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Ben Tyrer
staff writer
While exploring Nuketown 
at Call Of Duty XP, Ben took 
a paintball to the neck. You 
should have seen him react 
– it was rather colourful.

game of The monTh
PES 2017
favouriTe pro
Pro Evolution Soccer

milford Coppock
managing art editor
Now a British powerlifting 
champion (with medals and 
everything). Too bad he 
can’t lift a finger when it’s 
time to do the coffee run.

game of The monTh
PES 2017
favouriTe pro
Protein shakes

Jen Simpkins
staff writer
When the ceiling of her flat 
caved in during a SFV bout 
vs R. Mika, Jen managed to 
see the bright side. Er… a 
full moon, right in her face.

game of The monTh
Virginia
favouriTe pro
Profanity

alex Dale
guest writer
An overdue face turn has 
seen WWE fan Alex join the 
OPM family. We tried to get 
him to wrestle for real, but 
he was feeling too ropey.

game of The monTh
Hitman – Bangkok
favouriTe pro
Pro wrestling

welcome

t h i s  m o n t h ’ s  p r o  b r o s  ( a n d  s i s )

game of The monTh
Jazzpunk: Director’s Cut
favouriTe pro
PlayStation 4 Pro
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sitting in the PlayStation Theatre in 
New York on 7 Sept, I couldn’t help  
but think of the old saying: “You wait 

forever for a bus, then two show up at 
once.” It’s always special when a new 
console or hardware revision is unveiled,  
so to have a pair revealed at the same time 
– one the double-decker powerhouse on our 
cover – is quite the dizzying prospect. 

As of right now, a slimmer, lighter PS4 has 
already joined the PlayStation family, and its 
bigger cousin, PS4 Pro, is just two months 
away. So what does that mean for you? 
Which, if any, new machine should you be 
considering and why? We bust through the 
jargon and break down exactly how these 
two PS4 consoles will change things for new 
and existing players in our feature on p50.

But PlayStation isn’t celebrating twins this 
month – it’s triplets! Just a few days from 
now, PlayStation VR will bring virtual reality 
into our homes, and we’ve spent the month 
sampling its games. You can read all about it 
in the second magazine this issue has to 
offer – I hope you enjoy them both.

matthew pellett
editor
matthew.pellett@futurenet.com
@Pelloki

Win! 
Playstation Vr  
+ Call of duty:  

infinite warfare!

Turn to p20  
to enter
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The Big 10
STorieS everyone’S Talking aBouT

It’s the fIrst Metal Gear GaMe  
to show up sInce KojIMa and  
KonaMI bItterly parted ways.

It’s not just soldiers who 
are sucked up by the 
wormhole – Mother Base 
gets dragged in, too.
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01
four-player 
co-op! 
Massive 
biological 
threats! 
explosive 
arrows! 
wormholes! 

horned zombies! okaaaay. you didn’t 
see this one coming, did you? to say 
the Gamescom reveal of Metal Gear 
survive came out of left field is an 
understatement on a par with 
suggesting the series’ serial Ibs 
sufferer johnny sasaki may struggle 
to get through a vindaloo without 
soiling his military pantaloons.

In case you’ve been in a phantom 
pain-style coma of late, let’s go 
over the key survive facts. this 
is the first Metal Gear game to 
surface since creator hideo Kojima 
and publisher Konami bitterly 
parted ways late last year. It’s a 
one-to-four-player co-op survival 
game with stealth elements that’s 
due out in 2017. It’s set in not only 
an alternate timeline from the 
main series, but also an alternate 
dimension, and it stars a bunch of 

Mother base soldiers who’ve been 
sucked into an alien world courtesy 
of a pesky wormhole.

Hideo & seek
the Kojima-less part is obviously 
a colossal deal. while this isn’t 
the first Metal Gear to be made 
without the mythic director’s input 
(that ‘honour’ goes to ‘90s nes 
sneaker snake’s revenge), it is the 
first one that has to follow 10/10 
masterpiece Metal Gear solid V. 

to further shake confidence in 
survive, Konami has yet to reveal 
which of its internal studios is 
developing it (all we know is it’s 
being made in japan), or whether it 
has a director attached. regardless 
of who’s making it, the prospect of 
forging a hideo-free legacy for the 
franchise is a sahelanthropus-sized 
hurdle to overcome. 

“when your soldier wakes up 
they’re in a desert landscape: 
a very forbidding, foreboding, 
alien-looking landscape with lots 
of twisted wreckage and lots of 
things that have fallen through 
this wormhole,” explains richard 

new Metal Gear 
shocks us all with 
crazy co-op antics
Metal Gear survive surfaces minus 
Kojima, but with zombies and co-op

14 soul traIn
dark souls 3 gets its first slice of dlc. 

16 all the fun of the fear
call of duty mixes zoms and ‘coasters. 

19 sport’s delay
Gt sport slips back into 2017.
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jones, speaking at a roundtable 
event we attend during Gamescom. 
considering survive is running with 
such a brazenly bizarre concept, 
Konami’s european brand manager 
has quite the job trying to explain 
what the hell’s going on. 

Co-op a feel
“you’ll find half-formed, half-
destroyed structures and all kinds 
of interesting stuff there,” says 
jones of this strange environment. 
“but it’s not only the structures 
that are being pulled through: a lot 
of staff have also come through. so 
this is where the co-op comes in. 
you’re not alone. there are other 
people there, and in order for you 
to survive and be successful, you 
need to work as a team.”

Metal Gear has toyed with co-op 
before, successfully. peace walker 
let four psp-owning pals team up 
as duplicate versions of snake 
to take on the game’s madcap 
singing robot bosses, though 
even those bonkers encounters 
seem grounded next to the action 
glimpsed in survive’s debut trailer. 
brace yourselves: it’s time to revisit 
the topic of horned zombies… 

now, Metal Gear has thrown up 
some spectacularly odd foes in the 
past: MGs 4’s femme fatale froG 
unit; the phantom pain’s skulls; 
ocelot’s possessed arm. but the 
enemies in survive really take the 

custard creams. the brainless 
hordes seen in the teaser are 
pocked with bulbous tumours, while 
their skulls are crowned with what 
can only be described as luminous 
unicorn horns. 

In spite of superior numbers, 
these lumbering monstrosities are 
no match for a swift skewering 
from a giant spear. step forth some 
extra-pointy new weapons. “one 
of the things that Metal Gear is 
well-known for is giving you a vast 
array of equipment, from weapons 
to items to all forms of devices, and 
allowing you to experiment and use 
those creatively,” jones continues. 
as evidenced by an elaborate bow 
and arrow we spy, the projectiles 
of which need charging before they 
can explode on impact. 

More traditional weapons also 
make the cut, with a heavily- 
armoured Mother base soldier 
dropping alien beasties with a 
shotgun at one point. Given that 
each recruit rocks varying flavours 
of armour and tools, it wouldn’t 
surprise us if the game contains 
different classes – medics and tank 

builds would certainly help when it 
comes to surviving those ravenous 
hordes. still, we’re not sure if any 
amount of medpacks could deal with 
the gargantuan biological threat 
hinted at in the trailer’s climax (see 
Monster Mash). 

tHe skulking dead
how the actual business of 
tiptoeing fits into this cod Zombies-
esque mould is anyone’s guess. 
jones assures us co-op elements 
and stealth mechanics will work 
in harmony, but Konami is keeping 
schtum on specifics. seeing as 
you’ll most likely be dealing with 
large swarms of enemies, it would 
make sense if diversion tactics 
came into play. May we suggest 
cardboard boxes with bikini-clad 
zombies on the side, MGs V-style?

despite the bold concept, it’s 
hard not to be puzzled by survive’s 
concept. It seems to represent a 
huge departure from Metal Gear’s 
seminal sneaking, and without 
Kojima at the helm we worry it will 
lack the series’ trademark wit and 
off-kilter humour. let’s just hope 
Konami can prove the doubters 
wrong, because whether survive 
proves to be a success or not, 
we’ve had more than our fill of MGs 
controversy for one generation.

the reMnants of 
theIr skulls are 
crowned wIth what look 
lIke unIcorn horns.

■ survive’s sci-fi bow already looks 
obscenely badass… and extra explodey.

■ the soldiers are whisked away shortly 
after Ground Zeroes’ dramatic finale.

 Missed MGs V? ps4’s “definitive 
experience” version comes out on 13 oct.

Monster Mash
konami says there are beings currently 
only known as “Massive Biological 
threats” that show up to menace the 
troops. though you don’t see one in 
the trailer, its roar and earth-pounding 
approach are like Jurassic park’s t-rex.

konami says survive isn’t 
a full-price game. will it 

be a budget title or maybe 
free-to-play? hmmm.
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■ survive takes place in the same time period as the Metal Gear solid V saga, but events play out in a different reality. pesky wormhole physics.

seeing as this is an 
alternate reality, don’t 
hold your breath for Big 
Boss or Miller showing up.

MGs has played with 
wormholes before – 
namely tpp’s late-game 
fulton system upgrade.
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02
The PlayStation 4 of 
2016 is nothing like 
the PlayStation 4 of 
2013 – and we’re 
not talking about 
the new slim and 

Pro models from our cover story. 
Operating system updates have 
seen amazing additions such as 
Communities and 
PC Remote Play 
spliced into every 
PS4 since launch, 
and the latest 
firmware update, 
out right now, is 
one of the most 
important of the last three years. 

First up in the transformation 
process is the utterly essential 
addition of folder and library 
organisation. Stop sniggering at the 
back, we’re well aware that sounds 
duller than a never-ending fetch 

quest, but it’s secretly a lifesaver. 
Folders allow you to group games 
into one place on the main menu, 
clumping together as many as you 
want. Desperate to make sure all 
your shooters have a home at the 
front of the queue? Just tap the 
Options button on a game, click ‘Add 
To Folder’ and select all the games 

you want inside of 
it. Your thumbs will 
be thankful that 
scrolling all the 
way through the 
queue to find what 
you want to play is 
a thing of the past, 

like smallpox, James Pond or privacy.
Your Library has also enjoyed a 

handy trim. Now, your games are 
split between what’s installed on the 
hard drive, created folders and 
everything you’ve purchased. It’s the 
sort of tidy-up we’ve been begging 

for since PS4’s launch, making it 
easier than ever to find and start 
the games you want to play.  

On The Menu
That brings us to the vastly 
improved Quick and Share menus. 
Instead of taking over the entire 
screen, they only cover half of it, 
speeding up the time you’re sat in 
menus (let’s face it, nobody wants to 
spend ages doing the boring stuff). 
The Quick Menu is also customisable 
now, allowing you to cherry-pick 
what items you want to see (or not), 
such as Communities, live 
broadcasting and Share Play. 

Meanwhile, the Share settings 
have received upgrades that allow 
you to show off more of the game, 
with the Twitter video upload limit 
leaping from ten to 140 seconds. 
We’ve lost countless hours to 
trimming our clips down to ensure 

4.0 gives PS4  
a big makeover

Update brings folders, improved UI and HDR support for all

it’s the tidy-
up we’ve been 
begging for 
since 2013.

folders allow you to group 
games together, giving 
you a chance to hide all 
the embarrassing ones.

dev talk
“we’re refreshing 
the system ui, adding 
tools for organization, 
updating the Quick 
Menu… we’ve made 
a lot of adjustments 
and improvements 
to ps4’s main user 
interface. it all adds 
up to a more refined 
and easy-to-use ui. 
the overall look and 
feel of the ui remains 
the same – it just has 
a fresh coat of paint.”

