectives, and employing each 
hero�s unique abilities.

TALL TALES

The pair, and the many strange 
characters they meet along the way, 
are hugely likeable, thanks to clever 

FORMAT

PS4, XO, PC, PS3, 

360, Mobile

PUBLISHER

Telltale Games

DEVELOPER

Telltale Games

and often laugh-out-loud-hilarious 
dialogue performed brilliantly by a 
veteran voice cast. As ever, you�re 
the one in control of the chat, as well 
as the game�s many moral choices 
which, though not quite packing the 
gut-punch of The Walking Dead�s 
grim decisions, nevertheless achieve 
plenty of life-or-death tension and 

over the course of the story.
Borderlands fans will love Tales� 

connections to the main series and 
the chance to poke around planet 
Pandora. But even for those for 
whom Borderlands is too hyper, or 
who�ve never encountered the series 
at all, Tales works equally well as a 
stand-alone adventure that never 
feels in the shadow of its gun-toting 
bigger brother. Who needs Vaults? 
The greatest treasure on Pandora is 
right here. 

TALES FROM THE BORDERLANDS

39

Tales’ hugely likeable robot 
characters cast Borderlands’ 
cannon fodder in a new light. 



The Nidhogg swordsman also appeared 
as a playable character in similarly 
minimalist fighting game Divekick.

FORMAT

PS4, PC, PS Vita

PUBLISHER

Messhof

DEVELOPER

Messhof
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38 NIDHOGG

Q
uite simply, this side-on 

You control one of two sword-

wielding pixelated warriors. You 

jump, thrust, run, and kick. At its 

base level, this is all you need to 

know to enjoy a blast through 

Nidhogg�s colourful, blood-strewn 

corridors. Your job is to kill the other 

guy in a shower of that neon 

disco-thon haemoglobin. Score a kill 

and you�ll advance through the level 

before your opponent respawns. The 

ultimate aim is to keep killing until 

to Niddhogg himself, the Norse 

worm dragon, to be devoured.

TAKE A STAB 

This simplicity allows any player to 

pick up the pad and instantly join in 

with intense steel-on-steel clashes 

without needing to play through a 

blistering pace that these clashes 

border tantalisingly on the edge of 

perception, and you�re forced to act 

on instinct. Wonderful, madness-

inspiring instinct, in moments that 

are often stimulated by some 

surprisingly deep level design. You 

might be up against it, only to duck 

their feet before cracking his neck 

and jogging away amid gasps from a 

room of onlookers.

But as simple as it is to get going in 

Nidhogg, there�s still plenty of depth 

you can parry your opponent, 

leaving them open for a right good 

riposting. Some levels have tactical 

elements to utilise, be they 

optimally placed walls with windows 

to smash through with a dive kick, 

or long grass to try to hide in while 

your opponent respawns. Especially 

brilliant is the ability to lob your 

sword across the screen. It�s a huge 

gamble, leaving you totally and 

utterly defenceless, but if you pull it 

the insta-kill hit, then you�re able to 

jog casually past, snatching up your 

blade as you go, feeling 

indestructible all the while.

Nidhogg is not a game you�ll spend 

hours playing by yourself. It�s just 

not built for that. But for a great 

night in with friends, it�s one of the 

most essential games going. 

NIDHOGG

38



The station’s also swarming with hostile 
androids, whose plastic faces make 
them almost as creepy as the Alien.

37 ALIEN: ISOLATION
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T
urns out, fear doesn�t get 

old. Whether it�s 

panicking over a spider in 

the bath or being 

relentlessly pursued by a perfect 

organism with a phallic head, 

getting scared silly is not 

something you tire of. That 

Creative Assembly makes being 

frightened quite so addictive 

throughout its 15 hour horror 

house in space is a real 

achievement.

More than that, this stands as a 

remarkably faithful homage to a 

movie masterpiece. Alien: Isolation 

since Rocksteady got its claws into a 

certain iconic cowl, a slavishly 

accurate stand-in for Ridley Scott�s 

score to environments that utterly 

nail Alien�s late-�70s set design. This 

is the game you�ve been having 

night terrors about ever since John 

SPACE CHASE

Isolation�s plot set-up is refreshingly 

clear: you play Amanda Ripley, space 

engineer and daughter to Sigourney 

mother. Set 15 years after Ellen blew 

up the Nostromo, Amanda is lured to 

the Sevastopol space station by the 

promise of unearthing her mother�s 

Ripley is very much prey, not 

predator. This is a hide-and-seek 

sim where crouching in vents, 

cowering under gurneys, and crying 

in lockers is the order of the day. 

Even the AI system is designed to 

terrify: the Alien�s behaviour is 

procedural, allowing it to regularly 

show up in non-scripted fashion, 

and never quite repeat the same 

route or actions when you die and 

retry sections. 

Even when the Alien isn�t 

physically around, the threat of its 

presence casts a long shadow. You 

constantly hear scurried movement 

punctuate the atmosphere with 

constant unease. Nowhere is truly 

safe, forcing you to stay forever alert 

and agitated.

Before Creative Assembly 

games. Now, there�s precisely one 

Alien game. Lock yourself in a dark 

room with a good pair of 

headphones, and Isolation�s thrilling 

chills mean this is one ET you�ll 

never want to see go home.  

FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Sega

DEVELOPER

Creative Assembly 

ALIEN: ISOLATION

37
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36 SUPER MARIO 3D WORLD

I
f this 3D platformer has a 

always comes into view too 

soon. The end-of-level 

structure that can often be 

spotted from a distance as you zip 

cannonball across the air, and it�s 

soon the rollercoaster will 

disembark and you�ll be dumped 

back to the level select screen to 

queue for the next attraction. 

When you reach the pole summit, 

it�s met not with relief, but with a 

It seems to catch even its designers 
unaware, as you can almost sense 
them scrambling to pack every last 
inch of platforming real estate with 

mischief and creativity before space 
runs out. Each stage hinges itself on 

from the last, from cookie cogworks 
that creak skywards, forcing you to 
make death-defying leaps between 
the snapping Piranha Plants that 
live on them (the largest of which 
make the screen shudder when they 
snap their teeth), to psychedelic 

blocks blink in and out of existence 
to the beat of the orchestral score.

WORLD TOUR

It�s impressive how Nintendo 
continuously design levels with 
multiple layers � where the central 
goal is peppered with tiny micro-
challenges that push even skilled 
players to their limits. It�s all the 
more impressive when you sync up a 
few Wii remotes and realise that the 

obstacle courses also double up as 
hilarious multiplayer playgrounds 
where slapstick mishap reigns 
supreme. Think it�s hard enough 
jumping in time with the moody 
Grumblump block as it clunks 
haphazardly through a sea of lava? 
Crowd four humans round the 
screen and try to play rowing cox as 
half the Mushroom Kingdom 
attempt to time their jumps in 
unison. We promise you, your living 
room will be full of more curses than 
ancient Egypt. 

By the game�s end, that nagging 
sense of longing will have gone and 

crafted platformer that makes full 
use of all the many fantastic toys it 
has at its disposal. It�s an experience 
that�ll live in the memory long after 

from view. 

FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Nintendo

SUPER MARIO 3D WORLD

36



35 SUPERHOT

T
ime only moves when you 

do. It�s such simple idea 

� so obvious in retrospect 

you wonder why you 

is executed with a truly incredible 

PACKING HEAT

  

SUPERHOT

FORMAT

XO, PC

PUBLISHER

Superhot Team 

DEVELOPER

Superhot Team

 

35

The story deals with themes of 
identity and videogame violence– and 

chants “SUPER HOT” at you a lot.
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34 ANIMAL CROSSING: NEW LEAF

W
hen do we truly feel 
comfortable? Not the 
cosy embrace of a 
duvet kind of 

comfortable, but the childlike 
sense of relaxing in the presence 
of the familiar. We�re talking 
about the kind of emotion that 
washes over you when, after years 
of travelling, working, changing, 
and growing up, you return home 
and feel instantly in the right 
place. It�s not often that a game 
evokes this feeling � yet this 
calming life sim does just that.

Your new home town will be 

instantly familiar for anyone 

accustomed to the series. There�s 

residents provide brilliantly written 

raccoon Tom Nook to bubbly fashion 

shop sisters Sable and Mable Able. 

ANIMAL MAGIC

time when you disembark from your 

train ride into town you�re instantly 

over your town�s look. New 

set you up with a development 

FORMAT

3DS

PUBLISHER

Nintendo

DEVELOPER

Nintendo

 you play before bed. You�ll need to 

check turnip prices (essentially AC�s 

and check your town over for weeds 

tournament. All the while you�ll 

constant pressure to keep up. New 

Leaf knows that there�s pleasure to 

  

ANIMAL CROSSING: NEW LEAF

34



While it’s only available on PC and 
Xbox One for now, the devs have said 
they’re working on a PS4 release.

33 ELITE: DANGEROUS
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S
paceships, lasers, black 

holes, and about four 

hundred billion places to 

visit and explore. 

Developer Frontier has done a 

frankly incredible job of creating 

an authentic, engrossing, and 

pure space simulation that evokes 

wonder in its scale and ambition. 

Dangerous frequently delivers 

some of the best moments going 

space game ever made.

It is, at its very core, a game about 

journeys. Short ones, long ones, 

even longer ones. Starting out as a 

newbie pilot in a modest ship, you 

head out into the Milky Way, pick a 

destination and start� well� 

existing. You can earn your keep 

through myriad means, be it 

hunting down bounties for NPC 

factions, trading goods between 

mercenary, or even heading out to 

explore the vast unknown reaches 

of uncharted space.

SPACE COWBOY

Every mission, every kill, every 

discovery, and every bitter defeat is 

made from one isolated cockpit 

surrounded by black nothingness, 

perspective. Frontier has done an 

amazing job of making you feel so 

involved without you ever leaving 

the constraints of a glass canopy. 

holographic display and you�ll see all 

your navigational information: the 

galaxy and system maps, which 

detail trade routes, and the positions 

of stars, planets, stations, and more 

within each individual system. 

These are beautiful in themselves 

� just zoom down onto the centre of 

the Milky Way galaxy and stare in 

complete awe at the indescribable 

can go to all of them, providing you 

weeks to get there.

Enveloping all of this is some of 

the most immersive sound design 

going. Go on, just try not to hold 

your breath in awe as you coast into 

an orbital dock, the aural 

surroundings shifting around you as 

you pass from the vacuum of space 

Few games attempt to deliver on 

such a span of ambition. Fewer still 

If you�ve not already got a 

convince you that you need one. 

FORMAT

XO, PC

PUBLISHER

Frontier 

Developments

DEVELOPER

Frontier 

Developments

ELITE: DANGEROUS

33



While multiplayer is the main 
attraction, Battlefield 4 also boasts a 
full single-player campaign.

GOLDEN JOYSTICK PRESENTS…    75

32 BATTLEFIELD 4

T
his multiplayer FPS wants 

you to break it. Each map 

is dominated by a huge, 

destructible setpiece: a 

concrete dam; a radar telescope; a 

navy destroyer that can be run 

aground. On Siege of Shanghai, 

it�s the skyscraper on control 

point C. Throw enough C4, RPGs, 

or tank rounds at its support 

columns, and the tower will jenga 

to the ground, leaving a grave of 

split concrete. 

The other sky scrapers it�s easy to 

The sound they make is the best sort 

crackle of bass, like a thunderstorm 

are immersion emitters, and 

whenever one swoops through your 

The big, disaster-movie moments of 

destruction are novel, but it�s the 

incidental, aggregate moments of 

when a MLRS rocket detonates 

and its mastery over sound 

presented as the main attraction, 

but one of the best events in the map 

Paracel Storm isn�t the wrecked 

warship that you can run aground, 

“THE BLUR OF WIND AS YOU 

BASEJUMP OFF A ROOF. THE 

GROWL OF AN ATV AS ITS TYRES 

CHEW GRASS”

but the way the sky shifts from a 

clear, tropical postcard to an oily 

FIELD DAY

particular favourite, a bowl-shaped 

courtyard at the lip of this resort, 

generating some excellent cat-and-

mouse between armour and 

engineers while gunboats harass 

down on spectacle while still 

sticking to its guns in terms of 

pitch-perfect multiplayer map 

tanks, soldiers, helicopters, and 

more � and a must for any serious 

 

BATTLEFIELD 4
FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

EA

DEVELOPER

DICE

32
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31 STREET FIGHTER V

P
utting a feeling into 

feel 

adrenaline that has you re-

Street Fighter V pulls together all 

the best elements of the series� 

multitude of previous entries with 

the technical brilliance of Street 

Attacks feel spot-on, feedback so 

STREET SMARTS

pirouette has a punishable start-up, 

FORMAT

PS4, PC 

PUBLISHER

Capcom

DEVELOPER

Capcom

  

STREET FIGHTER V

31

Since release, the game has been 
updated with an utterly bonkers 

single-player story mode.



PS4 remake Tearaway Unfolded 
can’t quite capture the same 
tangible feel as the Vita version.
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30 TEARWAY

M
edia Molecule�s 

The most impressive thing is how 

Tearaway straddles that boundary 

between the game world and the 

real world. You peer into the game�s 

papercraft toy box through your 

Vita, prodding, folding, and tearing 

it like some huge-handed god. This 

is the best implementation of Vita�s 

touch features you�ll encounter, and 

mechanically it elevates the core 

platforming beyond tired 

superlatives such as �intuitive� and 

�inventive�: it makes it personal. 

Jab the rear touchpad and photo-

your own skin tone), allowing you to 

move scenery, sweep aside enemies 

or bounce your wispy hero to higher 

areas. It�s an environment the word 

�tangible� was invented for; a crispy, 

crinkled mass of variety and colour 

you can�t help but want to reach out 

An in-game crafting mat has you 

sketching paper decorations before 

cutting them out and sticking them 

on various characters, with story 

that are always surprising, funny, 

and thoughtful. 

The end result is that Tearaway 

� even if you have the artistic 

aptitude of a turnip � becomes 

stamped with your creative essence, 

creating a unique bond between 

game and gamer.

TOUCHY FEELY

Anchoring Tearaway�s world of arts 

�n� craft whimsy is some seriously 

satisfying platforming. The latter 

stages in particular serve up some 

wonderfully intricate gameplay that 

makes intelligent use of Vita�s gyros, 

whether it�s tilting the console to 

simply bask in artistic beauty.

There�s always something 

unexpected around the next corner 

to make you laugh or gasp in 

astonishment as you wonder how 

the Hell someone thought it up. 

Simply put, Tearaway is a game 

worth buying a Vita for.  