John Koller
vice president, playstation 
brand Marketing, sceA
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they hit that infernal ten-second 
mark, so we’re absurdly happy the 
world will never again be denied the 
full glory of our PES 2017 goals.

The User Interface is celebrating 
some lovely little tweaks, with new 
themes (the Particle theme’s glittery 
effects are particularly soothing) 
and instantly noticeable new icons, 
plus a redesigned What’s New and 
Game Overview section. It’s a great 
evolution of an already stellar design, 
like turning a cheeseburger into a 
bacon cheeseburger.

But the biggest addition of all is 
the inclusion of High Dynamic Range 
(HDR) support for every single PS4. 
This visual effect is very much 
considered a “next-gen” feature, and 
might just be the reason you’ll want 
to invest in a new television set… 

 why? for much more about the benefit 
of hdr, head over to our feature on p50.

2K reveals free and paid post-release content

Mafia III plans  
for the future

Swinging Soundtrack 
need tunes to prepare yourself 
for Mafia iii? the score is already 
out, so grab some headphones, 
head to spotify and play the 
southern blues on repeat until you 
can head into the swampy city.

we can’t help but get 
some serious uncharted 
vibes from this vietnam-
based dLc artwork.

03
With the launch of 
Mafia III now closer 
than a mafioso’s 
relationship with 
his daughter, 2K’s 
looking to make you 

an offer you can’t refuse by 
announcing a veritable bonanza of 
DLC for the game. Like all clever 
peddlers, the publisher wants to get 
you in on the 
action by offering 
you freebies 
before hitting you 
with a price for 
the good stuff.

So, what can 
you expect after 
the game’s out? 
New character 
outfits for Lincoln, a golden weapons 
pack, new vehicle customisation 
parts and races across the mean 
streets of New Bordeaux to test 
your souped-up cars in for starters. 
Not a bad suite considering it’s free. 

However, brace yourself for Mafia 
III’s premium DLC: story episodes. 
‘Stones Unturned’ sees Clay dealing 
with his time in Vietnam as an old foe 
returns to New Bordeaux; in ‘Faster, 

Baby’ Lincoln Clay and his ex, the 
fantastically named Roxy Laveau, 
tackle a racist Sheriff; and in ‘Sign Of 
The Times’, our personal favourite, a 
Manson Family-inspired chapter 
forces our hero to hunt down a 
murderous cult at the behest of 
Father James. You’ll be able to buy 
these stories separately (the latter 
two £11.99 each, ‘Stones Unturned’ 

£7.99), while the 
season pass will 
bag you all of 
these for £24.99.

While these 
expansions sound 
intriguing, 
announcing such 
comprehensive 
offerings over a 

month before Mafia III is out is a bit 
of a low blow. Early reveals such as 
this only serve to heighten the 
feeling that some DLC packs are 
made in tandem with the main game, 
and should be included as part of 
that initial experience. This debate 
isn’t going away anytime soon…

’stones 
unturned’ sees 
cLAy deALing 
with his tiMe  
in vietnAM.

 Mafia iii is out on 7 oct – expect our 
review next issue, on sale 25 oct.
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You plaY an ageing  
priest up against a 
casino’s cadre of 
bloodthirstY croupiers.
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04
like harold 
ramis’ and 
bill Murray’s 
classic movie 
groundhog 
day, the sexy 
brutale is  
all about 

learning from repetition. however, 
rather than trying to seduce andie 
Macdowell, here you’re attempting 
to save lives and unravel mysteries 
in a palatial casino.

to do so, you’ll step into the 
sensible shoes and musty robes of 
lafcadio boone, an ageing priest up 
against the casino’s cadre of 
bloodthirsty croupiers. the 
eponymous establishment is preying 
upon its own clientele, you see, and 
you’ll have to tiptoe through its 
lavishly appointed halls, spying on the 
murderous hosts and their clueless 
customers, to uncover what this bad 
lot are really up to.

Dirty, sexy, gunny
You’ll observe their routines, their 
quirks and their violent ends. and 
then, you’ll rewind time in a bid to 

tequila Works is 
bringing sexy back

rime developer reveals the sexy brutale

 For more moody masked mayhem, 
check out Dishonored 2 on p32.

■ The building’s long and sordid history 
should ensure plenty of diversity.

■ You’ll have to peek through keyholes 
to spy on victims and perpetrators.

Rime scheme
Developer Tequila Works is also 

beavering away on Rime, a painterly 
open-world adventure announced 
as a PS4-exclusive back in 2014. 

That exclusivity is now in doubt, but 
Rime will finally hit PS4 in 2017.

change their miserable fates. in one 
example, we watch through a 
keyhole as a man is gunned down  
by a hunting rifle. in our next loop, 
boone uses this knowledge to drop a 
blank cartridge into the rifle before 
it’s even picked up, buying the victim 
precious seconds to escape in a 
setup that feels like an anti-hitman.

Your life-saving efforts will be 
rewarded with occult powers that 
are tied in some peculiar way to the 
elaborate masks that every 
character seems to be wearing 
– another detail that contributes to 
the sense of eerie mystery here. it’s 
genuinely tough to see where this 
esoteric concept and the freaky 
design has come from (we’re getting 
strong dishonored vibes more than 
anything), which is a compliment 
we’d love to pay to more games.

You’ll be able to experience the 
sexy brutale’s brand of heebie-
jeebies for yourself in early 2017. 
until then, we can all agree it’s an 
incredibly sexy premise.
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There’ll be a mysterious 
new PvP area called 
‘Immortal Competition’. 
Sounds X-Factor-ish. Brrr.

No, series fans, you’re 
not the only one thinking 
Ariandel/Ariamis/painted 
world here. It has to be…

the big shot
eagle-eyed analysis 

This fool is far too dressed 
down – we’re expecting 
greater things from the 
DLC’s new armour sets.

04
How has it been 
only five months 
since we 
despaired and 
slaughtered our 
way through the 

unforgettable ending to the Dark 
Souls trilogy? Well, if you were 
feeling smug about defeating all 
the Lords Of Cinder and looking 
forward to a quiet Halloween, 
think again: DLC outing Ashes Of 
Ariandel is getting ready to whisk 
you straight back to Hell On PS4  
(or Lothric, as Dark Souls III 
stubbornly insists on calling it).

But where exactly in Lothric 
remains to be seen. There’ll be 
new weapons, magic and possibly 
a new Covenant to pray to, but 
FromSoftware is staying 
tight-lipped on the new location. 

The smart money is on this 
being a new version of Ariamis, a 
key location in the first game. 
After all, DSIII relished bringing 
back old haunts with new twists. 
Either way, expect a spellbinding 
epilogue to one of the year’s best.

Death comes 
back for more
Dark Souls III DLC backstabs in Oct

 Ashes Of Ariandel will be available 
to download on PS4 from 25 Oct.
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number game
we do the maths 

22

12
Playable fighters in For Honor. Simple 
maths tells us that’s four per faction.

£76,130
Prize money snagged by the 
Overwatch Atlanta Showdown victor.

£259
Price of the slim PS4, which launched 
just a few days ago on 15 September.

21/10
PS4 release date for the remastered 
Batman: Return To Arkham collection.

3.5 
The % gain in Ubisoft shares by the 
Guillemot family to fend off a takeover.

900%
You can now welcome this many more 
members into your PS4 Communities.

New Ornaments in Destiny: Rise Of 
Iron to transform the look of our gear.

Anor Londo returned 
in DSIII, only this time in 
ruins. Could this DLC tell us 
what happened to it?

PS4 can create beautiful 
lands far beyond what PS3 
could achieve. Snowflakes 
as far as the eye can see!
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06
Grab your leg 
warmers, blue eye 
shadow and 
trendiest shotgun. 
Infinity Ward’s first 
foray into Zombies 

might be a gloriously neon love letter 
to the decade of Frankie Goes To 
Hollywood that’s set in a horror film 
theme park 
(featuring David 
Hasselhoff as a 
helpful DJ), but 
that won’t stop the 
snarling undead 
corpses from 
trying to rip your 
face off. Good job 
there’s handy weaponry lying about…

Spaceland is the setting of a film 
by Willard Wyler, a horror director 
who invites four unsuspecting 
actors to an audition. Lee Ross, 
associate project director at Infinity 

Ward, explains how your doomed 
characters end up in the cinematic 
disasterpiece: “Wyler suggests they 
watch an old film of his which is 
Zombies In Spaceland. When they sit 
down to watch it, they’re pulled 
directly into the film and they take on 
the roles of these archetypes: the 
jock AJ, the nerd Poindexter, the 

rapper Andre and 
the valley girl Sally.”

We drop into the 
Letterman jacket 
of AJ and instantly 
warm to him – 
even if the first 
thing he does is 
smash a bottle 

across his face to make a weapon, 
setting the tone for a familiar, 
tongue-in-decomposing-cheek romp. 
Starting with a standard old-school 
pistol, we quickly earn points from 
killing and repairing barricades, then 

spend them on unlocking new areas 
and weapons while Wyler taunts us 
between rounds.

DeaD anD Hating it
It doesn’t take us long to discover 
futuristic guns such as the Oni pistol, 
which sees its rate of fire increase 
the longer we hold i. Ross explains 
to us how different elements of the 
main game have been adapted for 
Zombies: “It’s a traditional boots-on-
the-ground experience, so you won’t 
experience any wall-running or 
boost-jumping. But, you will find 
some of the same weaponry you see 
in the multiplayer campaign, as well 
as some new tricks…” 

One of those tricks we stumble 
across is a malfunctioning bumper 
car ride deeper in the park. If you 
flick the power on, the cars will 
randomly zoom across the pit. Time 
it right and you’ll lure zombies into a 

turn on a 
malfunctioning 
bumper car 
ride to make a 
deadly trap.

Inside COD’s 
scream park

Hands-on with Infinite Warfare’s Zombies In Spaceland

yikes! and you thought 
the queues were bad 
at alton towers.

dev talk
“this is a really nice 
challenge to bring 
something different 
and new to the 
Zombies experience. 
the team i’m working 
with previously built 
the extinction mode 
for cod: ghosts, 
and we knew that we 
could mix things up 
and offer something 
that was new, but also 
carried a lot of the 
traditional feel.”

lee ross
associate project director, 
infinity Ward
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trap and laugh as they’re obliterated 
by a fairground attraction. Don’t pay 
attention and you’ll be flattened. 

There are also playable rides to 
unlock. “Two players can jump on a 
cart and compete against each 
other, shooting down targets” says 
Ross, describing one called Polar 
Peaks. “When you get off that ride, 
whoever has scored the most gets a 
big bonus of tickets you can then 
spend in various places around the 
park.” Don’t think that’ll stop the 
rotting hordes though – they’ll carry 
on hunting you down even when 
you’re trying to enjoy the attractions. 

tHriller riDe
The Zombies In Spaceland co-op 
mode is shaping up to be excellent, 
both maintaining the tense 
escalation the Zombies gametype is 
famous for, and placing it into a 
world that’s constantly playful. But 

what about Infinite Warfare’s other 
online component, namely its 
competitive multiplayer?