FORMAT

PS Vita

PUBLISHER

Sony

DEVELOPER

Media Molecule 

TEARAWAY

30



29 MIDDLE-EARTH: SHADOW OF MORDOR

Y
ou�d have to have passed 

out of all knowledge for 

2,500 years � OK, nine � 

Tolkien tie-in reminiscent of a 

certain Ubisoft franchise. Rugged 

ranger Talion is a wrist blade away 

from an acceptance letter to 

Assassin�s Creed�s titular guild, 

bounding across rooftops and 

clambering up outcrops with all 

the ease of Ezio. Despite this, 

Monolith�s attempt to tap into the 

open-world stealth genre handles 

the business of assassination 

much better than any game with 

�Assassin� in its title.

Atop the foundations of the familiar 

freerunning lies the Nemesis 

system. Across Mordor, the armies 

of Sauron are beginning to muster, 

maps. A linear story threads around 

your overarching objective, which is 

to take down the ruling Warchiefs, a 

task that requires creative thinking. 

interrelationships spread out. The 

exploit these quarrelsome 

connections to play havoc. Mugdûsh 

The Sneak, for example, may want to 

execute Bolg The Tiny in a bid for 

power, or to keep his own followers 

in line. Talion can upset his plans by 

either stealthily set him free, or use 

the distraction to give Mugdûsh a 

thrashing. 

ORC THE LINE

In short, you become the fulcrum for 

to prevail. Each orc captain is 

randomly-generated, with his own 

strengths and weaknesses to 

they come to know you too. Flee a 

scrap with one, and next time you 

you for your cowardice. Take him 

scarred and hungry for revenge.

What could have been a standard 

movie-verse tie-in is, by virtue of 

this innovative Nemesis system, 

elevated to the realms of the 

must-play. That goes double for fans 

of the source material who, after so 

many disappointing franchise 

 

MIDDLE-EARTH:  
SHADOW OF MORDOR

FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Warner Bros

DEVELOPER

Monolith Productions

29
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Every time you die, the orc captains 
are given time to grow in power 

before you return from the grave.
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28 POKÉMON X AND Y

T
he popular view is that 
Pokémon, like war, 
politicians, and Coca 
Cola, never changes. This 

inventive sequel proves 
otherwise, in spectacular fashion. 

Improved visuals change 

everything. Upon entering Lumiose 

City, circular capital of Kalos, a 

French-infused continent of 

châteauxs and cafes, the perspective 

peach Parisian boulevards. In 

Glittering Cave, the viewpoint tucks 

tight behind your shoulder with wild 

creatures leaping from the darkness 

into the screen. It�s a welcome 

dynamic substitute to the detached 

eye-in-the-sky. 

And the battles embrace the 3DS�s 

3D tech in all its glory, with the 

camera swinging around Pokémon 

unique animations � Mr Mime, for 

instance, performing the old 

hands-on-glass routine when idle.

POKÉFACE 
Being a Pokémon RPG, you already 

know what to expect story-wise: 

child hero waves goodbye to mum, 

inherits a rare Pokémon from an 

inexplicably invested professor, 

defeats a troupe of baddies, and 

smashes an Elite Four. Online sees 

the new PSS (Player Search System) 

keep track of strangers, allowing you 

to quickly initiate battles or trades 

without friend codes, as well as 

players being able to share captured 

photos on the Global Link site. A 

running hunt to solve the riddle of 

Mega Evolutions (certain Pokémon 

such as Charizard, Blastoise, and 

Venusaur have a fourth evolution 

FORMAT

3DS

PUBLISHER

The Pokémon 

Company

DEVELOPER

Game Freak 

tier), and a thankful lack of snooty 

rival (you tag along with a group of 

four bantering buddies) spice up the 

formula. You could argue 

things needed more freshening, but 

it�s comforting in a way; this vast 

could have been daunting if not for a 

familiar structure. You�re liberated, 

but never overwhelmed. 

Fans have been saying for years 

that the Pokémon RPGs change 

game to game. For once, you don�t 

have to be equally ardent to see it. 

From the detailed 3D visuals, to the 

touchscreen minigames, Mega 

Evolutions, new elemental type, and, 

of course, new Pokémon 

themselves, Pokémon X and Y 

ushers in more innovation than the 

last three games combined. 

Welcome to a Pokémon game 

worthy of the 21st century.  

POKÉMON X AND Y

28

Pokémon can Mega Evolve for a boost in 
battle – but once the fight’s over, they’ll 
revert to their normal form.
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27 BAYONETTA 2

Y
ears after the critical 

darling original, we have 

a souped up sequel, 

rescued from the cutting 

performs the same tricks as its 

new weapons, and an extended 

game as part of the asking price 

NEW MOON

We didn�t need a Bayonetta 

  

FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Platinum Games

BAYONETTA 2

27

The enemy designs are some of 
the most bizarre and wonderful 
ever seen in a game.



Corrin wields the power of Dragon’s 
Vein, allowing them to magically 

alter the battlefields they fight on.

26 FIRE EMBLEM FATES

T
he folk at Intelligent 

Systems had a problem 

after the launch of Fire 

Emblem Awakening. 

While the turn-based stategy-

RPG was lauded for its engrossing 

characters and impressive depth, 

it didn�t sit well with some 

long-time fans. Those weaned on 

the tough-as-leather original 

franchise entries suddenly found 

themselves devoting as much 

time to woo-ing would-be suitors 

and match-making followers as 

Fates is a game designed to keep 

everyone happy.

To this end, it comes as three 

separate campaigns, each with its 

where those more interested in 

FIRE STARTER

“YOU FOLLOW THE STORY OF 
CORRIN, WHO AT A YOUNG AGE 
WAS WHISKED AWAY TO BE 
RAISED BY AN ENEMY NATION”  

FORMAT

3DS

PUBLISHER

Nintendo

DEVELOPER

Intelligent Systems, 

Nintendo 

26
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25 INSIDE

O
n face value, Playdead�s 

new 2D adventure game 

2010�s Limbo: a wordless 

puzzle-platformer starring a 

fragile, defenceless boy. Your only 

interaction with the world is the 

ability to �jump� and �grab� as you 

explore a shadowy setting full of 

one-hit-kill tricks and traps. But 

scrape beneath the surface and it 

becomes clear that this is a much 

richer experience. While it�s 

slight enough to be wrapped up in 

a solitary evening, it�ll stick in 

your memory far longer. 

Your journey through Inside�s world 

will take you through forests, 

sinister laboratories. You�ll push 

boxes, pull levers, and swing on 

have a nagging feeling that - 

although it�s achingly beautiful -  

you�ve done all this before. 

began: harsh buzzsaw traps and 

gravity-switching puzzles resulting 

in cheap deaths. Rather than relying 

situational storytelling to put fresh 

spins on those basic interactions. 

DARK SIDE

box-sliding puzzles, but because the 

wider situation has changed so 

basic ideas, and one that never 

FORMAT

PS4, XO, PC

PUBLISHER

Playdead

DEVELOPER

Playdead

last, this is a lean, breathless assault 

And while its puzzles are cutely 

playful, its world is anything but. It�s 

unclear what disaster has befallen 

Inside�s universe, but the result is a 

shadowy post-apocalyptic dystopia, 

through the streets and collapsing, 

More often than not you spend 

strangled, or worse. It�s harrowing, 

chicks dancing around your feet in a 

truly terrifying, Inside is an indie 

   

INSIDE

25

Incredibly detailed, naturalistic 
animations give the game’s characters 
life – despite the absence of dialogue.
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24 RISE OF THE TOMB RAIDER

I
n its 2013 reboot, Crystal 

Dynamics sometimes 

struggled to reconcile the 

supposed � and repeatedly 

expressed � vulnerability of its 

star with the stack of bodies she 

left behind her. Now, with the 

messy origin story out of the way, 

updated take on the classic 

character. The death count is 

combat system this good, it would 

be a shame to waste it. In battle, 

little has changed from Croft�s 

previous outing: there was no 

need to mess with the meat of 

Tomb Raider�s combat, and so 

Crystal Dynamics wisely hasn�t. 

Instead there are subtle but smart 

changes around the edges. Croft�s 

Detective Mode equivalent, Survival 

Instincts, now shrouds enemies in 

yellow or red to signal if a stealth kill 

will alert others. Bottles and cans 

dotted about the place can be turned 

into molotovs or grenades. Arrows 

and bandages can be crafted on the 

practice, building out the possibility 

space without compromising the 

platforming, which takes Croft�s 

2013 toolset, and throws in some 

satisfying new toys. She can now 

to high ledges, and arrows can be 

makeshift platforms. 

ways for Crystal Dynamics to chop 

Raider looks inceredible, especially 

when there�s ice onscreen. Bright, 

crystalline, and gleaming, it looks 

almost too good to plunge an axe 

into, but there�s an avalanche 

coming and you do need to get a 

shake on. It�s a world of much 

variety, too, with hilltop 

settlements, old Soviet installations, 

ancient cities, and no end of caves 

and underground lakes in between. 

TOMB SERVICE

out the kinks of its predecessor and 

sewing on a few accoutrements too. 

Where Croft goes from here is hard 

to say � many will continue to call 

for a return to the quiet, patient 

puzzling on which she made her 

name � but on this evidence she�s in 

RISE OF THE TOMB RAIDER

FORMAT

PS4, XO, PC, 360

PUBLISHER

Square Enix

DEVELOPER

Crystal Dynamics

24

After a year of exclusivity on Xbox One 
and PC, Rise Of The Tomb Raider 

arrives on PS4 on 11 October.
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23 DOOM

V
iolence reigns supreme in 

this refreshingly old-

school shooter revival. 

problems (kick the computer 

terminal to bits), upgrade your 

armour (crush the energy cell into 

little pieces), and open doors (rip 

�Interact� and �punch� sharing the 

same button is no coincidence � 

this is a game where your 

response to everything is 

invariably destructive. And wow 

does it feel good.

It�s worlds apart from contemporary 

HELL-O, GOOD-DIE

experiments, and several circles of FORMAT

PS4, XO, PC

PUBLISHER

Bethesda 

DEVELOPER

Id Software 

23

The multiplayer is reminiscent of 
the good old days of Quake and 
Unreal Tournament.
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22 DISHONORED

W

WICKED WAYS

 

FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Bethesda

DEVELOPER

Arkane Studios

DISHONORED

22

Getting into Lady Boyle’s masquerade ball 
isn’t so hard – figuring out which masked 
woman is her is the tricky part.
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21 BLOODBORNE

F
romSoftware�s PS4 
exclusive boasts one 
of the all-time great 
gaming locations. The 

sprawling city of Yharnam 
twists and turns, sumptuously 
detailed cobblestone streets 
framed by impressive, imposing 
architecture, and lit by the glow of 

bodies. It forces you to explore 
nightmare worlds, urges you into 
decrepit stately homes, and it 
always, always asks questions of 
you. What happened here? Why 
are the locals so hostile? And 
what is your place here?

BLOOD PRESSURE

FORMAT

PS4

PUBLISHER

Sony

DEVELOPER

FromSoftware

 

21

DLC expansion The Old Hunters adds 
new areas, weapon types, and some 
utterly grotesque bosses.



TAKE YOUR COMICS KNOWLEDGE TO THE NEXT LEVEL!

HARLEY QUINN AND  
THE SUICIDE SQUAD

EVERYTHING YOU NEED 
TO KNOW ABOUT THE 

SINISTER SUPERTEAM!

PLUS! TRANSFORMERS, 
CAPTAIN BRITAIN, DC 
REBIRTH AND MORE

ON
SALE
NOW

FIND IT ON THE NEWSSTAND OR ORDER YOUR 
COPY FROM MYFAVOURITEMAGAZINES.CO.UK 



The free Perpetual Testing Initiative DLC allows 
you to play a near-endless series of user-
created puzzle rooms – and make your own too.
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20 PORTAL 2

T
here�s so much right with 

It begins with you taking control of 
Chell, the silent test subject from the 
original, last seen being dragged 
away to an uncertain fate. You�re 
introduced to Wheatley, a spherical 
AI voiced by comedian Stephen 
Merchant at a million miles an hour 
� he�s a constant throughout Portal 
2, and his alternately sardonic, 
pleading, and boasting presence 
fuels many of the game�s best gags.

There may be familiar moments 
in single-player, but this is no 

PORTAL 2
simple re-run. The narrative is now 
front-and-centre, with every step 
outside of the puzzles accompanied 
by NPC chatter and exquisite 
scripted sequences that pull the rug 
out from under poor Chell. You�re 
being led through a story and a 
world, rather than a series of puzzle 
rooms with a background voice, and 
Aperture Labs is constructed on an 
awesome scale. In concept and 
execution it�s a visual marvel, and a 
remarkably coherent evolution of 
the set-up hinted at in Portal. 

And the puzzles? The principles 
are exactly the same: momentum, 

quick in-and-out switches, and the 

familiar to veterans will see you 

change in environment and scale 
changes your perspective � nowhere 
in Portal do you blink around 
playgrounds like this. Though the 
challenges come thick and fast, 
there�s a gentle learning curve, and 
by the second half of the game the 
true brain-melters start appearing. 
Portal 2 hits a sweet spot here, 
blending its characters and new 
gimmicks into an engrossing quest 

times you�ll have in gaming. 

FEARED SCIENCE
The addition of a selection of gels 

objects (including Chell), or be 
portal-d onto, is handled by a trip 
back to an abandoned section of 
Aperture Science and another 
bravura NPC performance. JK 
Simmons proves perfect in the role 
of Aperture founder Cave Johnson, 
and this crazed pseudo-scientist 
slots ever-so-neatly into the 
established world and lore.

In total, the single-player clocks in 
at around ten hours � a massive 
increase on the small-but-perfectly 
formed original � but it never drags, 
even during narrative downtime. 

spectacular, and the last is out of 
this world. It couldn�t do more. And 
it�s only half the package. 