Faster than a race between Sonic, 
Billy Whizz (Google him, kids) and The 
Flash, our latest hands-on test is 
reminiscent of Black Ops III thanks to 
a returning movement system that 
includes wall-running and double-
jumping. The big shake up comes in 
the form of Combat Rigs: there are 
six types to choose from, each 
boasting a unique style as well as 
class-specific Payloads (which act 
like the special weapons in BOIII) and 
Traits, which are passive perks. 

Although certain Payloads already 
look better than others (we test the 
FTL class, whose Eraser Payload is a 
one-hit-kill weapon that disintegrates 
foes, and whose Power Slide Trait 
lets us skid insane distances across 
the floor), extra levels of options for 
customisation gives us a greater 
sense of affinity towards our soldier. 

The good news is you’ll be able to 
test this yourself before launch. PS4 
players who pre-order Infinite 
Warfare will get access to the 
multiplayer Beta starting on 14 Oct 
– if you can wrench yourself away 
from COD 4: MW’s campaign, that is.

 Want to win a copy of cod: iW and a pS 
Vr headset? flick ahead to p20 right now.

■ meet the fierce foursome trapped in 
Spaceland. don’t get too attached.

■ unfortunately, infinite Warfare multiplayer matches 
won’t have zero-g combat or grappling hooks.

info patches
update your brain  

Pitch Perfect kit
think you’re ready for Vr? you’ll need a pair 
of headphones, and plantronics is releasing 
the first-ever set designed specifically for 
pS Vr. dubbed the rig 4Vr, they focus on 
comfort, with vented ear cups and a self-
adjusting headband. they’ll be out alongside 
pS Vr on 13 oct, priced £49.99.

Deary glee
are you a fan of quietly devastating slow-
burners? dear esther, the spiritual prequel to 
everybody’s gone to the rapture, is now on 
pS4 with bonus director’s commentary from 
developer the chinese room. despite the long 
wait since its original 2012 pc release, it’s 
only £7.99, so no excuses to skip this one.

Not so suPergirl
Supergirl’s flying into lego dimensions as a 
pS4 exclusive. great! but the only way to buy 
her is via a new Starter pack. nuts! We love 
the game, but outside of polybag giveaways 
at the likes of e3 it’s crazy that players are 
forced to rebuy the game if they want to get 
her minifig – it isn’t due to be sold separately. 

sweeter sixteeN
cod 4: modern Warfare 

remastered will now get all 
16 original multiplayer maps: 

ten at launch, and a further 
six will come as a completely 

free update in december.



the rumour machine
our sources understand…

According to NeoGAF, 
sources at Ubisoft have 
revealed there’s a new 
Splinter Cell in the works – 
and Blacklist actor Michael 
Ironside’s returning to play 
protagonist Sam Fisher.

Is a Mass Effect 
remaster coming? 

EA’s execs 
have both 

hinted at it 
and flat out 
denied it.

ESRB listings 
for Resi VII 
reveal the 
star’s 
name  
will be 
Ethan.

Mads Mikkelsen in 
Death Stranding? 
Maybe. Photo 
evidence looks 
suspect, but the 
Hannibal star is 
Koj’s fave actor…

A new Square Enix 
trademark’s Japanese 
title points to a sequel 
to I Am Setsuna.

07
All hail the return 
of PlayStation’s 
most controversial 
shooter. Two 
decades after we 
first tittered at 

Duke Nukem 3D’s absurd gore 
levels and toilet humour, the cigar-
chomping, bubblegum-chewing, 
ass-kicking action “hero” is back on 
PS4 in remastered form thanks to 
Duke Nukem 3D: 
20th Anniversary 
World Tour. 

Upgraded looks, 
freshly recorded 
speech by original 
voice actor Jon St. 
John and a new 
score courtesy 
of composer Lee 
Jackson are all nice bullet points 
for this do-over from Gearbox, 
but the biggest new feature is an 
entirely new chapter that boosts 
Duke Nukem 3D’s size. This edition 
is called World Tour for a reason: 
an all-new fifth episode comprises 
eight freshly crafted levels, and 
they’ve been created by two 
designers who worked on the 
game back in 1996 – Allen Blum III 
and Richard ‘Levelord’ Gray.

They’ll see Duke jetting off to 
Amsterdam, Egypt, Hollywood, 
London, Moscow, Paris, Rome’s 
Colosseum and San Francisco, 
where the series’ infamous babes 
are being terrorised by a new 
breed of enemy called the Firefly.  

MEGATON’s ON ThE ruN
Confusingly, this isn’t the first time 
Duke Nukem 3D has been redone 

for PlayStation. 
Just last year, 
Duke Nukem 3D: 
Megaton Edition 
launched on PS3 
and PS Vita, but 
this late port 
of a 2008 Xbox 
360 reissue was 
yanked from the 

PS Store after just a year on sale. 
With that in mind, it’s easy to 

be suspicious of this latest revival 
effort. So should we bet on Duke 
one last time? The extra levels, 
improved visuals, new enemies and 
even dev commentary suggest so 
– but we’ll tell you for sure in our 
upcoming review very soon.

Duke Nukem extends the D on PS4

The King of 
crass is back

THE ALL-NEW 
EPISoDE HAS 
EIGHT LEVELS By 
THE oRIGINAL 
DESIGNERS.

World Tour lets you 
switch between the 
original and ‘2.5D’ 
remastered visuals.

 Duke Nukem 3D: 20th Anniversary 
World Tour hits PlayStation 4 on 11 oct.
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PlayStation 
voices
the month in 
mouthing off

 Speed over to p42 of your PS VR mag 
for more on virtual reality racing.

08
It was due to zoom 
over the finish line 
and onto our PS4s 
this November, but 
Polyphony Digital 
has hit the brakes 

on competitive racer Gran Turismo 
Sport’s release, and it’ll now arrive 
in 2017. Bust out your best tyre 
screech impression… 

Polyphony CEO Kazunori Yamauchi 
took to the PlayStation Blog to 
announce the delay, explaining 

that his team realised they “need 
more time to perfect GT Sport” 
and “do not want to compromise 
the experience” by rushing 
development. Sadly, there’s no new 
on-sale date confirmed yet, but the 
exclusive racer is Polyphony’s first 
PlayStation 4 title and the studio 
is clearly anxious to make it as 
polished a product as possible.

It’s also an ambitious one: 
physics-based rendering, sound 
simulations, a new Sport mode, 
a Scapes photo mode and full 
VR compatibility require serious 
screw-tightening to deliver the 
ultra-realism we’ve come to expect 
from the GT brand. No pressure.

Series fans will be disappointed – 
though probably not surprised – as 
GT delays are practically a tradition. 
Expect to still see it demoing at 
shows this autumn, but keep your 
hype meter ticking over for now.

■ Competitive racer GT Sport isn’t a full 
follow-up to GT6, but still features 137 cars.

Gran Turismo Sport 
makes a pit stop

New entry in racer series delayed until next year

LicenSe to thriLL 
GT Sport lets you earn a real-life 
motorsport license: the FIA Gran 
Turismo Digital Licence. Complete 
the racing etiquette lessons in the 
Campaign and hit a certain level in 
Sport Mode… then pay a fee.

“Just finished 
Inside. Insanely 
brilliant game. 

Just play  
it.” Amy  
hennig 
calls it 
right.

“Got Rock Band 
4 for a steal, 
then spent £15 
on Busted and 
MCR tracks.”  
10 Second Ninja 
X creator Dan 
Pearce 
is ready 
for a 
“good” 
time.

“Escaped San 
Christobel. 
Good pals with 
the Xeno now. 
He’s okay when 
you get to know 
him.” Battlezone 
VR designer 
Steve Bristow is 
making friends in 
Alien: Isolation.
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Call Of Duty: Infinite 
Warfare is gearing 
up to boldly launch 
itself where no COD 
has gone before… 
Space, you say? 

Well, it’s been there before, actually. 
Infinity Ward’s newest first-person 
shooter is rocketing us and our guns 
into the stratosphere, yes, but it’s 
treading new ground by becoming 
the first-ever Call Of Duty to support 
virtual reality with VR-compatible 
mission Jackal Assault – and we’re 
giving you the chance to get involved 
for absolutely nothing.

We’ve teamed up with Activision to 
give one lucky reader the ultimate 
Call Of Duty VR bundle. Yep – that 
means a PS VR box o’ delights, which 
contains the headset and all the bits 
that make VR tick, plus the all-
important PlayStation Camera.

And, of course, 
our out-of-this-
world prize wouldn’t 
be complete 

without a copy of Call Of Duty: Infinite 
Warfare. Anti-gravity grenades and 
grappling hooks galore – and the 
cherry-bomb on top is Jackal 
Assault, which uses PS VR to put you 
inside the dogfighting action.

To enter our competition and be in 
with a chance of winning this stellar 
prize, head to this link right here 
– bit.ly/PSVRcompo – and answer 
this question before 27 Oct:

What is the name of the actor 
portraying Captain Nick Reyes in 
Call Of Duty: Infinite Warfare?
A) Kit Harington
B) Brian Bloom
C) Conor McGregor

Entrants must be 18 or over and 
currently residing in the UK. Full 
T&Cs can be found via the URL.

You can read all about 
Call Of Duty’s virtual 
reality mission in our  
PS VR Launch Guide.

Win! PS VR plus 
Infinite Warfare

Bag Call Of Duty’s VR debut with our competition

instant 
opinion
strong vs 
wrong

meet and treat
Editor Matthew flew to 
New York for the 
PlayStation Meeting, 
and two new consoles 
were announced. Read 
all about them over in 
our cover feature, 
starting on p50.

rocky road 
Inspired by Koj’s now-
lost Silent Hills demo, 
P.T.-a-like horror Allison 
Road gave us hope, then 
got cancelled… but is 
now back on again. 
Getting hard to keep up.

drake’s fortune
Streaming service  
PS Now arrives on 
Windows, so now 
PlayStation-less PC 
owners can finally play 
the Uncharted trilogy. 
Lucky things.

splyce try
Team Splyce are 
the first EU team to 
ever make the Call 
Of Duty World 
Champs final 
– but sadly lose 
out to team EnVyUs.

happy old year
It’s official: the 
remastering epidemic is 
out of hand. Without a 
hint of irony, Ubisoft is 
making Rocksmith 2014 
Edition – Remastered. 
No, this is not a joke.

against all mods
Galling news has broken 
right on deadline: 
Bethesda has said Sony 
hasn’t approved PS4 
user mods for Skyrim 
or Fallout 4. We’re 
praying to Akatosh the 
decision is reversed.



021

The Big 10
STorieS everyone’S Talking aBouT

10

Jen SimpkinS
Staff writer

matthew pellett
editor

What PlayStation VR launch game 
will you be losing yourself to first?

Batman: aRkham VR 
might Be tiny, But 
it’S got itS Bat-
fangS in me.