Because Portal 2 also features a 
full co-op camapign, which is much 
lighter on the scripting but still 
thankfully full of sarky comments 
from GLaDOS. You and a companion 
play as P-body and Atlas, two robots 
whose interactions and digital 
squawks are another triumph. The 

“YOU’RE BEING LED THROUGH 
A STORY AND A WORLD, 
RATHER THAN A SERIES OF 
PUZZLE ROOMS”

20

FORMAT

PC, PS3, 360

PUBLISHER

Valve

DEVELOPER

Valve
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20 PORTAL 2

later puzzles are marvellous 
contraptions. They demand not only 
that both players understand how 
everything is going to work, but that 
both execute in tandem � to even 
hint at later solutions would be to 

BUDDY LOVE

The co-op levels are fresh, too, with 
no lazy reworkings of single-player 
challenges. The interplay between 
the robots is something special as 
well � not just in and of itself, but for 
what it inspires from the two 
players. Their gestures and in-game 
pointers (such as a 3-2-1 countdown) 
have the practical side of things 
covered, as well as pratfalls, but it�s 
impossible not to talk through the 
solutions while you�re working them 
out. It�s a co-op game that couldn�t 
ever be a solo op. 

even Valve by surprise, but the 
studio�s superb sequel develops and 
as near-as-dammit perfects Portal�s 
signature mechanic, expands the 
world of Aperture brilliantly, and 
somehow doesn�t lose the stardust. 
Add to that a superb co-op campaign 
unlike anything else out there, and 
what more can you say? Made of 
gimmicks but not gimmicky, funny 
but never throwaway, challenging 
but never irritating. It�s magic. 



FORMAT

XO, PC, PS3, 360, PS 

Vita, Mobile

PUBLISHER

Telltale Games

DEVELOPER

Telltale Games
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O
of. There it is, right in 

the stomach. You 

probably didn�t need us 

to tell you, given the 

sucker punch that Telltale laid on 

this post-apocalyptic adventure, 

stunning conclusion to the series, 

and an absolute highlight. But it�s 

a crescendo that�s built to with 

steadily increasing tension, and 

achieved through Telltale�s 

mastery of pacing. 

THE WALKING DEAD: 
SEASON TWO

recurring theme throughout, 

PACE MAKER

If you haven’t played the first season, 
get on it!  Time certainly hasn’t dulled 

its emotionally devstating narrative.

19

19 THE WALKING DEAD: SEASON TWO



“IT NAILS THE BALANCE 

BETWEEN SLOW 

CHARACTER-BUILDING 

AND DEVASTATING 

ACTION”

argue the moral or practical 

SCAR TISSUE

too attached�

. 

19 THE WALKING DEAD: SEASON TWO
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FORMAT

PC

PUBLISHER

Chucklefish Games

DEVELOPER

Chucklefish Games
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18 STARBOUND

T
his ambitious indie craft 

�em up is the kind of 

game we can imagine 

playing for years. We 

don�t even need a decent 

imagination � we have been 

playing it for years. It�s been 

available on Steam Early Access 

since the ancient days of 2013 (ask 

your dad). Development was 

always going to be long process 

when you�re promising a hybrid of 

space exploration, crafting, 

building, mining, battling, and 

even some subletting. 

But for a game that promises you the 

stars, it starts small. You choose 

species (including human, if you�re 

boring) and soon receive the Matter 

Manipulator. This gadget lets you 

mine both up close and from a 

decent distance, a mix of pickaxe 

and laser pointer that proves 

Minecraft and Terraria�s ancient 

digging tools belong in a museum. 

It�s an inspired upgradeable tool 

that immediately sets Starbound 

apart in the rather crowded crafting 

genre. Once you�ve mastered the 

Manipulator, it�s then time to blast 

into space with your own ship, ready 

to explore the universe! Except, no, 

actually. The ship�s damaged, so 

you�ll have to teleport to the planet 

You�ll be down there for a long time 

too. Typical. We�re promised the 

stars, then booted down to Earth to 

basically play Terraria. 

DOWN TO EARTH

But this isn�t actually a complaint. 

Starbound makes you earn the trip, 

which makes it far more satisfying 

keeps its universe feeling enormous. 

With every trip to a new planet in 

portals to other worlds, challenge 

rooms that play out like puzzle 

platformers, with big rewards if you 

can take them on. 

This is where Starbound starts 

taking over our lives. We�ll intend to 

go mining for half an hour. Days 

kicking open chests, trying in vain 

to remember what our initial plan 

was. We�d feel guiltier for the time 

lost if we weren�t having so much 

fun. Terraria took the Minecraft 

formula and gave it a greater sense 

of purpose, adding more traditional 

Starbound expands on this even 

further, without betraying what 

made the core crafting so powerfully 

STAR MAN

We�ll go searching for copper, only to 

in a secret testing facility. Or we�ll 

consider taking a break to play 

Pokémon Go, only for the game to 

take on monster catching. We�ll 

beam down and run around brave 

new worlds, foolishly introducing 

our faces to acid rain. 

Death is almost a relief, as we can 

take stock and consider quitting for 

the night. Ooh, but now we�re back 

on the ship, we can make all those 

upgrades we were planning, recruit 

that crew member we�ve had our eye 

on, maybe pop by some of those 

planets waiting to be explored� 

Starbound�s mashing of seemingly 

unrelated genres � Metroid meets 

Farmville! Terraria meets No Man�s 

Sky! � should make it an incoherent 

mess. It isn�t. It�s the best crafting 

game in years. Get a haircut and lose 

some weight, Minecraft. You�re 

competition. 

Starbound, computer screen 

ordinates and the stars rushing past, 

you truly feel like you�re travelling 

through space. 

Once you�ve been beamed down to 

adorable bestiary of monsters (cute 

until you see what they�re doing to 

your health bar). You�ll chop wood 

for torches and housing, and craft 

This�ll all be familiar to fans of 

crafting games, who�ll be 

immediately comfortable with the 

smooth interface and tutorials. 

But the real adventure is beneath 

your feet. Each randomly generated 

world is hiding an underground ripe 

with networks of twisting tunnels, 

seemingly endless secrets. You�ll 

initially �manipulate matter� for 

better resources, like coal for torches 

and ores that can be smelted for 

weapons and armour. But greed will 

Pixels (the game�s currency), a huge 

variety of weapons, and alien 

STARBOUND

18
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18 STARBOUND

“WE’LL INTEND TO GO 

MINING FOR HALF AN 

HOUR – DAYS LATER 

WE’RE STILL FIGHTING 

BATS AND KICKING OPEN 

TREASURE CHESTS”

While the game  is PC only for now, 
versions are in the works for Xbox 
One, PS4, and Vita.
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17 SPLATOON

T
his multiplayer shooter 

feels like Nintendo�s 

destiny. With outside 

support at low ebb, Wii U 

was always going to need new 

of the GamePad meant that not 

all of its existing series would be 

was only a matter of time before 

Splatoon is a product of Nintendo�s 
Garage programme, designed to 
encourage its employees to freely 
explore new ideas. The result is a 
unique third-person shooter, and 
it�s one of the most refreshing 
things the company�s ever made. 

In that light, perhaps Splatoon 
isn�t so much Nintendo�s destiny as 
Nintendo�s Destiny. Where Bungie 
combined Halo�s intense gunplay 
with RPG stats and MMO hooks, 
Nintendo too has also assembled 
a medley of ideas from a broad range 
of sources. There�s the unbridled 
invention of Super Mario Galaxy, but 
you�ll also detect a hint of MOBA in 
Splatoon, and its central ink-
spraying mechanic recalls Blue 
Tongue�s undervalued puzzle-
platformer De Blob. 

INK OR SWIM

The game�s main mode is a 
riotous three-minute Turf War 
between two teams of four 
humanoid Inklings, who 
can assume cephalopod 
form with a 
squeeze of the left 
trigger. Your 
objective is simple 
� to have inked more 

territory than the other team when 
the timer ends � and the process of 
pursuing it is irresistible, capturing 
that childlike joy you associate with 
Nintendo at its best. You�re a kid 
now, it says. Go make a big mess.

It�s 180 seconds of chaos 
underpinned by systems of real 
elegance. Ink is everything: a way of 
keeping score, your ammunition, a 
place to hide and to reload. Spray it 
on the ground and speed through it 
as a squid, or aim at the walls to race 
up them to the advantageous high 
ground, spots from which to cast 
your ink farther or wider, or simply 
to get the drop on the other team. 

hugely from immediacy. Splatoon 

it doesn�t really matter if your 
aim isn�t perfect. If you hit a rival? 
Great. If you miss? You�re still 
helping. Even if you�re splatted, that 
enemy�s movement will likely have 
been slowed by your ink � players 
can�t swim through the 
other side�s colour, and 
their walking pace is 

also reduced as they squelch 
through it � forcing them to retreat, 
or leaving them vulnerable.

SPLAT’S ENTERTAINMENT

The ranked mode Splat Zones is 
unlocked at level ten, extending the 

battle to claim rectangular areas at 
the heart of each map. If team 

thanks to the absence of voice chat 
� an understandable omission in a 
game designed to be child-friendly 
� it occurs more organically here. 
Shielded players can bump into 
allies to transfer the protective 
bubble, while the Echolocator that 
reveals enemy positions is as useful 
to teammates as to yourself. The 
ability to tap your touchscreen to 
leap to an ally�s position not only 
curtails the trudge back to the 
frontline after respawning, but also 
allows you to leap to their aid.

And even now, we�re still toying 
with new combinations of gear, 

where fashion meets utility. 
Sure, those trainers go 
with our headphones, 
but with a roller 

equipped we want 
something to 

give us extra 
speed. And if the central 
plaza, with its 
characterful cast 

of shopkeepers isn�t 
enough of a distraction, you 

can head into a solo campaign that�s 
anything but an afterthought. 

Splatoon may be slight in form, 
but it feels utterly complete 

in its realisation, bearing 
all the hallmarks of its 

righly revered 
creator. 

17

FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Nintendo

The single-player campaign 
sees you taking on armies of 
evil octopuses. 



Since the game’s launch, Nintendo have 
added tons of new weapons, maps, modes, 

and items – all for free.
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17 SPLATOON



An astonishingly in-depth crafting 
system lets you modify your weapons to 
your own personal tastes.
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16 FALLOUT 4

B
ethesda�s latest is very 

much a continuation of 

the formula laid down in 

Fallout 3, consolidating 

weaknesses rather than 

reinventing the franchise. If that 

sounds in any way unambitious, 

then you clearly haven�t spent 

much time in the studio�s dense 

and dirty post-apocalypse. 

FALLOUT 4

LIGHTS, CAMERA, FACTION

16

FORMAT

PS4, XO, PC

PUBLISHER

Bethesda

DEVELOPER

Bethesda 



The prologue takes place before the 
nuclear war, granting an insight  
into the backstory of the world.
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16 FALLOUT 4

GHOUL’S OUT

“A WANDER THROUGH THE 
WASTES WILL OFTEN YIELD 
UNEXPECTED TREATS, 
DIVERSIONS, AND 
MYSTERIES”
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15 ROCKET LEAGUE

L
et�s not waste energy 

exploring why football 

should replace its paper 

chain of squalid 

billionaires with vehicles, and 

accept it as fact � a fact that 

Rocket League proves with simple 

and immediate ease. Yes, this is a 

game about cars playing football, 

and that�s just about as developed 

a plot as you�ll require.

There�s possibly never been a game 

that needed a tutorial less. Drive car 

at giant ball; hit ball into net; score 

points. Rocket League�s competitive 

core has existed for millennia, and 

this helps make a preposterous 

concept feel primal and instinctive. 

This, in turn, is a laughable way of 

describing a game that would be 

called moto carball if it actually 

existed in real life. Like dry martinis 

and rude anatomical scribblings in 

unattended notebooks, Rocket 

League is a celebration of distinction 

through simplicity. 

DIGITAL DRIBBLING

Driving is absolutely delicious. Cars 

ease around like butter in a heated 

pan, but always feel under your 

control. You accumulate boost by 

driving over markers on the arena 

over, and around the pitch. Because 

matches take place in smooth, 

enclosed spaces, you can drive up 

walls and across ceilings as a 

shimmer of perpetual motion. Cars 

can also jump and dodge, both of 

which can be used defensively and 

as well as your ability to apply unruly 

boost to jumps, adds a pleasingly 

haphazard element; something like 

athletic footballers leaping above 

the opposition to header high balls, 

ROCKET LEAGUE
but with less shirt-pulling and not 

£2,000 hairdo. 

The vehicles feel light and buzzy 

� somewhere between Micro 

Machines and those swift, slidey 

remote-controlled cars that only 

seem to appear on Christmas Day. 

This contrasts nicely with the fat, 

beefy bounce of the ball, which 

gormlessly invites impact like a 

punchable cousin. And that�s it. It 

may seem reductive to limit our 

description of this superlative sports 

game to �ball� and �car� but there are 

only ever those two things in the 

feel brilliant. 

There are no weapons, but boost 

your speed high enough and you�ll 

obliterate any opponents you hit. 

Mercifully, it�s the generous, 

instantly-respawning type of 

obliteration. Destruction is the only 

real deviation from the clean and 

simple business of driving around 

and scoring goals, but in most 

matches it�s a relative rarity, and 

certainly never frequent enough to 

be irritating. 

Playlists of duels, doubles, 

standard 3v3 matches, and the 

appropriately named Chaos 4v4 

mode are all available online, with 

ranked playlists limited to duels, 

doubles and 3v3. Throw in special 

to car ice hockey � and there�s an 

impressive amount of variety 

despite the glorious simplicity of the 

core gameplay.

SOCIAL SPORT

There�s a reason why online play is 

a game that feels designed to be 

played with actual people, and that�s 

absolutely where it thrives. You�ll 

rarely wait long for a game, and if 

players do drop out mid-session, 

they�re immediately replaced by AI 

bots. Best of all, it�s refreshingly 

simple to get back into another 

“THE FAT, BEEFY BOUNCE OF 
THE BALL, WHICH GORMLESSLY 
INVITES IMPACT LIKE A 
PUNCHABLE COUSIN”

15

FORMAT

PS4, XO, PC

PUBLISHER

Psyonix

DEVELOPER

Psyonix



Paid DLC allows you to play as the 
Batmobile or Back To The 
Future’s DeLorean.
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game, so very little time is spent 
lingering in lobbies. 

If playing online isn�t your thing, 
there are exhibition matches and 
full seasons you can tackle solo. The 

the way of depth � cars and football, 
remember? � we still found ourself 
bonding with pretend teammates. 
Perhaps we�re just lonely. Whether 

randomly unlocks new cars and 
upgrades. These range from simple 
things like fresh coats of paint and 
shiny wheels, to pointy hats for your 
wizardmobile. Upgrades are purely 
cosmetic, but volume, variety, and 
the promise of driving around with 
bubbles frothing from your exhaust 
are easily be enough to keep you 
coming back.

However you choose to play it, 
though, Rocket League manages to 
marry instant accessibility with 
impressive depth - even a cursory 
perusal of Twitch or YouTube will 
give you a sense of the game�s 
formidable skill ceiling. It�s a simple 
thing done brilliantly well, kept 
interesting by the thrill of 
competition. 



FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Nintendo
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14 SUPER MARIO MAKER

I
f you ever owned a Nintendo 

console growing up, this is 

like the moment Willy Wonka 

hands Charlie the keys to the 

chocolate factory. It�s a sublime 

creative tool for just about 

anyone, but those who count the 

likes of Super Mario Bros 3 and 

Super Mario World among their 

formative gaming experiences 

will feel a special frisson at such 

unrestricted access to the digital 

bricks and mortar that helped 

SUPER MARIO MAKER
This time-gated unlock system 

works beautifully. It�s in keeping 
with Nintendo�s design ethos, 
encouraging players to consider 
creative solutions while working 
with limited means, much as 
Miyamoto, Tezuka, and co were 
forced to when making the original 
Super Mario Bros. It means 
newcomers aren�t overwhelmed by 
options, while ensuring no tutorial 
is necessary, and also guaranteeing 
that the simpler ingredients won�t 
be overlooked. 

The interface, meanwhile, is 
astonishingly intuitive, and so 
immediate that it doesn�t need to 
give you a single word of advice. Part 
of this, of course, is down to how 
familiar its iconography is � we all 
know how these individual elements 
behave, after all. Even in the 
unlikely event you�ve never played a 
Mario game, the included stages are 
an education in how they work. 
Using the stylus and touchscreen, 
you simply select elements and drop 
them into position, with an 

If that sounds like you, then your 
early experiments might just feel a 
little like defacing a work of art, or 
scribbling phallic doodles over a 
sacred text. The ability to combine 
ingredients in a range of new ways is 
at once thrilling and faintly 
blasphemous. Ghost Houses in 
Super Mario Bros? Kuribo�s Shoe 
inside a Koopa Clown Copter? The 
sheer breadth of options is 
surprising from a notoriously cagey 
company like Nintendo. You�re set 
free to go as crazy as you like. 

OH, DELAY
Admittedly, it�s a little while before 
you�re properly let loose. Over nine 
days, features are steadily rolled out, 

upon a limited selection of tools, and 
just two of the four level styles, with 
SMB3 and World locked out until 
later. Until then, you�re asked to 
make do with the basics: Goombas 
and Koopa Troopas, Brick Blocks and 
Question Blocks. By the tenth day 
you�ll have everything you need.

14
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“THE DIFFERENT STYLES 

ALLOW YOU TO 

TRANSFORM A STAGE IN 

MERE MOMENTS”

onscreen grid � much like the graph 

paper used to design stages for the 

original Super Mario Bros � acting as 

a useful guideline, while lending the 

procedure a rare sense of precision. 

You can customise your palette to 

bring your most commonly used 

items to the top, while squeezing the 

triggers or bumpers allows you to 

quickly and easily copy objects or 

move level furniture in bulk. The 

you to transform a stage in mere 

moments: a Super Mario World 

airship stage can become a New 

Super Mario Bros U castle with just a 

couple of taps. 

LET’S TAP

Its solutions to the most obvious 

problems are often disarmingly 

simple, like the trail of Marios that 

traces the arc of his jump, telling you 

the perfect place to put down that 

next platform � or, for the more 

devious minded, an enemy to ensure 

an unhappy landing. From planning 

to execution, the whole thing feels 

director before yelling �action!� 

building a level to playing it 

merely requires you to tap 

the clapperboard in the 

bottom-left of the screen. 

But the real genius of 

Super Mario Maker is that it 

makes the course design 

process fun. Elsewhere, putting 

laborious, or both: having done 

something is always more 

doing it. Here, Nintendo turns the 

act of creation into something akin 

to a performance.

Some will be disappointed that 

most of the stages Nintendo has 

included are designed to inspire 

rather than challenge, though that 

user creations, which are easily 

shared, and intelligently sorted and 

highlighted within Course World. 

Whether you consider it an endless 

source of creative stimulation, or 

new levels to play 

every day, it�s yet 

another expertly 

judged element of a 

package that, like its 

star, hardly puts a foot 

wrong. 



Viva Seifert, who plays the lead character, is a former 
Olympic gymnast, and currently plays drums and 
piano in the band Joe Gideon & The Shark.
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13 HER STORY

D
eep in a police archive, in 

the sickly glow of a 

buzzing CRT monitor, 

we�re watching videos of 

a young woman talking to a 

detective. A series of interviews 

about a 1994 murder have been 

broken into hundreds of pieces 

and stored, out of order, in an 

archaic database. Now we�re 

trying to piece them together. 

And although the clips are short, 

the more we see, the more we 

learn about the woman, the dead 

man, and the surrounding events. 

If none of that sounds especially 
game-like, it�s also worth noting 
that Her Story is set entirely on the 
desktop of an old PC. You sort 
through its labyrinth of video by 
searching for keywords, but there�s 
no set path. The way its full-motion 
video narrative is told will be 

HER STORY

didn�t uncover until the last hour. 
What�s remarkable about this 

nonlinear structure is that, despite 
it, the story unravels in a way that 
feels natural � and with twists and 
turns that feel like they could have 
been scripted. You think you have it 

makes you rethink the entire story. 
You hate the woman one minute, 
sympathise with her the next. You 
see something in a clip that has you 
frantically searching for one you 
found earlier that didn�t make sense 

but has suddenly become clear. It�s a 
game about revelations.

LOST IN THE SYSTEM
You can store clips to refer to later, or 
tag them with your own keywords, 
but there�s no way of ever simply 
playing them in order. This means 
you have to piece the story together 
in your head, knowing you might be 
proven wrong at any moment by a 
passing contradiction or shocking 
reveal in another snippet. 

As such, Sam Barlow�s game is as 
much about your interpretation of 
the story as the story itself. Is this 
what really happened, or are you 
projecting your own prejudices or 
insecurities onto this woman? When 

database tracker - green for clips 
you�ve seen, red for ones you 
haven�t. This gives you an idea of 
how much of the story you�re 
missing, and you�ll feel compelled to 

point, rolling the credits, but there�s 
no clear, neat ending that explains 

clip. Your own version of events, 
based on the conclusions you�ve 
drawn, is the only closure you�ll get. 

type in words like MURDER and 
BODY. Lots of results come back and 

“YOU THINK YOU HAVE IT ALL 
FIGURED OUT, THEN FIND A 
CLIP THAT MAKES YOU 
RETHINK THE ENTIRE STORY”

13 

FORMAT

PC, Mobile

PUBLISHER

Sam Barlow

DEVELOPER

Sam Barlow 



Developer Sam Barlow left his job at Climax Studios, 
where he worked on titles including Silent Hill: 

Shattered Memories, to make this game independently.
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you go, the harder it gets. You have 

to get creative with word 

combinations, and listen carefully 

for important clues: names, dates, 

COLD CASE

As the game goes on, the ever rarer 

sight of an unplayed clip is a genuine 

thrill. You feel like a detective 

cracking a case. And then there are 

the moments of desperation, 

hammering in random words, 

praying for this primitive search 

engine - displayed in a convincing 

facsimile of a Windows 95 machine 

- to turn up a hit. The search returns 

displayed on-screen.

All of this structural ingenuity 

would be for naught without a strong 

lead performance, and actor Viva 

Seifert plays the interviewed woman 

brilliantly � she�s realistic, 

understated, and complex. Thanks 

in large part to her, the game has all 

the drama and intrigue of a crime 

thriller, but plays to the interactive 

strengths of the medium in a daring, 

imaginative way, trusting you to 

progress at your own pace. 

It�s her story, but it�s also yours. 

The murder mystery is as old as 

never experienced one like this. 
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12 DESTINY

A
t launch, there was a lot 

that Bungie�s shared-

world shooter got right. 

But it doesn�t matter 

how keen you were on the loot 

systems of this trail-blazing FPS. 

It doesn�t matter how deeply you 

delved into the hidden corners of 

months on sale, nor how keenly 

you picked the bones of Year 

One�s two raids, endless PvE 

arenas, or elite PvP events. 

Because for all its strengths, 

Destiny simply didn�t come into 

expansion: The Taken King. 

The obtuse storytelling - told by way 
of Grimoire cards unlocked in a 
separate smartphone app or 
browser - was replaced by a 

characters to care about and 
allies to interact with. And it�s 

clips along at an always 

through explosive 
encounters with the Taken 

battles amidst isolating 
environments. But all 
these exhilarating 
encounters and prefatory 
plot are just the beginning 
of what the modern Destiny 

LIGHT SHOWS

Because once you�ve polished 

seemingly never-ending array 

new stories and tasks opens 

enticing rewards. Whereas 
players of the base game 
might hit level 20 and 

DESTINY

activities to commit to at any time. 
Rather than just repeat the same 

content again and again hoping for 
that one lucky loot drop which 

can take your pick from any number 

a stream of spawnable bosses? Try 

revealing fresh story information? 
Or perhaps you�ll delve into one of 

reward you with Exotic items? There 
are sumptuous choices to make with 
each journey back to The Tower. 

And whatever level you�re playing 

weapon design constantly asserts 

about numbers - each gun feels 

decided to use a less powerful green 

snapping bullet which crackled forth 
with each trigger press made it more 

sabotage would be unthinkable in 

the sheer tactile pleasure of wielding 
this arsenal.

Cabal you can be sure that a dynamic 
and tactically exciting battle awaits. 

screen warping and undulating with 

things are about to get serious. They 
feel like a whole new shooter 
prospect � and it�s been a very long 
time since we�ve been able to say 
that about the folk we perforate in 

BUNGIE JUMP

And all that�s to say nothing of 

modes that establish Bungie�s latest 
as a worthy successor to its Halo 
heritage. The Crucible disables level 
advantage to let you test your mettle 

Iron Banner events let veterans test 
their aim and their gear in matches 
that take all your stats into account. 

There�s just a startling amount of 

down to sweep through the Solar 

get stuck into next. It�s what Destiny 

Bungie�s delivered. 

12

FORMAT

PS4, XO, PS3, 360

PUBLISHER

Activision

DEVELOPER

Bungie



The latest expansion, Rise Of Iron, is out on 
20 September this year, featuring a new 
and devastating assault by the Fallen.

Activision has announced 
that a sequel is on the 

way in 2017.
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“THESE FIREARMS 
AREN’T JUST ABOUT 
NUMBERS – EACH GUN 
FEELS UNIQUE, AND 
EXPERIMENTING WITH 
THEM IS A JOY”



FORMAT

PS4, XO, PC, PS3, 360

PUBLISHER

Konami

DEVELOPER

Kojima Productions
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11 METAL GEAR SOLID V: THE PHANTOM PAIN

T
his latest entry in one of 

gaming�s longest running 

series manages 

something that only the 

both familiar and original. From 

The result, and this is absolutely 

crucial, is that whether you�re 

already into Metal Gear, a long-term 

naysayer, or missed the boat on prior 

entries entirely, this game has 

Director Hideo Kojima has, in the 

past, produced some of gaming�s 

most divisive titles, but here he 

skilfully blends enough elements 

together to provide something that 

That new-found accommodation 

is mainly facilitated by the open-

world structure that�s thrust upon 

you, after an hour or two of 

exposition-laden prologue, which 

ways you can approach and complete 

positioned in isolation along a 

stretch of road, or rescue a prisoner 

from a fort built into the side of a 

bring down the Death Star, the plan 

same time you�re constantly 

encouraged to put yourself in the 

kinds of dangerous situations you�d 

have avoided in previous Metal 

upgradeable base of operations - is a 

yourself diverging from your 

carefully-laid plans in order to snag 

some resources or heli-lift an 

It�s subtle (and silly) touches such as 

these which help to mix up the 

series� formula, while still staying 

PAIN KILLER

There�s a seriously impressive 

missions without fear that you�ll be 

cutscene had played, our completion 

original Metal Gear Solid so aptly 

demonstrated, but when bigger is 

accompanied by this degree of 

The open-world structure brings 

with it a set of rules that are far more 

accessible to broader western tastes 

than anything Kojima has provided 

before, while around those rules is 

wrapped enough craziness and 

all, Metal Gear Solid V is a game with 

an incredible amount to give � if this 

its last outing under Kojima�s 

leadership, then we�re pleased to 

report that it�s going out with a 

It�s impossible to overstate just how 

much more independent and in 

control you feel when you�re given 

where you begin each level, here 

your experience of a mission 

FREE AGENT

Replaying the same sortie a second 

or third time highlights this 

brilliantly � sneaking into a camp 

through an unguarded water pipe, 

results to quietly disabling the power 

and nipping in while guards are 

direction of attack is just the 

marked way, making it more or less 

based around stealth, but at the 

METAL GEAR SOLID V: 
THE PHANTOM PAIN

11
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Different companions bring different abilities to 
the table, from D-Dog’s tracking skills to 
D-Horse’s power to… er… poo on command.



FORMAT

PS4, XO, PC

PUBLISHER

2K Games

DEVELOPER

Firaxis Games

Playstation 4 and Xbox One 
versions are due on 30 
September this year.
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10 XCOM 2

F
or a series that stacks the 

odds so much against you, 

begins with the premise 

us in charge again.

BAR FIGHT

SQUAD OF WAR

 

XCOM 2

10
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“EACH ALIEN FEELS 

UNBEATABLE IN ITS 

OWN WAY… UNTIL YOU 

BEAT IT. THE DEFINITION 

OF TOUGH BUT FAIR”
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9 TOWERFALL ASCENSION

T
here are, as reductive as it 

sounds, just two kinds of 

game. There are those 

with their hearts set on 

pushing the boundaries, 

challenging possibilities, and 

creating new experiences � a 

perfectly worthy manifesto. And 

then there are the ones that leave 

the boundaries exactly as they 

were, and try to make every single 

element damn near perfect. This 

game is resolutely one of the 

latter, and thwack us with the 

hyperbole stick if it isn�t 

remarkably close to the p-word. 

Its premise is a TARDIS of depth and 
longevity: a 2-4 player 2D local 
multiplayer brawler in the Smash 
Bros/Bomberman/Nidhogg 
tradition, in which you each have a 
bow, three arrows (which you have 
to retrieve), and a jump attack at 

TOWERFALL ASCENSION
your disposal. A single hit from 
either kills you instantly, whereupon 
you enter an ultra-satisfying replay 
mode and marvel at the impossibly 
frenetic three seconds that led to 
your demise. It�s often hilarious and 
never frustrating, always fair and 

ALL RISE
With just those three arrows and 
that jump attack, you�re empowered 
to a level that the muscle-bound 
world-savers in your pile of triple-A 
titles could never equal. Each arena, 

Sir Isaac Newton held dear, spits you 
out from the top of the screen if you 
fall through a gap on the bottom. 
Horizontal movement allows for 
similar spatial tomfoolery in the 
heat of battle. It�s a perfectly valid 
tactic to forget the whole arrows 
thing and stalk your prey using the 
periphery of the screen to snag your 
unsuspecting foe, waiting for the 
opportune moment to end them 
with a bounce on the bonce. 