Coming back to reality 
after becoming the 
Batman at e3 was… 
difficult (capes aren’t 
“appropriate” office 
attire, apparently). you 
can’t blame me for going 
a bit batty. other launch 
titles might offer greater 
replay value, but PS VR’s 
speciality is making you 
feel truly immersed – and 
Batman: arkham VR nails 
it. there’s genuine awe – 
and vertigo – when 
descending into the huge 
Batcave; a rush of power 
as the gauntlets are 
fitted onto outstretched 
arms; delighted squeals 
when batarangs hit their 
mark. it’s the ultimate 
fantasy fulfilment for a 
DC fan; just what we need 
(and deserve) after a long 
year at the movies. n

milford CoppoCk
Managing art editor

if i’Ve juSt ShelleD 
out foR PS VR, i 
Want Value foR 
money, So it’S got 
to Be VR WoRlDS.

Virtual reality is all about 
experiences. Being 
immersed in worlds. i 
want to be wowed by 
new tech, new ways to 
play and new ways to 
justify my outlay, and 
PlayStation VR Worlds 
should fit the bill nicely. 
Cockney gangster sim 
the london heist 
appeases my itchy 
trigger finger; ocean 
Descent looks genuinely 
terrifying; Scavenger’s 
odyssey lets me roleplay 
as a down-on-his-luck 
e.t., now working as an 
intergalactic binman…  
and that’s without even 
mentioning VR luge and 
Danger Ball. Bite-sized 
treats, one and all, and a 
cracking way to pop my 
VR cherry. n

Ben tyrer
Staff writer

an until DaWn 
game Without 
emily in it? Sign me 
uP Right noW.

until Dawn: Rush of Blood 
is very different to 
Supermassive games’ 
debut. instead of a 
straight sequel to the 
interactive teen slasher 
where you try your 
hardest to send emily to 
the grave – for she is the 
worst – this follow-up is 
more like a haunted 
house theme park ride. 
you’re on rails, helplessly 
shoved past various 
terrors that include the 
psycho from the first 
game, with only the PS 
move controllers to 
defend yourself. a sharp, 
concentrated blast of 
horror, it’s a great way to 
show off PS VR to your 
friends and should ensure 
my nights remain 
restless and sleepless. 
just how i like them. n

thumPeR. thumPeR. 
thumPeR. thumPeR. 
thumPeR. am i Being 
CleaR? onCe moRe 
foR luCk: thumPeR.

if you’d told me a year 
ago that Rez infinite 
wouldn’t be my most 
wanted PS VR game – not 
even my most wanted PS 
VR music game – i’d have 
yelled: “holy CRaP, ReZ 
infinite iS a thing anD 
it’S Coming to PS VR?!” 
then once i’d wiped the 
surprise off my face, i’d 
have called you a clown. 
But here i am, and i can’t 
look past thumper’s 
chrome beetle, booming 
soundtrack and thumb-
thuddering beats. Sure, it 
doesn’t have the mind-
bending 3D-space effect 
of VR Worlds’ the heist, 
but its abstract visuals 
and perfect marriage of 
music and inputs make it 
the most hypnotic game 
on PS VR by miles. n

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

Don’t sniff at this  
Who cut the digital cheese? Meet 
the Nosulus Rift, a nose mask 
designed to bring South Park: The 
Fractured But Whole’s guffs to 
life. Yes, it exists. Yes, we tried it. 
No, you can’t buy it. Be thankful.



@Kloptician 
Why are Liverpool FC  
off signing sponsorships  
with PES when the real 
crisis is at left back?

@itsnblackburn 
Abzû was mesmerising 
but have since developed 
a profound hatred 
towards triangles…

@2GeekGirlEvents
Last night I took on five 
sentinels at once and 
lived. I’m basically a god. 
#NoMansSky

@ryhamner 
I was changing diapers 
when Last Guardian was 
announced. Today my girl 
started second grade.

@infinitygames16
Never been more excited 
for a shooter than 
Battlefield 1. It looks  
fresh and fun as hell.

@BousfHearts 
Time to peace out of 
Twitter, FFXV Chapter  
0 spoilers in the wild.

@ShankTheTank
Watching gaming 
journalists play video 
games is literally painful.

@NllYAMA
*hacks into the Blizzard 
[Overwatch] servers  
just to delete Torbjorn*

@daniel_switzer
Benicio Del Toro would  
be an amazing live  
action Adam Jensen.

@kanzukiisms
Juri please put on shoes. 
You could get splinters!
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can I get a Rt?
Tweet gold (and one troll) from 
this month’s @OPM_UK timeline 

rePlies

022
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Henry’s calendar languished for six months before he was 
struck by inspiration. Come 31 December, we’ll be copying him.

 Star letter  
Getting up to date
Not being one for having  
a calendar on my wall,  
I felt it would be a shame 
to waste the one given 
free with the magazine, 
and decided that turning  
it into wall art was the 
way to go. Thanks for all 
the great work and the 
gifts that keep on giving…
Henry Higgins Caernarfon

top work Henry! a free 
OPM sub is yours, so 
2017’s art is sorted too.

#127 No Man’s sky, 
Destiny: rise Of iron, 
sonic, Pes 2017.

Reality check 
Great piece on the 
history of Tomb Raider 
(OPM #126). I remember 
seeing that concept 
art before the original 
was released, which in 
turn made me wear my 
rose-tinted gaming specs. 
In nearly 35 years of 
gaming, however, nothing, 
absolutely nothing, has 
had me as excited as 
I am now for PS VR. As 
someone approaching 
middle age, one would 
expect someone of my 
age to slow down, maybe 
lose the enthusiasm for 
gaming. Not a chance. 
PS VR will be my 40th 
birthday present to 
myself, and I cannot 
wait. Hopefully, you’ll be 

doing a pre-release VR 
special? Something which 
would help us choose 
the essential day one 
purchases? Keep up the 
good work, I’ll hope to see 
a big VR spread soon. 
clint gardner via email 
 
great minds, clint… But 
before you turn to the 
second mag, the team’s 
launch picks are on p21. 

Open season 
I’m after some advice. 
My girlfriend has a 

nine-year-old son who is 
autistic. I’m looking for a 
game for him to play. He 
loves GTA V. He’s not too 
interested in the shooting 
or story, but just loves the 
open world and access to 
cars, bikes and running 
around. The issue is, of 
course, language, violence 
and bloodshed! Can you 
think of any open-world 
games where you can run 
around, drive cars, ride 
bikes and all the good bits, 
without the violence, guns 
or swearing? (Seriously, 
why is there so much 
swearing in GTA V?)
gregg Hatchell via email

a very tricky question. 
While Watch Dogs is less 
sweary, we categorically 
wouldn’t recommend it 
for someone so young. 
Disney Infinity isn’t a bad 
shout (it’ll be cheap to 
buy now, its Incredibles 
world is a tiny sandbox, 
and the toy Box mode is 
a giant playbox). Better 
yet, Lego Dimensions 
has many large sandbox 
worlds, plus Lego!

IN NEARLY 35 YEARS OF 
GAMING, NOTHING, ABSOLUTELY 
NOTHING, HAS HAD ME AS 
EXCITED AS I AM FOR PS VR.



exIt 
POLL
Our Facebook 
fans answer a 
final question

next 
MOntH
Brock lesnar won 
the fight for the 
cover of WWe 
2K17, but which 
superstar should 
front next year’s 
WWe videogame?

17% Are ready 
and waiting to  
do mechanised 
b-ball shooter 
battle in riGs. 

6% Believe the 
totems point  
to the gunnery 
of Until Dawn: 
rush Of Blood.

13% Can’t wait 
for the green 
light to put pedal 
to the metal in 
Driveclub Vr.

10% say bring 
on five for the 
price of one in  
Ps Vr Worlds.

6% Are barrel- 
rolling with 
excitement for 
eVe: Valkyrie.48%

Dream of calling 
Gotham home  

in Batman: 
Arkham Vr.

Which Ps Vr 
launch day 

title is top of 
your wishlist? 

023

vOte  
nOW!

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

opm@futurenet.com.

ReaDeRs’ MOst WanteD
Which games are bleeping loudest on your radar?

1 Battlefield 1
You’ve made sure the WWI shooter’s 
final Most Wanted appearance is a 
glorious one, having voted it your clear 
winner for a second month running. 
But don’t worry, there’s not long to 
wait for DICE’s Game Of The Year 
contender. Can you hear that? 
Yep, that’ll be the tanks  
and airships rumbling  
over the horizon now…
FORMat Ps4
eta 21 OCt

2 Mafia III
It’s been four months 
since the Hangar 13 
open worlder made its 
previous appearance 
on your chart (in a 
lowly fifth place), 
but it seems release 
date proximity has 
focused your minds. A 
small warning – we’re 
hearing mixed reaction 
from a recent event…
FORMat Ps4
eta 7 OCt

3Days gone
Sure, it might’ve been the new IP reveal that 
took this year’s E3 by storm, but this bronze 
medal represents the first time Bend Studio’s 
monster thriller has made your Most Wanted. 
Turn to our PS4 Pro feature (p50) for more.
FORMat Ps4
eta tBC

4  Watch Dogs 2
Consolidating its debut 
fifth position last month, 
it seems your faith in the 
open-world adventure is 
growing. Or to be more 
precise, your faith that 
Ubisoft won’t drop the ball, 
second time around. From 
what we’ve played, we 
think you’re dead right.
FORMat Ps4
eta 15 NOV

5  titanfall 2
We’re not surprised 
you’re excited about this 
new entry. Blasting onto 
PlayStation for the first 
time – armed with an 
exhilarating campaign 
and bolstered multiplayer 
– Respawn’s futuristic, 
frenetic shooter could  
well prove to be the best 
FPS to hit PS4 so far.
FORMat Ps4
eta 28 OCt

best comments from facebook.com/officialplaystationmagazine

“Only had one crash since the last update. 
there’s a few glitches but nothing game-
breaking. loving the game regardless.”
Doug McGuffog is keeping true to no man’s sky.

“resident evil 7  
and Playstation  
Vr!! Can’t wait!!!!!”
Glenn Fontenot read our minds.
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OpiniOn

Matthew Pellett

It may be unpleasant, but we really need to talk about vomit

 PS VR could be the moSt 
amazing thing you’Ve eVeR 
Played – but you need to 

enSuRe you’Ve the Stomach 
foR it with demoS fiRSt.

P
laying is believing. No 
matter how much you’ve 
read about PS VR, or how 
many videos you’ve 
watched, you’ll still have 
no real idea quite how 

brilliant PS4’s virtual reality tech is 
until you’ve actually tried it for 
yourself. A brief spell inside PS VR 
will be enough to convince even the 
biggest doubters, but more 
importantly, that quick go is also 
crucial to make sure that those who 
are sold on it already can cope.

I discovered this first-hand last year. 
At E3 2015 I played a suite of games 
including Kitchen (now Resident Evil 
VII: Biohazard), PlayStation VR 
Worlds, EVE: Valkyrie and Battlezone. 
Space shooter EVE left me a touch 
woozy after ten minutes of action, but 
I chalked that up to the lack of food 
and water at E3. No biggie. 

The following day, however, I tested 
RIGS: Mechanized Combat League, 
and while I managed to last until the 
end of the 20-minute demo, I spent 
the second half growing increasingly 
hot, sweaty and dizzy – and then 
raced to the nearest bathroom to  
stick my head under a tap. 

I didn’t throw up, but I’m sure I 
would have done if I’d played any 
more. Probably due to 
an odd control 
scheme, I thought, 
so when I got a 
chance to play it 
again this year 
at GDC with 
a more 
conventional input 
system, I figured my 
problems would be over. 

Alas, that wasn’t the case, and at the 
stroke of the in-game half-time point 
I had to take PS VR off to ensure that 
I didn’t fall ill again. 

Thankfully, these bouts have been 
few and far between. I’ve played 
upwards of 25 PS VR games without 
any issues whatsoever. But RIGS, and 
to a lesser extent EVE, Golem and 
Battlezone sessions, have messed with 

my head. Development 
optimisation before launch 

should lessen those effects, 
but I can’t pretend I’m 

not apprehensive about 
diving back in. 

And everybody’s 
different. Ben’s only 

felt queasy playing one 
game – RIGS – while Jen 

is barely affected by PS 
VR at all. So how do 
we guarantee with 

100% accuracy who will and won’t be 
affected by certain games when we 
review them? The truth is that we 
can’t. I’ll welcome any and all 
answers on a postcard, though.

THE SICK OF IT
Here at OPM, we’ll endeavour to 
clearly point out what, if any, PS VR 
titles might untowardly affect you (the 
final versions of these games may 
eliminate all cybersickness effects, 
after all), but the best way to know 
for sure is to try the games yourself 
before playing. And that’s why I’m 
calling for every single PS VR game 
to have a demo on PS4’s Store. 

Demos have gone out of fashion in 
recent years, but it’s imperative they 
come back in a big way. It’s a case of 
necessity. If publishers are charging for 
PS VR games, then gamers must be 
given the chance to ensure they can 
play the titles without feeling sick. 

Bundling the X-Wing VR Mission 
with Battlefront for free is welcome, 
but for paid titles – even the smallest, 
cheapest experiences – players have to 
know they won’t feel unwell after 
purchase. No matter how tough it may 
be for studios to make demos that 
convey this, I want to see Sony 
demanding them as a mandatory part 
of PS VR development duties. 

Encouragingly, every PS VR sold will 
now include a disc with eight demos: 
Driveclub VR, RIGS, PlayStation VR 
Worlds, Tumble VR, Battlezone, EVE: 
Valkyrie, Headmaster and Wayward 
Sky the games in question. I just hope 
this is a sign of further VR trials. 
Otherwise I can’t run the risk of 
paying £50 for a game that might send 
me running to the loo after five mins.

WrITEr bIO
OPM’s editor is an adrenaline junkie. He loves 
rollercoasters. He doesn’t get carsick or 
seasick. He’s played games for over 25 years 
without issue. But bouts of cybersickness 
have made him realise he now won’t be able to 
play every PS VR game – and he’s gutted.
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Ben Tyrer Jen Simpkins

S
o I’m sitting in the 
pilot’s seat of the 
USS Aegis, looking 
out across the 

Perisph galaxy. It’s one of 
many moments of quiet in a 
PlayStation VR demo of Star 
Trek: Bridge Crew, where the 
best bits allow me to just 
gaze out across the stars – a 
far more fascinating scenario 
than when I’m inevitably 
attacked by the Klingons. 

Violence is one of gaming’s 
oldest mechanics. Everything 
from good old GTA to the 
alien-bothering sim No Man’s 
Sky uses it as a way to engage 
players and add depth to the 
worlds they create. This isn’t 
to say that they’re composed 
of nothing but violence, but 
it’s a strong foundation for 
the bulk of our experiences. 

When the Klingons attack 
in Star Trek, I’m sucked out 
of immersing myself in a 
landscape that could only be 
achievable in VR and I’m back 
to merely playing a game. An 
enjoyable and meticulously 
detailed game, sure, but one 
that relies on the tricks of the 
past to try and satisfy you. 

VR doesn’t need to look 
backwards. Its greatest 
strength at the moment is 
physically placing you in 
worlds that demand scouring 

exploration. Take the moment 
in Batman: Arkham VR where 
you descend into the Batcave 
and gawp at all the tiny, 
incidental details that mean 
so much to hardcore Bat-fans, 
or wandering the iconic halls 
of Croft Manor in Rise Of 
The Tomb Raider. They’re so 
memorable because the depth 
comes from being closer to a 
virtual world than ever before. 

VIrTual InSanITy
That’s not the only issue with 
violence and VR. In OPM 
#109, Sony Entertainment 
president Shuhei Yoshida told 
us about London Heist, 
saying: “You could point your 
gun at yourself. That felt 
wrong. It was too stressful, so 
they removed it.” Developers 
need to ensure players don’t 
feel unintentionally panicked. 
Hopefully, this means 
eschewing combat for 
something that wouldn’t be 
achievable without PS VR.  

No, I don’t want every PS 
VR game to involve gawping 
at landscapes. Yes, I’m excited 
for the family terrorising me 
in Resident Evil VII. But PS 
VR’s first few years are the 
best chance for developers to 
move away from the crutch of 
violence, and start pursuing 
different mechanics for once.

S
tylish haircuts. 
Seesaws. Three-
legged puppies. All 
are more fun because 

they’re a bit wonky. And, 
thanks to its emphasis on 
asymmetric multiplayer 
experiences, you can now 
add PS VR to that list. 

The Social Screen function 
(powered by that dinky 
processor unit) is the key to a 
new kind of couch co-op on 
PlayStation. The function 
gives your headset-free mates 
a view of the action, as well as 
control via their DualShocks, 
letting them help or hinder 
your efforts. In bundled 
freebie The Playroom VR’s 
Monster Escape, you play 
Godzilla’s robo-relative, 
headbutting a city to bits 
while your pals lob objects at 
you to stop you. Like Wii U’s 
Nintendo Land and its 
adjacent GamePad, it creates 
new challenges and a fresh 
kind of gleeful schadenfreude.

Interestingly, PS VR’s Social 
Screen can also show friends 
something completely 
different to what you’re 
looking at. In another mini- 
game from The Playroom VR, 
this one set in a Wild West 
saloon, players describe a 
wanted outlaw to the clueless, 
armed headset-wearer in a 

game that’s more Shoot Who 
than Guess Who. And let’s 
not ignore Keep Talking And 
Nobody Explodes (which is 
exactly what it says on the 
suspicious, combination-
locked suitcase). It doesn’t 
even require the TV for play.

FuSE CluES
Here the headset-wearer sees 
a bomb covered in baffling 
switches and buttons, while 
others rely on the defuser’s 
descriptions of the puzzles to 
uncover solutions in a printed 
23-page manual. If everyone 
communicates, organs remain 
in bodies. If not, the virtual 
walls are painted a fetching 
shade of Exploded Friendship.

These divergent player roles 
are the new mechanics of VR, 
the interplay of differing 
experiences adding extra 
layers of havoc and hilarity to 
couchplay. And future 
possibilities thrill: a haunted 
house where the other players 
control the jump-scares is just 
one idea Sony has prototyped.

The best bit? Some of these 
(the saloon shootout and Keep 
Talking, for instance) don’t 
even need extra controllers.  
A single headset is enough for 
everyone to play along. If this 
is the new meaning of 
‘unbalanced’ games, I’m in.

VR PReSentS the 
beSt oPPoRtunity yet 

to Redefine what 
VideogameS can be.

PS VR iS Shaking uP 
the multiPlayeR foRmat 

So haRd that it’S now 
delightfully wonky.

WrITEr bIO
You wouldn’t have thought that wimpy pacifist Ben Tyrer plays Call Of Duty 
almost religiously, but years of military murder means he’s starting to hanker 
for a palate cleanser. We give it a week before he’s back to the guns.

WrITEr bIO
Like PS VR’s multiplayer, Jen Simpkins has always been a little bit asymmetric. 
She cemented her status as a kooky non-conformist in her mid-teens by dyeing 
her hair and getting multiple piercings – just like all the other kids in her school.

Violence undoubtedly dominates games, but VR 
can help establish a more balanced diet

Asymmetrical co-op in virtual reality is unique 
and accessible. It’s the new future of couchplay

OpiniOn
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Witches

Witches
Doubling down on toil and trouble with 
PlayStation’s most wicked spellcasters

1 Bayonetta
Screw pointy hats, chin 
warts and ruining your back 
riding a broomstick. We’re all 
too glad to throw convention 
out the window for this 
quip-cracking, angel-
murdering Umbra witch. 
Whether hurling churches at 
her foes or wearing an outfit 
made entirely of her own 
hair, Bayonetta exudes 
effortless cool.

2 ni no Kuni
Not all witches are born 
wanting to shove poison 
apples down their 
stepdaughter’s throat. 
Indeed, Ni No Kuni’s White 
Witch was once a sweet 
princess called Cassiopeia… 
before her father popped his 
kingly clogs. Her subsequent 
grief caused her to cast a 
spell that turned all of 
Nazcäa into monsters. Hey, it 
could happen to anyone.

3 DarK SoulS
Kill it with fire! Oh wait… it’s 
trying to kill you with fire. 
Run away! A battle against 
the lava-spitting Chaos Witch 
Quelaag is your ‘reward’ for 
enduring the perils of the 
bleak Blighttown. Survive the 
swampy misery and this half 
witch/half giant spider 
awaits. Break out your 
lightning attacks and hope 
for the best, Chosen Undead.

4 Dragon QueSt Viii
Jessica Albert is not your 
normal socialite. Example? 
She never once swirls a 
tumbler of port during this 
JRPG… oh, and she’s also a 
badass sorceress. Albert 
joins the Hero’s ranks after 
she has a vision of her 
brother croaking at the 
hands of an evil jester. Her 
brutal magic makes her an 
invaluable party member.

5 Final FantaSy Viii
Doc Brown would hate 
Ultimecia. Not only is the 
clothes-shy witch super evil, 
her nefarious plot revolves 
around compressing all time 
and space so that she can 
become a god – did Back To 
The Future II teach her 
nothing about messing with 
the continuum?! Good thing 
she’s no match for Squall 
and his dreamy ‘do.
 
6 DiShonoreD
Vera Moray (or Granny Rags 
to those who don’t sweat the 
prospect of being thrown in 
an eye of newt broth) is bad 
to the bone. She may look 
like a vulnerable old woman, 
yet she’s actually an 
immensely powerful, 
immortal sorceress. Voiced 
by Susan Sarandon, Rags 
likes to pass the time by 
cooking Bottle Street Gang 
members alive.

7 CaStleVania: 
lorDS oF ShaDow
Some spellcasters aren’t 
half vain. Just take the 
decrepit Baba Yaga. This 
twisted hag makes Gabriel 
Belmont jump through many 
a hoop – involving nicking 
keys from scarecrows and 
being shrunk so he can fit 
inside her jewellery box – 
just so that she can obtain a 
rose petal that will make her 
look young again.