But we�ve still barely scraped the 

each new round brings a mind-
boggling new discovery with it. Oh, 
you can dash in mid-air? That�s 
handy. You can collect the projectiles 
of your opponents? Even handier. 

passed through a torch? Nice touch. 
Wait, did� did we just catch an 

max. Dashing in any direction while 
an arrow hits you will nullify the 
attack and collect the ammo for your 

feel slicker than slick.

you�ll do something incredible, 
which means your deaths barely 

time your arrow hit an opponent�s in 
mid-air, tumbled through the level 
and skewered you a second later, and 

hilarious when it happens again. 
Each stage has its own batch of 

bramble arrows that leave a carpet 
of insta-death where they land only 
in the forest, and moving stones 
capable of pulping you in a blink in 
underwater-only situations. 

There�s almost as much pure, 
unbridled pleasure in the 1-2 player 
co-op Quest mode, in which you 
team up on the same machine to 
slay hordes of AI enemies, though 

“IT’S OFTEN HILARIOUS AND 
NEVER FRUSTRATING, ALWAYS 
FAIR AND ALWAYS DIFFERENT”

9

FORMAT

PS4, PC, PS Vita

PUBLISHER

Matt Makes  

Games Inc

DEVELOPER

Matt Makes  

Games Inc 



Laser arrows richochet off surfaces, allowing for 
hilarious trick-shots, while Drill arrows can 

burrow through terrain into unsuspecting foes.
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two experiences. That means you�ll 

need at least one extra pad and and 

at least one willing accomplice to 

fully appreciate Towerfall, although  

recruiting additional archers for this 

brilliantly balanced battle of wits 

TAKE A BOW

Contributing hugely to Towerfall 

Ascension�s pitch-perfect tactile 

experience is the game�s pixel art 

lucky peepers with a sense of 

wonder rarely felt since those heady 

days of the SNES and Sega Mega 

Drive. The quality of your movement 

and the jumping animations really 

convey a satisfying weight to the 

world, and you keep noticing new 

incidental details � such as your 

character�s breath misting in the air 

in icy stages � hours into your own 

Towerfall adventure. 

Creator Matt Thorson has 

achieved a ludicrous standard of 

gameplay in Towerfall Ascension, 

one that seduces you instantly and 

jettisons all thoughts of million-poly 

character models and full-

performance capture from your 

gaming consciousness. So here�s to 

keeping the boundaries exactly as 

they are sometimes � clear, tight, 

entirely comprehensible � and 

building something astonishing 

between them. 
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8 OVERWATCH

R
emember when shooters 
were fun? Blizzard does. 
And it also remembers 
when you used to get 

obsessed with the characters 
from Saturday morning cartoons. 
If there was ever a videogame 
roster worthy of a series of action 

At the centre of everything good 

about Overwatch is its expansive 

roll call of playable heroes. Split 

invested with oodles of personality 

and begging to be played. Despite 

ranging from a space gorilla to a 

role in a team. And this is where we 

get to the core of just what 

Overwatch is. It�s an online 

with friends and battling it 

of expansive worlds or 

something purer: a shooter which 

inspires an all-encompassing 

HANZ-ON 

team in all manner of ways. A single  

headshot can pre-emptively end a 

missile barrage from an otherwise 

OVERWATCH

his team to see their movements 

with multiple targets behind cover 

� its cluster of laser arrows 

close-range tool. And then there�s 

his ultimate ability. 

the potential to utterly transform a 

feel awesome. And this is all just the 

one character.

up feels balanced alongside every 

play. Alongside a gradual 

understanding and then mastery of 

the characters comes a deeper 

appreciation for the perfectly-

considered level 

design. 

Somehow each arena provides room 

whether you�re placing teleportation 

gates as architect Symmetra or 

you�ll see a loading screen for the 

torrent of ideas will wash over you. 

JOY DIVISION 

from online shooters is that steadily 

more elusive quality: fun. 

but they bring nothing combat-

altering to the table � only visual 

play because the game itself is a joy.

at celebrating the fact that you 

continue to play it. With each match 

comes a multitude of ways to 

through the ability for others to 

round. It�s easy to feel brilliant just 

quality play.

If you�ve ever in 

your life had fun tipping 

then it�ll be easy to see where 

Overwatch�s charm derives from. 

chaotic yet cohesive ensemble 

aesthetic with one of the most 

enjoyable shooters in recent 

times ensures it�s truly 

essential. 

8

FORMAT

PS4, XO, PC

PUBLISHER

Blizzard

DEVELOPER

Blizzard

 



Blizzard plans to keep adding new characters 
over time. The latest release is Ana, a sniper 
who can heal her team by shooting them.

Near-Pixar-quality animated shorts for the 
game can be found on Blizzard’s website, each 
delving into a different hero’s backstory.
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FORMAT

PS4

PUBLISHER

Sony

DEVELOPER

Naughty Dog
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7 UNCHARTED 4: A THIEF’S END

N
athan Drake is a retired 

treasure hunter. By day 

he scuba dives for a 

haulage company, 

plundering junk instead of pirate 

gold. By night he turns over 

legendary artefacts in his attic, 

targets to substitute the thrill of 

adventure. He eats stir fry in front 

of the PlayStation with his wife 

Elena, who pokes him with a fork 

to Shambhala in daydreams. He�s 

moved on, done, domesticated. 

Until, that is, his long-lost 

brother arrives and proposes a 

ageing adrenaline glands.

The adventure that follows is a 

consistently brilliant 12 hours, 

taking in stormy glens, sunny 

archipelagos, and more locations too 

good to spoil here. Every single 

scene is staggering, and worthy of 

spending hours snapping from every 

conceivable angle in the game�s 

camera mode. It�s more than an 

artistic addition used to pan and 

zoom and focus - it�s a tool that 

stops time to reveal Naughty Dog�s 

supreme craftsmanship. There�s the 

natural sunlight captured without 

clouds that cast shadows on the 

distance incorporating lavender-

and much more subtle touches, too, 

fuzz, or the way his grappling hook 

naturally wraps around objects 

rather than clipping through them. 

anchor wherever you like. Spying a 

mast poking out of a coral reef in the 

distance, you can steer over and hop 

out, diving down through schools of  

dialogue you discover aren�t crucial 

to the story, but the choice of 

whether or not to pursue them is 

important. The game sells itself on 

actually spend more time scaling 

Madagascan chapels and spelunking 

in forgotten caves to a soundtrack of 

echoes, birdsong, and quips. 

GRAPPLING CROOK

Even engagements with enemies 

often start quietly, all about tracking 

foes sneakily from waving long 

grass, rolling between crates and 

guards from above to snap their 

necks. With stealth meters and the 

ability to tag enemies, completing 

feasible and earns a �huh, they 

didn�t notice us� from Nate. It�s a 

rare stealth game that makes you 

want to get noticed, however, and as 

a testament to Uncharted 4�s 

shooting you�ll sometimes blast a 

poor fool in the face just to feel the 

kick of the satisfyingly meaty 

You�ll clock the pattern early on 

� quiet, quiet, bang! Quiet, quiet, 

bang! � but Uncharted 4�s brilliance 

is maintaining that tempo for 12 

hours. You�ll jet from locale to locale, 

charming across them with a vigour 

that belies Nate�s advancing years. 

gaming�s greatest heroes. 

And while Uncharted�s cinematic 

qualities remain, this time you 

simply can�t see the joins on this 

blockbuster visuals serving to 

convince you the places you�re 

standing in have been around before 

you and they�ll be around after. You 

PANAMA CAPERS

Set-pieces, meanwhile, reach a 

series high, but A Thief�s End is just 

as spectacular outside of them. To 

say it brings together the cinematic 

and the interactive doesn�t do it 

justice. It blends them seamlessly, 

with none of the gamey-ness or 

heavy directorial hand that has 

occaisionally marred past entries. 

There�s more breathing room, too. 

One chapter sees you and Sam boat 

around the aqua-blue waters of an 

untouched archipelago and dropping 

UNCHARTED 4: 
A THIEF�S END

7



A robust multiplayer mode rounds out 
the package, letting you fight as classic 
characters from past series entries.

The performances, both the voice-acting 
and the motion-capture, are some of the 
best ever seen in games.
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“YOU’LL JET FROM 
LOCALE TO LOCALE, 
PLATFORMING AND 
FIGHTING AND 
CHARMING ACROSS 
THEM” 
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6 JOURNEY

T
his contemplative classic 

pushes at the boundaries 

of traditional videogame 

structure. There�s an 

objective of sorts: a mountain 

looms over the horizon whenever 

your shawl-covered wanderer is 

outside. But bar the odd 

collectible, there are few 

distractions from this pilgrimage, 

little in the way of mechanics to 

learn, and only the most cursory 

of puzzles to solve. Journey 

doesn�t really want to be played. It 

certainly doesn�t want to be 

mastered. It wants to be 

experienced. And, importantly, it 

wants to be shared. 

Dropped in a desert littered with the 

relics of a lost civilisation, your 

armless character can interact with 

the world around them by one 

simple means: a shout that�s 

activated by holding down the circle 

button. Shouts can activate dormant 

features of the wastes, such as 

weathered, wind-worn cages � in 

turn, these ribbons will power up 

your character�s jump, allowing you 

and across the sands � and on to 

increasingly spectacular scenes. 

SAND OF FATE

Journey is a short game, but no two 

of its sequences are alike. Weaving 

giant cloth bridges across a ruin-

strewn plain; sliding haphazardly 

across sparkling, sugary pink sands; 

frolicking with a pack of dolphin-

JOURNEY

like magic carpets � all of this 

The events that happen beyond this 

point are best experienced unspoilt 

by prior knowledge, so we won�t 

reference them here, but do keep an 

eye out for an amazing sequence 

that takes place during a burnt-

orange sunset. It�s one of many 

spellbinding sights in a beautiful 

game, whose cartoonish, faintly 

eastern art style is frequently 

coupled with imaginative level 

It�s a world best experienced with 

company. Journey�s co-op 

component is uniquely stripped back 

- you can�t invite a friend to play 

with you; you can�t see your 

partner�s username; there�s no chat. 

There�s just you, and whomsoever 

you meet on the road, as the game 

seamlessly allows others to wander 

into and out of your game. 

The result, far from feeling 

restrictive, is pure gaming magic. 

Linking up with another player feels 

like an act of wonderful 

happenstance � you might hear 

their shouts before you see them, or 

they could rush upon you all of a 

sudden. This desert isn�t the 

bustling metropolis of an MMO, it�s 

barren and empty, and Journey 

ensures you�ll never see more than 

one other traveller at a time. This is 

a game of discovery, and its power is 

those discoveries shared. Without 

any way to communicate other than 

that shout, breaking character is 

“LINKING UP WITH ANOTHER 

PLAYER FEELS LIKE AN ACT 

OF WONDERFUL 

HAPPENSTANCE”

6

FORMAT

PS4, PS3

PUBLISHER

Sony

DEVELOPER

Thatgamecompany

 



impossible, which makes Journey a 

rare example of an online game in 

which the presence of other players 

makes for a more absorbing, more 

atmospheric experience. 

PAL-GRIMAGE

And there�s a bittersweet touch to 

the co-op, too � without the safety 

net of usernames and invites, your 

poignancy. When a new friend falls 

behind you�ll wait, and when you 

lose sight of them you�ll panic, 

because the price of losing track of 

them is never meeting again. Later 

replays might see you take the role 

of teacher, nudging your new recruit 

along the right path, but you�ll only 

get one chance to discover Journey, 

so make sure it�s shared. 

It�s a brief game, and while it has 

collectibles to theoretically add 

replayability, they�re best ignored in 

favour of drifting dream-like 

through its story. For those who play 

games to explore new lands, see 

beautiful sights and become 

immersed in a world, Journey is 

like them to share it with.  
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Even four years after its original release, 
Journey still stands out as one of the most 
visually-arresting games ever made.
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5 MARIO KART 8

I
f there�s one thing that 

Nintendo excels at it�s 

reinvention. From the 

conception of 2D platforming 

worlds, Mario is the epitome of 

the big N�s ability to play with our 

expectations. But stick his 

dungaree-ed rear-end in a 

go-kart and there�s a sense that 

despite shifting gears a couple of 

times over the years, the Mario 

Kart series has been dependable 

without being ground-breaking. 

That was, until MK8 careened into 

view. Mazza�s most recent 

vehicular powerhouse takes 

things to a whole new level.

Let�s start at the automobiles. While 

the simple controls make jumping 

into a race easy, the namesake 

vehicles have been subtly tweaked. 

Veterans will nod sagely when 

discussing the importance of a 

well-timed drift. Now you have to be 

much more aware of the tracks you 

careen through, as you need to tap 

the jump button slightly in advance 

Pipe-Frame to the �oh, go on then� 

throwing another serving of 

surprising depth into the mix. 

MARIO KART 8
And keeping your eye on the track 

ahead is no hardship here � every 

location you motor through is a 

joyous celebration to behold. 

Unlocking a fresh set of tracks by 

earning yourself a place on the 

podium for each cup is still giddy 

anti-gravity mechanic. Rather than 

simply go through the motions with 

this feature, which sees your kart 

passively shift between normal 

tyres and hover wheels as the need 

arises, Nintendo has gone all out.

SHELL IS FOR HEROES

You�ll speed up a waterfall in Shy 

Guy Falls, before loop-de-looping in 

the air across a vast misty valley. A 

few tracks later you�re whizzing 

through Sunshine Airport terminals 

and into the clouds among the 

planes themselves. Next thing you 

know you�re careening up and 

around the side of a tunnel in Toad�s 

Turnpike, battering headlong into 

trucks. And these aren�t even the 

stand out courses. The less we say 

Rainbow Road the better � you have 

to experience it for yourself. And the 

musical score, now performed by an 

actual orchestra, is a triumph, 

throbbing with powerful refrains at 

all the right moments and reaching 

a frenzied crescendo as you cross the 

KART LIFE

All of this is delivered via seriously 

sumptuous visuals. Mario�s �tache 

wiggles in the breeze as he passes 

which see bubbles issue from your 

kart�s morphed propellers and 

explosions billow outwards � are 

simply beautiful. And then there�s 

the real-time lighting. Elongated 

that goes with them. Motor through 

Moo Moo Meadows and those 

ground. We defy anyone to watch a 

slow-mo replay of a Fire Flower 

attack without cooing in delight.

In short, this is a multiplayer 

event showcasing Nintendo doing 

what it does best: bashing your 

already-lofty expectations into dust 

and then rebuilding them anew into 

something bigger and better than 

you had imagined. 