8 BlooDBorne
Eyes may be a hot 
commodity when it comes to 
brewing potions, but the 
Witch of Hemwick takes 
things to peeper-hoarding 
extremes. You’ll find her in 
Hemwick Charnel Lane, and 
providing you can keep your 
lunch down while staring at 
all those eyeballs she’s 
collected, the battle proves 
to be one of the game’s least 
taxing. Still gross, mind.

9 lego harry 
Potter: yearS 5-7
Hogwarts’ most bookish 
witch Hermione, the sternest 
assortment of Danish blocks 
ever constructed, is on top 
of her disapproving game in 
Lego’s take on the final four 
films of the Potter saga. In 
surprising news this month, 
it’s being bundled with the 
first part in a PS4 remaster.

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

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

Ducktales remastered
Magica De Spell is a truly 
despicable mallard, while her 
sorcery makes her a bugger  
of a last boss.

Dragon age: origins
Treat Morrigan the witch well 
and not only can you become 
romantically entwined, she’ll 
teach you how to shapeshift.

Kingdom hearts
Square’s RPG is stuffed full of 
Disney fiends. Inky sea-witch 
Ursula is the most dastardly 
pick of the evil bunch.

1

2

3
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GOLDEN
JOYSTICK
AWARDS

www.goldenjoystick.com

P R E S E N T E D  B Y

M E D I A  P A R T N E R S

THE ONLY 
GAMING 
AWARDS 

VOTED FOR BY 
GAMERS

VOTING 
IS OPEN
HAVE YOUR SAY!
Will Uncharted 4:
A Thief’s End be 
the best PlayStation 
game of the year?
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c o n t e n t s

dishonored 2 32 | the last guardian 36 | dragon quest builders 39 
world of final fantasy 40 | steep 42 | injustice 2 43 | battlefield 1 44 
ride 2 46 | gravity rush 2 46 | root letter 46 | the little acre 46 | kursk 46

38 watch dogs 2
not just a clever single-player campaign 
– ubi’s sequel has online smarts, too.
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Corvo’s familiarity or 
emily’s wild occult horrors? 
Make your choice at the 
start, but pick wisely. it will 
define your entire game.
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You know how Uncharted was 
brilliant, but then Uncharted 
2 came along and made it feel 
like a practice run? How it took 
everything you already knew and 
blew it up to unimagined new 

levels, spinning the game’s ideas on their head and 
refocusing everything with renewed creativity and 
imagination? Dishonored 2 feels a lot like that.

It’s not just the addition of a new, optional 
protagonist with a whole fresh set of powers, 
although Emily certainly helps. With her unique, 
magically tentacled spin on Corvo’s Blink (imagine a 
more physical, Spider-Man-like approach to traversal) 
and utterly bespoke ones such as the ability to turn 
into a smoke monster, or open up mesmerising 
dimensional portals, or link the fates of targets for 
swift multi-kills, her move-set feels altogether more 
extravagant and (yes) arcane. And it’s not just the 
fully-voiced approach to the two lead characters 
this time, although the increased personality and 
focus on adding extra narrative layers to the action 
certainly kicks up more Uncharted 2 parallels. 

among thieves
Beyond those upgrades and additions, it’s the sense 
that Arkane is really playing with the Dishonored 
concept, reexamining it from every angle, and trying 
to squeeze out every drop of potential it can. While 
the traditional ‘track target, infiltrate compound, take 
down target or inflict a probably far grimmer non-

DishonoreD 2
Arkane elevates its game to  
deliver a higher form of killing

  Format PS4 / eta 11 Nov  
Pub BetheSda / Dev arkaNe StudioS

“arkaNe StudioS 
iS reexamiNiNg 
diShoNored from 
every aNgle.”
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Left Dishonored’s elegant 
architecture is present and 
correct, even though we’ve 
left Dunwall. Time to repaint 
it with shades of death.

right Karnaca’s 
Mediterranean-inspired 
vistas are beautiful,  
a stunning contrast to  
the violence, plagues and 
decay on street level.

1in The Knife Of Dunwall, 
assassin Daud is tasked with 
investigating Delilah. She’s a 

duplicitous gold-digger who did a 
barrister out of his mother’s will.

3in The Brigmore witches, 
Daud tracks Delilah’s coven to 
Brigmore Manor. There’s just 

a small gang war to resolve before 
he can confront the villain.

2Not only that, it also turns out 
that Delilah is the leader of 
an actual witch coven, with 

ambitions to take over all of Dunwall 
and rule supreme.

4egad! Delilah is performing 
a ritual to possess emily 
and rule the empire in her 

guise. Daud takes her out, but in 
Dishonored 2, Delilah is back…

recap attack
Miss Dishonored’s DLC? Here are the crucial plot points you need to know…

Delilah Copperspoon, the 
villain of Dishonored’s DLC, 
is back. Last time, she tried 
to steal emily’s life. emily 
might be peeved by that.
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lethal fate’ missions still exist, they’re accompanied 
by a raft of new level design concepts. Missions 
with themes, and gimmicks, and stand-out, creative 
focus points that force new thinking and new 
understanding of the systems. Missions that feel 
like a distorted, carnival hall-of-mirrors version of 
Dishonored, the game’s flexible, systemic stealth 
mechanics eked out to their fullest.

Consider the clockwork mansion, where you 
activate vast mechanisms to rework the building 
as you explore it, opening up new routes, changing 
guard patrol paths and discovering new opportunities 
every step of the way. Or the memorable level with 
split timelines, which plays out in real-time, in both, 
simultaneously, and allows you to jump between 
both eras to escape, evade and set cunning, temporal 
traps. And then there’s the mission we spy at 
Quakecon in August, which tasks Corvo with neatly 
disposing of a target who can die twice. 

Forget the considered, clinical approach. It’s all-
out, free-wheeling aggression in this playthrough, 
Corvo seemingly determined to show off his new 
Blink skills in the most lethal fashion possible.  
Once Corvo finds his prey in a jazz club, it’s over in 
a couple of seconds. An unseen jaunt up to a gantry. 
A brief moment of surveillance. A quick halting of 
time, some light immolation and a couple of Blink 

stabbings, and the bystanders are all down 
in an instant. Corvo hurtles over to his 
mark and swiftly drops him. But the man’s 
body immediately turns into a mischief of 
rats and runs away. Time for pursuit. 

boDy art
Tracking the rodents through the building 
with swift efficiency, Corvo finds his 
recomposed quarry and engages in a rapid, 
bloody sword duel. It’s impressive, kinetic 
stuff, but rather brief. Though fear not, 
the best is yet to come. Knocking the man 
out, Corvo slings the slumbering body over 
his shoulder and makes for the window. 
And guess what? Pyrotechnic displays of 
flagrant mass-murder attract a fair amount 

of attention. The street is swarming with guards. But 
Corvo isn’t about to slow down. 

He hurls the body out of the window, leaps after 
it, stops time and Blink-kills a soldier immediately 
below. Then, like it’s no effort at all, he restarts time 
and catches the falling body before it hits those 
lethally hard cobbles. And the fight is just starting. 
Things are going to get very hairy indeed, but Corvo 
never, not even for a second, relinquishes the upper 
hand. What follows is a whirling storm of Blinks, 
parries and executions as Corvos spins, warps and 
uses his sleeping bounty as a medium-range thrown 
attack, knocking out guards with the unconscious 
trophy before warping back in to grab it once more. 
It’s giddy, heady stuff that, although playing out in 
a very different context in a very different game, 
evokes the lightning-fast, creative slaughter in 
Bethesda’s other big hitter of 2016, Doom. 

And all of this takes place in a comparatively 
straightforward mission. Did we mention that all of 
the powers now have skill trees? That you can stop 
time, then fast-forward and rewind? That the game 
has been tuned so that you don’t even have to use 
any powers at all? It seems that Arkane likes to make 
work for itself. But the play that will come out of the 
other end should satisfy the effort tenfold. 

F a c t r i c k

two daredevil stars appear 
in dishonored 2: vincent 
‘kingpin’ d’onofrio and 

rosario ‘Claire’ dawson.

1 .  m a r v e L  u s

the new skill trees offer 
lethal and non-lethal 

upgrades, so Chaos won’t 
define strategy as much.

2 .  t r e e  h u g g e r

Combat systems have 
non-lethal options. Neither 

sword-fights nor drop 
attacks demand killing now.

3 .  c L e a n  F i g h t s

above Dishonored 2’s visual style maintains the expressive, painterly look that 
made the first game so beloved among artistic circles.

above That whole ‘Steal emily’s life’ plan? it involved possessing 
her through a magic portrait. And oh look, what’s this?

above There’s nothing quite like a nice ornamental balcony to 
chill on, even if it does bump up your rent.

“forget the CliNiCal 
aPProaCh. it’S all-
out, free-wheeliNg, 
ShowBoatiNg 
aggreSSioN.”



036

Preview

“the real puzzle 
is this: how do we 
win trico over…
without words?”

 It’s not an entirely open-world, but vast sections will allow you – and Trico – to roam about and naturally discover new avenues of exploration.

Above With no combat skills to speak of (even Ico 
had a stick!) you’re completely reliant on Trico to 
get past The Last Guardian’s enemies.

Yellow eyes mean Trico’s 
busy investigating 
something, while purple 
means it’s angry. Gulp.
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Since the atmospheric platforming 
follow-up to Shadow Of The 
Colossus was revealed back in 
2009, we’ve been anticipating one 
thing: virtually cuddling the ever-
living heck out of that adorable 

dog-cat-bird. But it could be a while before we’re 
getting cosy with Trico, because it’s not our friend 
– not yet, anyway. A more complex relationship 
between boy and beast is just one of many things 
the series is doing differently this time around.

For the first time ever in a Team Ico/GenDesign 
title, a voiceover rings out through the beginning of 
the tale. Spoken by our small hero (now older, and 
recounting his incredible tale), it offers narrative 
context. Creator Fumito Ueda explains that the 
team “wanted to give you more of the young boy’s 
backstory to discover, compared to Ico and Shadow 

Of The Colossus.” It’s a new approach for 
the developers, and a clear statement of 
intent: this is a story that demands to 
be heard. As we explore our stone prison 
(we’ve been kidnapped by a mysterious 
foe, apparently), the voice of our older self 
occasionally pipes up to provide helpful 
hints or little insights into our character’s 
thoughts. The silences, however, are perhaps 
even more powerful. Ueda’s predilection and 
talent for visual storytelling returns – but 
it’s more evocative than ever thanks to the 
changeable human/animal relationship at 
The Last Guardian’s heart.

Ueda’s PS2 masterpiece Ico instantly 
grants its titular character and Princess 
Yorda BFF status. It’s only natural, then, 

that we go in for the hug the moment we first 
stumble across Trico. Its reaction? Growls, hissing 
and a magical, menacing glow emanating from his 
mouth and horns. Uh-oh. Whereas Ico focused 
on players solving puzzles to keep Yorda safe, The 
Last Guardian’s central, complicated and continuing 
conundrum is as follows: how do we win this thing 
over – and without words?

It’s a problem we can’t afford not to solve. This is 
neither the lone struggle of Shadow Of The Colossus, 
nor the escort mission of Ico: we need Trico, because 
we’re otherwise powerless. We’re an empty-handed 
kid; this thing has wings and can shoot red lightning 

out of its tail. Obviously we want it 
on our side. Pulling a couple of spears 
from the poor, chained-up creature’s 
wounded flank is surely a good start in 
appearing as friend and not foe. 

We clamber up onto its back using 
u: one barb is yanked free before our 
furious would-be buddy throws us off. 
After we feed it a delicious meal of, 
er, a wooden barrel and remove the 
other spear, we’re ready for the electric 
firepower, free air travel and grateful 
nuzzling we’ve so clearly earned.

BEAST LIGHTNING
But it’s not that simple. While Trico 
trusts us, it’s a tentative bond we’ve 
formed – and it refuses to obey as 
readily as AI pals like Yorda or Agro 
might. When we hit o to call it over, 
the unleashed animal doesn’t exactly 
hop to it. It feels like Trico has its own 
mind, choosing if and when it comes 
(we find food is a great motivator). And 
Ueda reveals that there’ll be even more 
trouble in paradise. “You’ll see both 
dramatic peaks and troughs in their 
relationship…” he teases.

And once we discover a reflective 
shield in an elevated tunnel, we 
realise our total dependency on 
communicating with the strange 
griffin-pup. Holding e lets us use our 
new tool to shine a spotlight on the 
walls of the ruin keeping us captive. 
We hold our breath, hoping Trico will 
take our cue. A brief pause – then he 
zaps the stone to dust, and we can’t 
help but cheer. “One of my favourite 
things about the game are the ‘eureka’ 
moments,” Ueda says, “when the boy 
is trying to get Trico to understand 
something and he finally gets it.”

After ten years of waiting, it’s now 
just months away. With incredibly 
lifelike AI, hand-drawn animation and  
a tale more dynamic than anything 
we’ve seen previously in Ueda’s trilogy, 
this could be the game of the decade. 

THE LAST GuArdIAN
A slight delay can’t dampen our spirits

  FormAT ps4 / ETA 9 dec / PuB sony / dEv team ico/gendesign

F A c T r I c k

your bond with trico 
deepens as you progress, 

unlocking handy new 
commands and abilties.

1 .  F A S T  F r I E N d S

after his abduction, the 
boy’s body appears covered 

in strange tribal tattoos. 
why? it’s a mystery.

2 .  T A T ’ S  A  S E c r E T

the griffin’s Japanese 
name ‘toriko’ translates 
as ‘prisoner’. it’s also a 
portmanteau: ‘bird-cat’.

3 .  T r I c o  T r E A T
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Consequence-free chaos is the norm in 
any open world game. Maybe an army 
of angry po-po will try to stop you, 
but that doesn’t count. Well, Ubisoft 

Montreal’s hack-’em-up isn’t your standard 
sandbox. Ruffle too many feathers as an anarchist 
and the game will place a bounty on your head, 
letting other players online try and stop you.

That’s thanks to the persistently online San 
Francisco, which new mode Bounty Hunter utilises 
to nerve-shredding effect. During our hands-on 
expedition, we cause enough free-roam damage 
for two players to invade our game. We’re quickly 
surrounded but, fortunately, we have a co-op partner 
by our side. They nab a car and we hightail it. 

Gah! Not fast enough, and our hunters quickly 
steal a ride of their own. Hurtling down the streets 
and weaving between vehicles, our smartphone is a 
lifesaver. It lets us take control of cars in traffic, so 
we tap o and unfortunate rush hour drivers are sent 
veering into our pursuers. With our hunters blocked 
off, we successfully flee and reap the benefits in 
terms of new DedSec followers, which act as a sort 
of currency and help unlock missions and gear. 

Short and sharp, Bounty Hunter mode is a 
perfectly fun distraction that makes Watch Dogs 2’s 
world thrillingly unpredictable. Just remember: if you 
aim to misbehave, be sure to watch your back… 

“Marcus’ phone is a 
lifesaver, letting 
us take control of 
cars in traffic.”

1Standard co-op will 
allow you to run amok 
through SF with an 

online friend. Co-op missions 
don’t follow the single-player 
story, so buddy up.

2Online Invasions 
will once again see 
nefarious types try to 

snaffle all your data. Stop 
them by transferring bullets 
into their body.

3Bounty Hunter doesn’t 
have to be 2-vs-2. It’s a 
four-player mode, but 

if you’re feeling cocky and 
fancy some extra grief, you 
can tackle three foes.

If you’re not the chaotic 
type, you’ll also be able to 
trigger rounds of Bounty 

Hunter manually.

Watch Dogs 2
The price (on our head) is right

Doggy styles
Three ways to play Watch Dogs 2 online

  Format ps4 / Eta 15 nov  
Pub ubisoft / DEv ubisoft Montreal

above Don’t want your solo hackathon interrupted? Switch off seamless multiplayer and relax.
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Dragon Quest BuilDers
Minecraft-like building with an actual story

 Just looking at these bright, blocky 
screenshots you’d be forgiven for 
mistaking this as an attempt at a 
Minecraft clone, but you’d also be 

massively wrong. Beneath the familiarly cubic 
exterior lies a rich vein of quests, a charming 
story and a lot of creative crafting. Think 
Minecraft Story Mode, but with loads more 
freedom and actually funny writing.

Set in a world where monsters rule everything, all 
civilisation has been destroyed and humans eke out  
a meagre existence in the wild like animals, 
completely losing all sense of creativity in the 
process. That’s where you step in as the Legendary 
Builder with the power to create anything – it’s 
up to you to restore the world to how it once was 
by utilising all of your crafting skills, gathering up 
materials and learning new recipes.

Unlike Minecraft, where you just pick a direction 
and do whatever you please, here you begin with a 
banner that marks the start of your settlement. But 
it’s then up to you to make buildings to draw people 
to your new town, which in turn will give you the 
quests you need to venture farther out and craft 
grander buildings to attract even more people. Fear 

not, mob fans: the staple “fighting off 
waves of monsters intent on tearing 
down your home” plays a big part.

Dragon’s Dens
Crafting feels very like Minecraft: you 
collect the materials you need, then 
return to your table to design stuff. 
Except instead of crafting a few stair 
blocks and some signposts to bodge 
a slapdash bench, you make an actual 
bench. The items you can build are 
set, but it’s very easy to construct 
something that looks good.

The biggest departures from 
Minecraft are the fact that it’s a 
single-player game (no group builds, 
sadly), and there’s only one world, 
meaning you can only explore so far. 
Yet this setup ensures everything you 
do has a sense of purpose. The story 
drives you forward, and the few hours 
we play already have us caring about 
our townsfolk. Dragon Quest Builders 
has limitations, sure, but this approach 
also gives it tremendous focus. 

  Format PS4/PS Vita / eta 14 Oct / PuB Square enix / Dev Square enix

above The blocks are a 
lot more polished than 
Minecraft’s – even basic 
square huts look grand.

Some builds have 
blueprints to make it  
extra easy to design 
attractive homes.

“there’S Only One 
wOrld, but it 
giVeS the game a 
greater SenSe  
Of PurPOSe.”
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World of final fantasy
Like FF… if everything was made of puppies

and strength as your own, but if you’re 
shoved over your little friends are 
scattered to the floor and you’ll then 
need to fight separately. It’s a difficult 
system to explain without being given 
funny looks, but it’s strategically deep.

Gotta stack ‘em all
There are two types of stacks, each 
being a maximum of three high – 
when you’re large you carry a medium 
monster on your head and a small one 
on top of that, and when you’re small 
you can ride a large monster and carry 
a small one on your head. Victory lies 
in picking the right creatures for your 
stack in any given situation. 

It’s much like forging your own 
*ahem* Pokémon team – if you know 
you’re heading into a frozen dungeon 
you’ll want to pick monsters with 
fiery abilities. How do you get these 
monsters? By catching them in battle 
(yep, like Pokémon again), and through 
meeting certain conditions, such as 
making sure it’s the last one left, or 
only using magic attacks. 

While all this stuff is unbelievably 
cute, the systems feel a little 
overwhelming, especially for younger 
gamers at whom this is being aimed. 
Still, with Final Fantasy XV delayed 
over optimisation issues, don’t bet 
against WOFF stealing its thunder. 

  format PS4/PS Vita / eta 28 Oct / Pub Square enix / dev Square enix

f a c t r i c k

as well as famous FF 
monsters, you’ll also 

encounter fan-fave heroes 
such as cloud and Yuna.

1 .  f a m i l i a r  f a c e s

You meet a sidekick ferret-
thing called tama who can’t 

speak properly. and you 
thought “Kupo!” was bad…

2 .  c h a t  r o u l e t t e

there are two battle styles 
– one uses trad menus from 
the early games, the other 

is more action-based.

3 .  o l d  v s  n e W

above Get ready to battle all 
of the usual monsters such 
as Chocobos and Ahriman.

“it’S Final FantaSY 
inFuSed with the 
adOrableneSS OF 
babY red PandaS.”

Several familiar FF 
characters will lend you 
a hand by unleashing 
special moves in battle.

 
Have you ever seen something 
so cute you involuntarily make a 
squeaking sound? Well, that will 
be your new default state while 
playing this love letter to the 
Final Fantasy series. All of the 

FF characters and monsters you know and have 
complicated feelings for have been infused with 
the adorableness of baby red pandas and hamsters, 
and you get to wear them all as hats…

Playing as Lann and Reyn, a pair of siblings who 
have a mysterious power imbued in their arms, you 

travel to the world of Grymoire to retrieve 
your memories after a bout of good ol’ RPG 
trope amnesia. Along the way you discover 
that while you’re normal-sized, everyone 
and everything you meet is tiny and has 
adorable bobbleheads. But unlike all the 
other residents of Grymoire who are stuck 
with their oversized noggins, you have the 
power to switch between your large and 
small sizes – each with its own strength.

In order to figure out what in the name 
of Ifrit is going on you’ll have to fight 
your way through various plot points and 
dungeons to uncover more of your past. 
Battles are turn-based like classic FF games, 
but with a loony twist – you fight as a 
stacked tower of monsters (called mirages 

in WOFF speak). That means striding into battle 
with a Chocobo or Moogle on your head, and then 
something even more ridiculous on top of that. 
Stacking lets you use all of the monsters’ abilities 
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1Cornelia here dates all the 
way back to the very first Final 
Fantasy – it was the town you 

started in. The reimagined version 
still has the very same fountain.

3 Balamb Garden appeared in 
FFviii as the military school 
attended by Squall and his 

friends. Here it also doubles as a 
flying base. Handy!

2Saronia is a huge stone city 
from FFiii that’s torn apart by 
civil war. Hopefully everything 

here is simply too cute now to start 
any horribly naughty fights. 

4You’ll be taking the train to 
reach many more of wOFF’s 
reimagined locations. Here’s 

hoping it doesn’t turn into the 
Doomtrain mid-journey…

Grand tour
Some of the famous locations to revisit

You don’t have to be in 
stacks to fight – you can 
also scrap as singular 
party members. 

left You can traverse the 
world in both normal and 
chibi sizes. Sometimes you’ll 
need to switch to overcome 
certain obstacles.

above Chocobos aren’t 
the only thing you can ride. 
Other monsters are also 
available, as well as Magitek 
armour from FFvi.
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“you’re only in 
search of good 
times instead of 
chasing glory.”