5

FORMAT

Wii U

PUBLISHER

Nintendo

DEVELOPER

Nintendo



In addition to the huge cast of official 
characters, you can also choose to 
play as your Mii.
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“KEEPING YOUR EYE ON THE 

TRACK AHEAD IS NO HARDSHIP 

– EVERY LOCATION YOU MOTOR 

THROUGH IS A JOYOUS 

CELEBRATION TO BEHOLD” 
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4 GRAND THEFT AUTO V

T
he real Los Angeles is a 

city of extremes. If you�re 

on top of the social scale 

place in the world to be a success. 

Drinking cocktails with movie 

stars, relaxing in a private pool 

out the back of your multi-million 

dollar mansion in the Hollywood 

Hills� if you�ve made it in LA 

you�re probably enjoying one of 

of that same scale, however, there 

are few places in the world where 

it�s worse to be. Slip through 

society�s cracks in LA and you 

staggering through grimy 

downtown streets, out of your 

mind on drugs with a brain baked 

beyond sense by the relentless 

heat. This real-life gulf in class 

and fortunes is central to 

look at West Coast life. 

The game�s story tells the tale of 
three criminals from not-that-
dissimilar backgrounds who�ve hit 
various class ceilings and are 
looking for ways to burst through 
and upwards. From a world 
perspective it throws us from one 
extreme to the other: letting us pilot 
the expensive jets and rub shoulders 
with the rich on the most exclusive 
of golf courses, then dropping us in 
the middle of a turf war in the city�s 
roughest neighbourhoods.

CALIFORNIA DREAMS

GTAV boasts a world of unthinkable 
scale that, when the microscope is 
held over the tiniest of elements 
(cracked bitumen on the ground, the 
upholstery of the furniture in a 
house you visit just the once, the 

GRAND THEFT AUTO V
upgrade), is more visually 
impressive than most high-budget 
linear games. For sheer detail, it�s 
impossible to beat, despite its size. 

Michael, Franklin and Trevor are 
GTA V�s three stars. They�re 
horrible. In fact, the entire cast is 
horrible, and that�s what makes the 
story so fascinating. Like Breaking 
Bad or The Wire it�s tough to put 

and claim they�re a good person. 

swap between Rockstar has calmed 
its script down and woven a 
slow-burning tale with a wide range 

the tired, �two or three missions for 
mob boss �X� before they�re killed 

two more� formula of old, Trevor, 
Franklin and Michael don�t 
drastically alter the company they 
keep across the 30 hour campaign, 
yet their interactions with their 
associates and one another are 
constantly evolving.

GRAND AMBITION

But despite the great writing and 
characters, every story of our GTA 

V life always returns to Los 
Santos and Blaine County. 

comprehend just how vast it is. 
When we hijack a plane twelve hours 

the other direction we�re stunned 
� as gorgeous orange and purple 

disappears beneath us we dive out of 
the plane and spend minutes 
parachuting down. The ride is as 
smooth as silk. Frame rate issues? 
Screen tearing? Not here. The 
world�s so big, in fact, that you�ll lose 
the signal of the West Coast Talk 
Radio station when you drive out of 
the city limits and instead pick up 
Blaine County Talk Radio. It�s a touch 
many people might never pick up 
on, but an amazing one.

Somehow run out of things to do 
alone in this incredible playground? 
Hop into GTA Online, the game�s 
expansive multiplayer mode, and 
join up with friends for races, frantic 
turf wars, and elaborate, multi-stage 
heists. Thanks to years of updates, 
this online incarnation of Los Santos 
features startling variety, and the 
presence of other players in such a 
well-realised environment is a 
recipe for glorious chaos.

Simply put, this is an unmissable 
open world � and a landmark 
moment for games. 

4
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While the original releases are impressive 
in their own right, the remasters for 
current-gen machines are stunning.
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“THE ENTIRE CAST IS 
HORRIBLE, AND THAT’S 
WHAT MAKES THE 
STORY SO 
FASCINATING”
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CD Projekt
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CD Projekt RED
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3 THE WITCHER 3: WILD HUNT

S
imply put, this sprawling 

action-RPG is a triumph, 

By focusing on a set character, 

rather than allowing players to 

create their own, CD Projekt RED is 

able to tie his story and personality 

far more tightly into the setting. His 

motivations, his relationships, his 

history � all feel believable and 

remarkably developed, making him 

the perfect window into his equally 

authentic homeland. 

It�s a world given endless 

character by the unwavering quality 

of its quests and side activities. 

Playing-spaces this large are all too 

or �kill eight of those� � not so here. 

It�s not unusual at all for a seemingly 

simple side-quest to spiral on for 

hours, evolving into a new and 

important plot that ultimately goes 

on to greatly alter your perspective 

on the characters that populate the 

world. The personalities involved 

feel like real people, with real 

problems, and that makes you want 

to play a part in their lives. 

RIVIA DANCE

Rarely do you come across anyone 

that feels wholly �good� or �evil�,  with 

themselves the more you interact 

with individuals. A baron that you�ve 

heard nothing but bad things about 

catchment areas of cities, rivers drop 

down mountains and weave through 

forests, blocks of ice surround snowy 

islands, and all manner of animals 

roam about seeking food and 

shelter. A big part of the reason for 

the world not feeling as though it 

revolves around Geralt is because it 

mimics so closely the workings of 

our own Earth, at least on an 

aesthetic level.  

MONSTER MASH

That said, there is empowerment 

found in the fact that it often feels as 

people�s lives. The skills of a Witcher 

feel distinct from those of any other 

fantasy archetype � Geralt�s a 

villains; he�s a warrior, striking men 

down with steel and monsters with 

silver; he�s a scholar, preparing for 

battle by studying his foes� 

strengths and weaknesses, and 

preparing the alchemical aids that 

will give him the edge. As you use 

these talents to battle the darkness, 

consequences big and small make 

you feel like you�re really having an 

impact on the world. 

Rarely does a game exude this 

much charisma and sense of place. 

Even rarer is a game capable of 

tempting you into such engaging 

emotional connections with not only 

its hero, but the characters around 

him. It�s those personalities, and 

that narrative structure, that make 

The Witcher 3 so impressive, and 

ever. Without doubt this is among 

the grandest examples of its genre 

ever made, and one that, whether 

you�re a fantasy fan or not, you owe 

it to yourself to experience.  

might court your sympathies once 

you take the time to understand 

him and learn about his past, while 

a seemingly dependable ally could 

be revealed to be rather less 

trustworthy through an action that 

seems initially incidental. This kind 

of character development is often 

stretched out over the course of 

many quests, adding a level of 

long-term intrigue and helping to 

deliver something that feels 

genuinely mature.

Strong voice acting, with so much 

care taken over it that you�ll soon 

local dialects, adds further texture, 

as does a full day/night cycle and 

dynamic weather. Touches like 

these prevent any location feeling 

place � the cities and villages of The 

Witcher 3 feel alive. Too often RPGs 

commit the mistake of making you 

feel as though their environments 

can�t exist without you, that 

if you weren�t completing 

quests then life as you 

know it would stop. 

That�s not a problem 

here. Geralt feels like a 

part of the world just 

like everyone else, 

rather than the 

reason for its 

existence. 

That sense of 

belonging is 

further aided by 

the intimately 

crafted and 

believably 

structured 

environment. 

Villages stand 

in the 

THE WITCHER 3: 
WILD HUNT

3



Expansions Heart Of Stone and Blood And Wine 
represent some of the absolute best 
downloadable content ever produced.
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“RARELY DOES A GAME 

EXUDE THIS MUCH 

CHARISMA AND SENSE 

OF PLACE”
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A
nother of Naughty Dog�s 

modern classics makes 

the top ten, a game that 

set a new benchmark for 

virtual storytelling and delivered, 

right at the end of its life, PS3�s 

best-looking game. The Last Of 

Us is incredible. In its way, it�s a 

better game than any of the 

Uncharted titles � no mean feat 

considering the reverence we hold 

for Drake�s second and fourth 

outings in particular. It�s an 

world-building and wonderful 

characterisation, and a peerlessly 

tense game of thoughtful stealth 

and devastating gunplay. 

The Last Of Us is a road movie for 

the end of the world. You travel 

along 28 Days Later Street, hang a 

THE LAST OF US

of intent you�ll ever have played. 

A strong start would mean little if 

else the studio has ever done. The 

father/daughter pairing. Best of all, 

right on Omega Man Drive, then 

take that long exit on to I Am Legend 

guessing throughout. 

DISMAY AFTER TOMORROW

Closer to survival horror than the 

Last Of Us is weighty, with a turning 

than Vanquish. Before the 

astonishing, and infamously 

gaming yore: The Last Of Us will 

Veteran voice actors Troy Baker and 
Ashley Johnson turn in career best 

performances as Joel and Ellie.  

2

2 THE LAST OF US
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“BATTLES WALK A 

CAREFUL LINE 

BETWEEN 

EMPOWERMENT AND 

MOMENTS OF INTENSE 

VULNERABILITY”

Seeking a friend for the end of the 
world? Here, have two.

STEALTHY LIVING

empowerment and moments of 

you�re grimly unloading shotgun 

praying for a reprieve. Whether 

need to as you run up against the 

Far from mindless, simple 

hardwired seamlessly into the 

early Boston level, they don�t seem 

(then smashed into splinters) when 

last gasps of life out of a man as he 

unpleasant, no question. Yet none of 
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DARK 

SOULS III

1

F

For fans, it�s a treat. The run-up to 

HEART AND SOULS

time? Then these references will 

FORMAT

PS4, XO, PC

PUBLISHER

Bandai Namco

DEVELOPER

From Software boss monsters to beat.

nature, it�s a place that feels 

SKILL STREAKS

for newcomers to leap in. The 

combat is better than ever, a 
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1 DARK SOULS III

are certain to open an opponent�s 

poise to ensure miracle casts aren�t 

BRING THE POISE

BURNING LOVE

possible. It�s at this point in time, 

  

“THE FOCUSED 
COMBAT IS BETTER 
THAN EVER, A 
WEIGHTY, TACTICAL 
AFFAIR THAT 
DEMANDS MASTERY”



Enemy designs are brilliantly disturbing, often 
seeming to have crawled out of a survival horror 
game rather than a fantasy epic.

Every weapon has its own set of moves and 
skills to get to grips with, giving the combat 
system huge variety and depth.
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THE 100 GAMES THAT SHOOK THE WORLD
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ideogames have 
come a long way 
over the years 
– any of the 100 
games you’ve 

read about on your way to here 
proves that. And much as this is 
a tome about celebrating the 
now, even we can’t ignore our 
history. So let’s look back at the 
titles that got us here – the 
games that made an 
unforgettable mark on the 
medium, such that nothing 
would be the same without 
them. But remember – as per the 
intro, they have to meet our 
totally scientific requirement of 
having been released before 
June 2010 to qualify. Now enjoy 
yourself a trip down retro lane… 

Join us as we 
look back on the 
most influential, 
most important 
games ever…
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THE 100 GAMES THAT SHOOK THE WORLD

100

96

89

98

94

87

E.T. THE 

EXTRA- 

TERRESTRIAL

ASSASSIN’S 

CREED II

RED DEAD 

REDEMPTION

CHRONO 

TRIGGER

MEGA 

MAN

TONY HAWK’S  

PRO SKATER

DEMON’S 

SOULS

BALDUR’S 

GATE II

ULTIMA

GEOMETRY 

WARS

EARTHBOUND

THE ELDER 

SCROLLS IV: 

OBLIVION

Format Atari 2600  Pub Atari   

Dev Atari  Year 1982

Format PC, PS3, 360, Xbox  

Pub Ubisoft  Dev Ubisoft  Year 2007

Format PS3, 360  Pub Rockstar Games   

Dev Rockstar San Diego  Year 2010

Format SNES  Pub Square  

Dev Square  Year 1995

Format NES  Pub Capcom  

Dev Capcom  Year 1987

Format PS1  Pub Activision  

Dev Neversoft  Year 1999

Format PS3  Pub Namco Bandai   

Dev From Software  Year 2009

Format PC  Pub Black Isle   

Dev Bioware  Year 2000

Format Apple II  Pub Origin Systems  

Dev Richard Gariott  Year 1981

Format 360, Xbox  Pub Microsoft   

Dev Bizarre Creations  Year 2003

Format SNES  Pub Nintendo  Dev 

Ape, HAL Laboratories  Year 1994

Format PC, PS3, 360  Pub Bethesda   

Dev Bethesda  Year 2006

You can’t deny its cultural 

significance – a game so bad it 

crashed the ’80s video game 

industry and had to be buried 

en masse in the desert.

Introduced the charismatic Ezio 

Auditore and refined the 

sandbox template for a 

generation with its jaunt through 

the iconic cities of the Italian 

Renaissance.

So much more than just GTA in 

the Wild West, Red Dead’s 

world felt uniquely 

authentic and alive. 

To this day fans still 

cry out for a sequel. 

An epic JRPG 

that revolutionised 

the genre with its 

branching story 

and innovative 

gameplay.

While most got to grips with 

gaming via plumbers and 

hedgehogs, Mega Man gave 

many their first real challenge. 

Also one of the first focal points 

for speed-runners.

Addictive score-attack 

skating responsible for 

turning an underground 

counterculture into a 

bona-fide mainstream 

phenomenon.

Effectively a Dark Souls 

prototype that established the 

series’ unique tone and 

approach – and From Software 

auteur Hidetaka Miyazaki’s 

place in the industry.

You led a party of six in this 

early, pre-Mass Effect/Dragon 

Age showcase of Bioware’s skill 

at creating unforgettably 

nuanced characters and 

densely layered narratives.

One of the first commercially 

available RPGs, Richard 

Garriott’s adventure fused 

first-person dungeon-crawling 

with a top-down open world in 

a way never before seen.

Originally a minigame in Project 

Gotham Racing, this twin-stick 

shooter was responsible for 

popularising XBLA and, by 

extension, digital downloads on 

consoles in general.

A cult classic, which 

cemented Nintendo great 

Satoru Iwata as a 

programming legend and 

proved one of the formative 

JRPGs of the NES era.

Here Bethesda truly set the 

template for its open worlds, 

with a title that combined 

spectacle and freedom to an 

unprecedented degree.

99

95

88

97

93

92 9091

GUITAR HERO UNREAL TOURNAMENTMETROID PRIME

Format PS2  Pub Red Octane   

Dev Harmonix  Year 2005

Format PC  Pub GT Interactive   

Dev Epic  Year 1999

Format PS2  Pub Red Octane   

Dev Harmonix  Year 2005

The title that made big plastic 
peripherals profitable, popularised 
rhythm action, and gave music a 
viable videogame platform.

Seriously fast, bloody, and satisfying 
first-person shooting that set a new 
benchmark for competitive PvP 
action in videogames.

One of the most successful genre 
conversions ever, letting you step 
more immersively into Samus’ space 
shoes than ever before.

86
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85

74

83

79

72

SYSTEM 
SHOCK 2

THE LEGEND 
OF ZELDA: 

LINK’S AWAKENING

UNCHARTED 
2: AMONG 

THIEVES

MYST

DEVIL MAY 
CRY

SUPER SMASH 
BROS 

KING’S 
QUEST

MAX PAYNE

THEME PARK

STAR WARS 
KOTOR

METAL GEAR 
SOLID 3: 

SNAKE EATER

EVERQUEST

Format PC  Pub EA   

Dev Irrational Games  Year 1999

Format Game Boy  Pub Nintendo   

Dev Nintendo  Year 1983

Format PS3 Pub Sony   

Dev Naughty Dog    Year 2009

Format Mac  Pub Broderbund  

Dev Cyan  Year 1993

Format PS2  Pub Capcom  

Dev Capcom  Year 2001

Format N64  Pub Nintendo  

Dev HAL Laboratory  Year 1999

Format IBM PC  Pub IBM   

Dev Sierra On-Line  Year 1983

Format PC, Xbox, PS2  Pub Rockstar  

Dev Remedy  Year 2001

Format PC, PS1, Saturn, Jaguar, 

3DO, Mega CD, SNES, Mega Drive, 

Amiga  Pub EA  Dev Bullfrog 

Productions  Year 1994

Format Xbox  Pub LucasArts   

Dev Bioware  Year 2003

Format PS2  Pub Konami   

Dev Konami  Year 2004

Format PC  Pub Sony   

Dev Sony  Year 1999

This early step in Bioshock 

developer Ken Levine’s career 

combined the FPS and RPG 

genres like never before, 

influencing games such as 

Dishonored to this day.

One of Nintendo’s prized 

creators, Yoshiaki Koizumi 

(creator of Super Mario Galaxy) 

cut his teeth on this fantastic 

portable take on Zelda.

Swashbuckling set pieces, 

globetrotting drama, and sheer 

visual spectacle in one polished 

package that changed triple-A 

games forever.

This point-and-click adventure 

put players on a puzzle-filled 

island. Its stunning backgrounds 

were a massive achievement, 

and helped introduce a new 

audience to games.

Fluid hack-and-slashing that 

invented the genre the likes 

of Bayonetta and Metal Gear 

Rising would later occupy – 

and it all sprang from a 

Resident Evil prototype.

Smash Bros. came out of 

leftfield to invent the 

mascot brawler, 

popularise four-player 

fighting, and open up  

the genre to Joe Public. 

This innovative classic kick-

started the golden era of 

adventure games, with clever 

puzzles, pioneering pseudo-3D 

environments, and trailblazing 

animation.

Popularised 

bullet-time 

battles with its 

balletic, John 

Woo-inspired 

combat.

Bullfrog’s sim paved the way for 

light-hearted management 

game, now so common from 

the App Store to Early Access.

Modern Bioware 

starts with this 

incredible RPG, which 

ultimately inspired the 

studio to create its 

own sci-fi universe.

Big Boss donned camouflage 

and answered the call of 

nature for Kojima’s stealthy 

prequel, with inspirational new 

survival mechanics.

It may not have been the first 

fantasy MMORPG released, but 

Everquest’s popularity cast a 

mould for the genre, 

establishing the foundation that 

Blizzard would later build on.

84

80

73

82

71

77 76 75

COMMAND & CONQUER

POPULOUS

BRAID

Format PC  Pub EA   

Dev Westwood Studios  Year 1995

Format PC, SNES, Mega Drive, Game Boy, 

Master System, Amiga, Atari ST  Pub EA 

Dev Bullfrog Productions  Year 1989

Format 360  Pub Microsoft   

Dev Number None  Year 2008

Several playable factions in parallel 
campaigns gave real-time strategy a 
kick up the bum, accompanied by 
brilliantly cheesy FMV cutscenes.

A single title that established not 
only the god game as a genre, but 
the status of Peter Molyneux as a 
game designer.

Space-time-altering puzzles and a 
multi-faceted story widened the 
horizons of indie development, and 
this remains a landmark ‘art game’.

81 78
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70

64

56

FIFA 09

JAK & 
DAXTER: THE  

PRECURSOR LEGACY

FINAL 
FANTASY X

THIEF:  
THE DARK 

PROJECT

CRASH 
BANDICOOT 

MORTAL 
KOMBAT

LEMMINGS

BANJO-
KAZOOIE

PRINCE OF 
PERSIA: 

SANDS OF TIME

RATCHET & 
CLANK

HALF-LIFE

ELITE

Format PC, Mobile, PS3, Wii, 360, PSP, 

DS, Xbox, PS2  Pub EA  Dev EA 

Canada  Year 2008

Format PS2  Pub Sony

Dev Naughty Dog  Year 2001

Format PS2  Pub Sony

Dev Square  Year 2002

Format PC  Pub Eidos Interactive   

Dev Looking Glass Studios  Year 1998

Format PS1  Pub Sony  

Dev Naughty Dog  Year 1996

Format PC, NES, Amiga, Atari ST, 

Amstrad CPC, C64, Spectrum, BBC 

Micro  Pub Acornsoft  Dev Ian Bell, 

David Braben  Year 1984

Format PC, Amiga CD32, SNES, CD-I, 

Game Gear, Mega Drive, Game Boy, 

Master System, NES, Amiga, Atari ST, 

Amstrad CPC, C64, Spectrum  Pub 

Psygnosis  Dev DMA Design  Year 1991

Format N64  Pub Nintendo

Dev Rare  Year 1998

Format PS2  Pub Sony

Dev Insomniac Games  Year 2002

Format PC  Pub Sierra Entertainment   

Dev Valve  Year 1998

Format PC, Mega CD, SNES, Game 

Gear, Mega Drive, Game Boy, Master 

System, Amiga, Arcade  Pub Virgin  

Dev Midway Games  Year 1992

The birth of Ultimate 

Team changed 

sports games 

forever, and is a 

staple to this day.

The starting point of Naughty 

Dog’s crazed technical ambition 

was this seamless, connected 

world of 3D platforming stages.

Square’s PS2 debut ditched the 

traditional JRPG overworld in 

favour of lush 3D environments 

and a fully voice-acted narrative, 

establishing a new template for 

role-playing epics.

Eschewing confrontation for 

light and sound-based stealth, 

this steampunk sneaker also 

introduced gamers to Ken 

Levine’s writing.

Sony’s answer to 

Mario and Sonic, and 

the first indication of 

Naughty Dog’s knack 

for spectacle.

A fighting game so controversial 

at the time that it essentially 

spawned modern videogame 

rating systems. 

A triumph of open-ended design 

from the studio that would go 

on to make Grand Theft Auto.

Rare’s attempts to beat 

Nintendo at its own 3D 

platforming game produced 

this wildly imaginative tale and 

two unforgettable heroes.

The wall-running royal 

augmented his acrobatics with 

the ability to rewind time, a 

power that’s been pilfered by all 

sorts of games ever since.

A colourful fusion of 

platforming and 

action, and a 

graphical showcase 

for Sony’s hardware 

at the time.

An experiment in world-building 

that revolutionised narrative in 

games by eschewing cutscenes 

in favour of masterful 

environmental storytelling.

A pioneering work of open-

ended design, inviting players 

to freely explore a seemingly 

endless universe.

69

65

59

67

63

57

Format PC, GameCube, Xbox, PS2  

Pub Ubisoft  Dev Ubisoft  Year 2003

62 6061

BIOSHOCK

QUAKE
THE LEGEND OF ZELDA: 
A LINK TO THE PAST 

Format PC, PS3, 360  Pub 2K Gamess   
Dev 2K Boston  Year 2007

Format PC, N64, Saturn, Amiga  Pub GT 
Interactive  Dev Id Software  Year 1996

Format SNES  Pub Nintendo  

Dev Nintendo  Year 1992

2K’s horror opus brought earnest 
philosophising to the triple-A shooter, 
and proved a demand for intelligent 
blockbusters in the process.

Doom may have popularised the FPS, 
but Quake brought the genre a giant 
leap closer to its current form, 
introducing fully 3D environments and 
accumulating a community of online 
deathmatch aficionados.

The game that perfected and 
cemented the Zelda template, as well 
as establishing a dual worlds motif that 
many games would go on to pinch.

68

66

58



GOLDEN JOYSTICK PRESENTS…    135

THE 100 GAMES THAT SHOOK THE WORLD

55

51

44

53

49

RESIDENT 

EVIL

SUPER MARIO 

WORLD

DEUS EX

HALO 2

WOLFENSTEIN 

3D 

BATMAN: 

ARKHAM 

ASYLUM

LEFT 4 

DEAD

DIABLO

DONKEY 

KONG

SUPER 

MARIO KART

SILENT  

HILL 2

THE SECRET 

OF MONKEY 

ISLAND

Format PC, PS1, Saturn  Pub Capcom  

Dev Capcom  Year 1996

Format SNES  Pub Nintendo  

Dev Nintendo  Year 1992

Format PC, PS2  Pub Eidos Interactive  

Dev Ion Storm  Year 2000

Format Xbox  Pub Microsoft  

Dev Bungie  Year 2004

Format PC, Jaguar, SNES  

Pub Apogee Software  

Dev Id Software  Year 1992

Format PC, 360  Pub Valve  

Dev Turtle Rock Studios  Year 2008

Format PC, PS1  Pub Ubisoft  

Dev Blizzard North  Year 1997

Format NES, Arcade  Pub Nintendo  

Dev Nintendo  Year 1981

Format SNES  Pub Nintendo  

Dev Nintendo  Year 1993

Format PC, Xbox, PS2  Pub Konami  

Dev Konami  Year 2001

Shuffling zombies, scarce 

resources, tank controls, and 

fixed camera angles – this was 

the game that defined a genre 

for a decade.

Sega may have beat Nintendo 

to market with the Mega Drive, 

but Nintendo shot back with 

perhaps the greatest launch 

game of any console ever.

Today it seems every game is a 

mongrel, and FPS titles in 

particular are often hybrid 

blends of RPG levelling and 

open-world influences. Deus Ex 

set the precedent.

Established not just 

the template for 

online shooters on 

console, but also 

Xbox Live itself.

Before Doom, this frenetic 

Nazi-battling blaster essentially 

invented the modern first-

person shooter.

Rocksteady’s take on the 

Batman has served as a major 

inspiration for just about every 

third-person action game since.

Co-op was nothing new in 

2008, but this shooter ditched 

epic narrative in favour of an AI 

‘director’ to ensure every 

playthrough felt fresh.

Took a typically sedate genre 

and gave it a shot of adrenaline, 

swapping chin-stroking tactics 

for clickety action and 

procedural generation. 

After moderate successes in the 

arcade space, this was the 

game that cemented Nintendo’s 

commitment to gaming and 

spawned the company’s mascot 

in one fell swoop.

The father of the kart 

racer – and the series 

has been fending off 

any and all opposition 

ever since. 

This sequel brought 

psychological horror to the 

fore, expanding the genre, 

and firmly establishing one of 

its best series.

As well as being a tremendous 

example of LucasArts’ craft, this 

adventure shored up the genre 

foundations that led us all the 

way to Telltale’s games today.

54

50

43

52

48

47 4546

OUTRUN

ANIMAL CROSSING

PORTAL

Format Master System, Arcade  Pub Sega  

Dev Sega AM2  Year 1986

Format GameCube  Pub Nintendo  

Dev Nintendo  Year 2004Format PC, PS3, 360  

Pub Valve  Dev Valve  Year 2007

Although 2D racers were already 
popular, this arcade smash offered a 
peerless sensation of speed by placing 
the player right behind the action.

Nintendo’s experiment in life 
management expected players to 
check in regularly for short, soothing 
sessions – a style that’s since been 
taken up by countless mobile devs.

Valve’s comedy puzzler wasn’t just an 
astonishing anthology of headscratchers, 
it was also a masterpiece of singular 
focus and restraint.

Format PC, Amiga, Atari ST  Pub 

LucasArts  Dev LucasArts  Year 1990

Format PC, PS3, 360  Pub Eidos 

Interactive  Dev Rocksteady Studios  

Year 2009

42 41
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40

36

29

38

34

WII SPORTS

SHENMUE

PAC-MAN

SONIC THE 

HEDGEHOG

STARCRAFT

CASTLEVANIA: 

SYMPHONY 

OF THE NIGHT 

WIPEOUT

TEAM 

FORTRESS 2

LEAGUE OF 

LEGENDS

MASS 

EFFECT 2

THE LEGEND 

OF ZELDA

CIVILISATION

Format Wii  Pub Nintendo  

Dev Nintendo  Year 2006

Format Dreamcast  Pub Sega  

Dev Sega  Year 1999

Format Arcade  Pub Namco  

Dev Namco  Year 1980

Format Mega Drive  Pub Sega  

Dev Sonic Team  Year 1991

Format PC  Pub Blizzard  

Dev Blizzard  Year 1998

Format GameCube  Pub Nintendo  

Dev Retro Studios  Year 2002

Format PS1  Pub Psygnosis  

Dev Psygnosis  Year 1995

Format PC, 360, PS3  Pub Valve 

Dev Valve  Year 2007

Format PC  Dev Riot  

Pub Riot  Year 2009

Format PC, 360, PS3  Pub Bioware 

Dev Bioware  Year 2007

Format NES  Pub Nintendo 

Dev Nintendo  Year 1986

Format PC, Saturn, SNES, Amiga, Atari 

ST  Dev MPS Labs  Pub MicroProse  

Year 1991

The perfect showcase for the 

Wii’s motion controls, and an 

app so killer it single-handedly 

made the console a crossover 

hit that appealed to everyone 

and their grans.

Open worlds are ten a penny 

these days, but back then the 

chance to wander a fully 

realised Japanese town and do 

whatever you wanted was truly 

revolutionary.

A triumph of arcade purity that 

spawned the first true gaming 

mascot, and made its influence 

felt on countless genre-defining 

titles to follow. We can’t imagine 

videogames without it.

For a time this speedy blue 

hedgehog was bigger than 

Mario, and that’s down to a 

platformer-cum-racer that made 

the competition look positively 

pedestrian by comparison.

The real-time strategy game so 

perfectly competitive that it 

essentially defined esports 

forever, and remains South 

Korea’s national obsession to 

this day.

A darkly gothic platformer 

which, like Metroid, perfectly 

melded open-world and linear 

gameplay with its ability-gated 

environments. 

With an aesthetic brainstormed 

by graphic designers and a 

techno soundtrack starring The 

Chemical Brothers, this future-

set anti-gravity racer was 

PlayStation’s style icon.

Multiplayer competition that 

continues to evolve with the 

times, morphing from a simple 

class-based shooter to an 

enormously successful, free-to-

play juggernaut. 

This early MOBA not only 

popularised what is the most 

successful genre in gaming, but 

also helped turn esports into an 

ever-growing global sensation 

– and it’s still growing today.

The game that defined the 

Bioware RPG, mixing an 

expansive universe,  engaging 

dialogue, and genuinely 

affecting moral choices with 

third-person shooter action.  

This fantasy adventure not 

only helped cement Nintendo 

as the gaming giant it is 

today, but laid groundwork for 

everything from open-world 

games to RPGs.

Thousands, if not millions of 

lives were in your hands as you 

built your nation – and 

witnessed the birth of the 

modern 4X genre.

39

35

28

37

33

32 31 30

SHADOW OF THE COLOSSUS ANGRY BIRDSSIMCITY

Format PS2  Pub Sony  

Dev Team Ico  Year 2005

Format Mobile  Pub Chillingo  

Dev Rovio  Year 2009

Format PC, SNES, Amiga, Atari ST  

Pub Maxis  Dev Maxis  Year 1989

No game yet has matched this classic’s 
incredible sense of scale, let alone its 
uniquely melancholy atmosphere and 
beautifully stark art style.

Breakout hits don’t come much bigger 
than this casual mobile game turned 
household name, now so popular it 
even has its own movie.

A now sprawling family of Sim games 
started here, with a city builder that 
defined the management genre, and 
popularised open-ended gaming.

27 26
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25

21

14

23

19

12

GRAN 

TURISMO

MORROWIND

WORLD OF 

WARCRAFT

GOLDENEYE 

007

ICO

PONG

THE SIMS

GEARS OF 

WAR

HALF-LIFE 2

CALL OF  

DUTY 4: 

MODERN WARFARE

FINAL 

FANTASY VII

METAL 

GEAR SOLID

Format PS1  Pub Sony 

Dev Sony  Year 1997

Format PC, Xbox  Pub Bethesda 

Dev Bethesda  Year 2002

Format PC  Pub Blizzard 

Dev Blizzard  Year 2004

Format N64  Pub Nintendo 

Dev Rare  Year 1997

Format PS2  Pub Sony  

Dev Team Ico  Year 2001

Format Arcade  Pub Atari  

Dev Atari  Year 1972

Format 360  Pub Microsoft  

Dev Epic  Year 2006

Format PC, PS3, 360, Xbox 

Pub Valve  Dev Valve  Year 2004

Format PS1  Pub Square  

Dev Square  Year 1997

Format PS1  Pub Konami  

Dev Konami  Year 1998

An authentic and absurdly 

detailed car sim in a period 

when the arcade racer reigned 

supreme, and the first to make 

truly realistic racing a 

mainstream hit.

The unrestricted scope and 

scale of this RPG showed 

gamers exactly what Bethesda 

was capable of, and its 

presence can still be felt in the 

studio’s open-world epics today.

The highest-grossing game of 

all time, boasting millions 

subscribers – and you can see 

why. It made the MMO 

mainstream in a way never 

matched since.

Rare’s gold-standard Bond 

game brought the previously 

PC-only first-person shooter, 

and the definitive splitscreen 

experience, to consoles in 

spectacular style.

Unique, minimalist, and elegant, 

this puzzle-platforming tale of 

boy meets girl, boy saves girl 

from castle containing shadow 

monsters, inspired a generation 

of devs to see games as art. 

The first sports arcade game 

needs no introduction – it 

essentially launched the 

medium single-handedly by 

showing there was money in 

this new-fangled gaming thing.

Truly progressive, both in its 

gameplay and its politics, with 

an inclusive approach that 

welcomed female gamers and 

normalised gay marriage. It 

proved games could be for all.

From roadie-running, to 

cover-snapping, to campaign 

co-op, this third-person shooter 

grabbed the genre by the throat 

and battered it into the shape it 

still has today.

“Shooters, meet physics” – 

that’s what Valve said with 

Half-Life 2. At a time when 

other FPS games were inert 

movie sets, this was a world 

you could influence.

From its campaign to its 

multiplayer, you can thank this 

classic for shaping almost every  

shooter – and many non-

shooters – ever since.

The JRPG that made western 

audiences sit up and take 

notice, and introduced 

expansive, pre-rendered 3D 

environments to a previously 

top-down genre. 

This classic popularised stealth 

as a genre, set new standards 

for quality in sneaking, launched 

Kojima’s career, and utterly 

revolutionised cinematic 

storytelling in games.
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18
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17 16 15

TOMB RAIDER SUPER METROIDSTREET FIGHTER II

Format PS1, Saturn  Pub Eidos Interactive  

Dev Core Design  Year 1996
Format SNES  Pub Nintendo  

Dev Intelligent Systems  Year 1994

Format Arcade, SNES, Mega Drive, Amiga,  

Atari ST  Pub Capcom  Dev Capcom  Year 1991

She may not exactly have been a 
nuanced feminist icon, looking back, 
but when this action adventure brought 
Lara Croft into the world, her role as 
gaming’s female action hero was 
genuinely revolutionary. Soon she was 
gaming’s first true celebrity.

The other half of the duo that defined 
the Metroidvania, this sci-fi platformer is 
where it all started. Inventive abilities 
and rewarding exploration made this a 
game still evoked by the likes of 
Rocksteady’s Batman games, and a 
hundred indie hits, to this day.

The first word, and for many the last, in 
on-the-couch multiplayer. Taking the 
first entry’s ball and running with it, this 
tight brawler defined the fighting game 
genre as we know it today with its 
roster of colourful characters and 
intense tactical depth. 

Format PC  Pub EA  

Dev Maxis  Year 2000
Format PC, PS3, 360  Pub Activision

Dev Infinity Ward  Year 2007

22
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8

Format Game Boy  Pub Nintendo  Dev Game Freak  Year 1999

Format Game Boy  Pub Nintendo  Dev Nintendo  Year 1989

Format GameCube, PS2  Pub Capcom  

Dev Capcom  Year 2005

Format PC, Xbox  Pub Microsoft  Dev Bungie  Year 2002

How could anyone predict that the humble handheld 

tale of a ten-year-old catching monsters and 

training them to battle would become Nintendo’s 

biggest franchise by far, eclipsing Zelda, Metroid, 

and even Mario? There’s something 

universal in the concept, a rare RPG that 

appeals to people no matter their age or 

gender. Everyone has a favourite 

Pokémon, whether it’s a cute and 

cuddly bug or a scary science experiment 

that wants to kill you. Game Freak smartly 

capitalised on the addictive quest to ‘Catch ’Em 

All’ by spreading the 151 unique monsters across 

two carts, which popularised trading over link 

cable. A movie and merchandise machine 

fronted by the heart-warming face of an 

electric yellow hamster, that’s more 

successful now than ever, was the result.

It might have existed in one form or another slightly earlier than 

the infamous green-tinged monochrome affair that Nintendo 

cooked up on the cusp of the ’90s, but it wasn’t until the big N 

popped this tetromino-tumbling delight into our gaming palms 

that the world truly clocked onto the delights involved with 

lining up falling blocks. The idea, back when the Game Boy 

launched, was to have Super Mario Land lead the 

charge, but while Nintendo knew that younger gamers 

would climb aboard, it was convinced by legendary 

gaming entrepreneur Henk Rogers (founder of The 

Tetris Company) that Tetris would be for everyone.

How right they were. Tetris’ legacy is vast, ranging 

from legitimate raving tunes based on the infectious 

theme song (you’ll have it in your head just 

having read this entry), all the way through 

to a pocket-busting 425 million-selling 

smartphone version. And everyone on the 

planet has a favourite Tetris block, right?

Capcom’s reinvention of its venerable 

survival horror franchise had far-

reaching implications not only  

for the genre, but for third-person 

videogames of all kinds. The over-

the-shoulder presentation has since 

become an industry standard, 

elegantly ushering in a new age of 

shooter mechanics, and paving the 

way for the likes of Marcus Fenix and 

Nathan Drake. But Capcom offered 

so much more than just a camera 

angle, delivering a truly cinematic 

take on the staid conventions of 

horror videogames while upping the 

ante in terms of narrative, AI, and 

grotesque creature design at the 

same time.

While Goldeneye might be 

credited with popularising 

the console first-person 

shooter, Bungie’s Xbox 

launch title was the first to 

truly nail it, launching as an 

astoundingly fully-formed 

implementation of almost 

everything we associate 

with the genre to this day. 

Such was its influence that Halo’s feature list reads like an 

inventory of modern FPS trends: recharging shields, trigger-

mapped grenades, the two-weapon limit, and gun-butt melee 

attacks. Halo pioneered them all, along with precise twin-stick 

controls and a tremendous roster of pilotable vehicles. And as if 

all that wasn’t enough, Halo can also be credited with driving 

the success of Microsoft’s console ambitions, providing the 

gaming giant with a flagship franchise that endures to this day. 

To think it was originally planned as an RTS…

POKÉMON RED/BLUE

TETRIS

RESIDENT EVIL 4

HALO
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GRAND THEFT AUTO III

MINECRAFT

Formats PC, PS2  Pub Rockstar  Dev DMA Design  Year 2001

                    Format PC, PS4, XO, Wii U, PS3, 360, Vita, Mobile  Pub Mojang  Dev Mojang  Year 2009

DMA Design’s first foray into the third dimension was 

such an assured execution of the concept that Liberty 

City has served as a model of sandbox design for years, 

as well as kickstarting an industry-wide trend towards 

open worlds and player freedom that has infiltrated 

almost the entirety of triple-A gaming. Today’s shooters, 

RPGs, and even racers are all expected to offer us vast 

playgrounds to tool around in, and the series’ 

longstanding fascination with systems-led game design 

is proving equally influential in the current generation of 

games too. Just try to imagine Metal Gear Solid V in a 

world without GTA III. 

There’s never been a gaming phenomenon like Minecraft. From bedroom 

project to global sensation, the blocky builder has truly taken the world by 

storm, and established itself as the defining game of a whole new generation 

– not just to play, but even to watch, with so much of YouTube dedicated to 

it that it’s putting cute cats out of business. Procedural generation, crafting, 

exploration, survival, tools for allowing players to create their own content – 

Minecraft has established these concepts in gaming more strongly than ever 

before. Microsoft didn’t shell out $2.5 billion to acquire it for nothing – the 

company’s nabbed itself a share of the future.
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THE LEGEND OF ZELDA: 
OCARINA OF TIME

SUPER MARIO 64

Formats N64  Pub Nintendo  Dev Nintendo  Year 1998

  Format N64  Pub Nintendo  Dev Nintendo  Year 1997

At this point it’s become something of a 

cliché to recount tales of childhood 

astonishment at Hyrule Field’s scale or 

Epona’s speed and grace. But these 

anecdotes are so oft-repeated because 

they’re utterly true; Ocarina’s 64-bit 

Hyrule was an incredible piece of world 

building, a characterful environ that 

players got to know inside-out over the 

course of an epic adventure. Sure, it 

invented the Z-trigger lock-on, and 

introduced a boatload of mechanical 

innovations, but Ocarina Of Time’s true 

legacy is the formidably high bar it set 

future generations of 3D action-

adventure games. 

Younger gamers out there might wonder why tired 

veterans pine for ground-shaking innovations from 

Nintendo. Before successful experiments with 

motion controls and other… less successful 

dabblings, Nintendo wasn’t just making games; it 

was setting industry standards.

Super Mario 64 bought 3D polygons into the 

spotlight. It gave us dynamic cameras which 

followed our avatar around whichever direction we 

chose to go. It gave us 360 degree analog 

controls via a stick. It gave us gaming’s first 

foundation block for open worlds. Without Super 

Mario 64, gaming would look very different today. 

If you ask us, we need Nintendo’s next game-

changing innovation sharpish, to avoid a future, 

where Princess Peach’s incredible castle, the 

delights of the triple jump, and Mario’s Ravioli-

inspired dreams are nothing but a memory…
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DOOM
Formats PC, PS1, Jaguar, SNES  Pub GT Interactive  Dev Id Software  Year 1993

Wolfenstein 3D may have laid the groundwork, but Doom was the 

game that brought the first-person shooter firmly into the mainstream, 

establishing the genre not only for players, but for money-minded 

publishers. And while the first-person perspective may be practically 

ubiquitous in games today, it’s easy to forget that there was a time 

when practically every FPS that came to market was dismissively 

labelled as a ‘Doom clone’. How fortunate, then, that the game that 

galvanized parsimonious publishers seeking return on investment 

should have been such an excellent, energetic exercise in supremely 

satisfying shooting.
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And so we come full circle – from the game that nearly killed 

videogames at 100, to the game that saved them at the top spot. 

In the early 1980s videogames were on the ropes: the market 

had crashed; revenues had dropped between 1983 and 1985 by 

a staggering 97% (imagine that portion of today’s videogame 

market suddenly vanishing by 2018). Then along came Ninty, 

with a plumber-shaped defibrillator.

Super Mario Bros, developed by now legendary designers 

Shigeru Miyamoto and Takashi Tezuka, was the killer app for the 

NES. It compelled, through its brilliance, an entire generation of 

would-be gamers, worn down by rushed tie-ins, to trust 

in games once more; it delivered on Nintendo’s Seal Of 

Quality, a badge of honour bestowed only to those titles 

that passed Nintendo’s stringent tests; it changed 

completely people’s perspective on the hobby, and 

birthed a new language for games, featuring design 

prowess that still holds up some three decades later (jump into a 

few hours of Super Mario Maker if you don’t believe us). Entire 

essays have been written about the first few moments, which 

train you that mushrooms are good and Goombas are bad, and 

this is a game filled with such slices 

of incredible design. SMB ensured 

gaming survived past the ’80s, and 

in the process set the 

wider industry on a path 

to greatness. We salute 

you, Super Mario Bros, 

for your service to us all 

– the most important, 

most influential game of 

all time.

SUPER MARIO BROS
Formats PC, PS1, Jaguar, SNES  Pub GT Interactive  Dev Id Software  Year 1993
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“IT ENSURED 
GAMING SURVIVED 
PAST THE ’80S, AND 
SET THE INDUSTRY 
ON A PATH TO 

GREATNESS”
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