Steep
Ride or fly in this wintery downhill jam

 As ancient thrillseekers discovered, 
there’s nothing quite like hurtling down 
a mountain. New technology gives us 
more ways to do so, be it snowboarding, 

skiing, paragliding or wingsuiting, and Ubisoft’s 
open-world sports mixer gives you access to it 
all in a massive multiplayer snowbox. Freeform 
shredding is the aim across this massive stretch of 
accurately modelled Alps: reach a spot, or sight it 
in your binoculars, and you’ll save it as a drop-
zone so you can spawn there and indulge in its 
associated events, whether alone or with friends.

The transition from exploration into competition 
is seamless. Jump off a peak and wingsuit your 
way through a race icon, for instance, and it begins 
immediately, giving you a holographic line to follow 
and three AI competitors to spice things up (you can 
bump into real people on the mountain, too). Steep 
feels a little more basic in the air than on the ground 
– there’s less nuance when our rider becomes what 
is essentially a paper airplane – but taking to the 
skies affords a decent look at our next course: a 
gorgeous valley route finishing at a crystalline lake.

FROSteD SHReDDIeS
Handling aims for authenticity and is all about 
balance and flow. As in real life, different surfaces 
impact speed (rock and deep powder slow, ice 
accelerates), landing flush after jumps and tricks 
gives momentum a boost, and our rider realistically 
positions arms to prevent embarrassing wipeouts. 
And also like real life, crashing absolutely sucks and 
takes an age to recover from.

The potentially monotonous 
environment does raise concern 
(lots of the world that we survey 
is rather plain) but the action gets 
more interesting during the odd 
occasion when we’ve got something to 
manoeuvre through, such as a dense 
forest or a half-sunken village. Steep’s 
capable of beauty too – paragliding 
over icy spires and watching the sun 
set across a panoramic terrain has us 
tapping the Share button like crazy. 

Lacking crowds, commentators 
and confetti, it’s a marked contrast 
to the likes of PlayStation faves Cool 
Boarders. We can even hop off our 
boards and go for a wander, jagged 
trenches carving out convincingly 
behind us. Refreshingly laid back, here 
you’re only in search of good times 
instead of chasing glory – that you 
can do so while wearing clown masks 
or yeti costumes is just extra icing. 

  FORmat Ps4 / eta 2 dec / pub ubisoft / Dev ubisoft annecy

on 
the  
box
judged only by  
their covers

above That helmet-mounted GoPro isn’t just 
for show. First-person view is intense, mind.

Steep’s funky glowing 
clothes and equipment are 
reserved for players who 
pre-order the game early. 

RISe OF tHe 
tOmb RaIDeR
Grab two PS Move 
controllers and get ready 
to take part in this winter’s 
hottest (coldest?) craze: 
PS4’s extreme ice sculpting 
simulator. The Collector’s 
Edition even comes with a 
USB fan to keep you cool.
FORmat Ps4 eta 11 oct

battleFIelD 1
Sealant gun in one hand, 
toilet brush in the other, this 
gritty plumbing adventure 
has you frantically fixing 
pipes and unblocking bogs 
in an airship on its maiden 
voyage. Fail and it goes 
down in flames. 
FORmat Ps4 eta 21 oct

WWe 2K17
This shock Attack On Titan 
sequel sees the threat of 
giants now overshadowed 
by an ever-expanding sun. 
Use your ODM gear to hitch 
a lift on a titan and ride it 
like a horse, trying to outrun 
the expanding lava ball.
FORmat Ps4 eta 11 oct
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InjustIce 2
No clowning around with this new pair

  Format PS4 / eta 2017   
Pub Warner BroS / Dev netherrealm 

“aS We duke it out, 
We graB a Punter 
at the Bar and hurl 
him at SuPergirl.”

 The Suicide Squad aren’t exactly taking 
over the cinema, but some members 
are infiltrating NetherRealm’s fighting 
sequel. Harley Quinn and Deadshot are 

joining DC’s warring tribes, just don’t expect the 
cinematic incarnations – thanks to the ocean of 
gear you can unlock, each Injustice character is 
hugely customisable and, within a few rounds, 
your hero or villain is almost unrecognisable.

Before we get to experiment with that, we’ll need 
to earn some gear. We squeeze into Harley’s 
suspenders to take on Supergirl in Metropolis. Like 
its predecessor, the environment’s interactivity gives 
fights an entertaining edge and, as we duke it out in 
the Ace O’ Clubs bar, we grab a punter and hurl him 
at the Woman Of Steel by tapping u.  

We win the fight and finally acquire the Jester’s 
Crown, which replaces Harley’s dip-dyed pigtails 
with something a little more regal. Don’t worry if 
you’re on the end of a pummelling, since you unlock 
items whatever the outcome. Gear isn’t just cosmetic 
though, and affects stats such as strength and 
defence. Our Jester Crown increases our strength by 
five, and we can equip it immediately with w. 

This immediacy for testing out new kit makes 
experimenting easy. Already Injustice 2’s loot system 
is proving to be surprisingly compulsive, which when 
added to solid scrapping is a winning combination. 

Tara Strong is also 
returning to lend  
her amazing tones  
to Harley Quinn.

above Deadshot’s Super Move involves an assault rifle, bullets 
and pain. Pray you’re not on the wrong side of it.
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Fighting for the Ottoman Empire 
during a game of Conquest in the 
Sinai Desert, we’re charging across 
the sandy map on four sturdy legs. 
Around us, houses and buildings 
disintegrate as an unending 

stream of soldiers clash while trying to claim a 
contested checkpoint. Our horse gallops through 
more carnage than the opening scene from Saving 
Private Ryan, yet the match has barely even begun. 

As we race past unlucky grunts who have to rely on 
their feet, our mare quickly becomes a vital part of 
our final Battlefield 1 playtest. It’s nimble enough to 
get us through large swathes of desert, meaning we 
can either take pot shots with our rifle, or ride up 
close to our British enemies to hack them with our 
sword. But, with little in the way of protection from 
pretty much everything that flies in our direction, 

riding leaves us very exposed… as we soon 
find out when we get blown off our horsey 
friend while reloading the rifle. A joy to 
ride and sensibly tuned so they’re not too 
powerful, steeds add satisfying new angles 
to both Battlefield’s combat and transport. 

Everything in our hands-on is remarkably 
balanced in this way. The aim of our 
32-vs-32 player match is to control six 
checkpoints. There are three grouped up 
at the top of the map, yet only one down 
towards the bottom, requiring you to cross 
a seemingly endless desert. Capturing 
that lone checkpoint, however, means that 
it’s almost certainly going to stay in your 
team’s grasp, while checkpoints near the 
congested areas of the map swap hands 

regularly. When it comes to nabbing checkpoints, 
combat may lack the gadgets and high tech weaponry 
of Battlefield 4, but your firearms still pack more 
power than a Brock Lesnar elbow. You don’t want to 
be on the wrong end of a Trench Shotgun. 

Meet the elite
There are also new soldier types patrolling the 
massive maps. Elites are tougher, unique characters 
who can swing matches back in your favour, and who 
come in a few different shapes. There’s the armour-
clad Sentry, who lugs around a super-sized machine 
gun that will chomp through normal infantry. Bullets 

ricochet off him leaving nothing but a 
scratch, but catch him unawares with 
a gas grenade and he’ll be unable to do 
much apart from choke on it. 

Then there’s the pyromaniac 
Flame Trooper. Capable of utter 
hell in close quarters with his 
flamethrower and fire-resistant garb, 
he can easily decimate a team in the 
right conditions. However, his gas 
mask obscures his vision and he’s 
cumbersome, making him a sniper’s 
delight. Matches are so big that you 
might not even catch a glimpse of the 
Elites, but – like the game itself – 
they’re carefully calibrated to ensure 
they don’t tip the scales too heavily. 

training Montage
With the opposing British forces 
starting to gain the upper hand, our 
team is granted the Armoured Train. 
One of the game’s Behemoth vehicles, 
it’s a trundling cannon-filled carriage 
o’ death that carries six players. One 
team member takes control of the 
direction and speed, and the other 
five have turrets that spew out all 
manner of destruction. While it might 
be on-rails – snaking around the 
map while maintaining a fair distance 
from checkpoints – clever placement 
sees our mini-squad wipe out all the 
enemy forces around checkpoint D, 
pulling us ahead with seconds to spare. 

DICE’s love letter to destruction 
may be a cacophony of zinging 
bullets and rattling explosions, but 
it’s never overwhelming thanks to the 
melting pot of opportunities across 
the vast maps. Do you prefer the 
claustrophobic terror of working your 
way through shelled-out buildings, or 
hopping into the driver’s seat of a tank 
and crashing through the scenery with 
abandoned glee? Rest assured you’ll 
find Team OPM charging on the back 
of our trusty steed on launch day… 
until we get shot off again. 

Battlefield 1
The WWI blaster trots ahead of the competition

  forMat PS4 / eta 21 Oct / PuB EA / dev DIcE

f a c t r i c k

Squad Leaders are able to 
direct their mini-team and 

give objectives to them. 

1 .  B o r n  l e a d e r

tE Lawrence – he of Arabia 
fame – was a British officer 
who aided the Arab forces 

during World War I.

2 .  l a r r y  W h o ?

Dynamic weather on 
the Sinai map may see a 

sandstorm roll across the 
level, impairing vision and 

making you vulnerable.

3 .  d a r u d e ’ s  B e s t
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“WE gEt BLOWn Off 
Our hOrSEy frIEnD 
WhILE rELOADIng 
Our rIfLE.”

 Say hello to the new Elites. That menacing figure in the hood on the far right is the Tank Hunter, whose 1918 Tankgewehr can stop vehicles in their tracks.

above It wouldn’t be Battlefield without loads 
of vehicles, and this trip back into the past is 
thankfully no exception to the series’ rule.

Cavalry charges may 
look cool, but they don’t 
stand a chance against 
a powerful machine gun.
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We’ve got the need 
for speed this month: 
flying through the air 
in Gravity Rush 2, 
tearing around 
tracks in Ride 2, 
sprinting through a 
doomed submarine 
in Kursk, and racing 
to solve a murder  
in Root Letter…

preview  
round-up

KursK
 Format PS4 / eta TBC  

pub JuJuBee GameS  
dev JuJuBee GameS

On 12 august 2000, the 
Russian nuclear submarine 
K-141 Kursk suffered a 
fatal explosion that killed 
all 118 sailors on board. 
Jujubee’s uncomfortable 
first-person adventure 
places you on board during 
that disaster, giving you a 
highly disturbing experience 
of playing through history. 
early footage gives us 
a glimpse of shocking 
and frantic horror as an 
initial explosion shakes 
the sub, forcing you to 
clamber through the ship, 
discovering crewmates’ 
bodies and trying to escape 
as flames begin to spread. 
Very unsettling, but we’ll be 
paying close attention when 
this one surfaces.  

root Letter
 Format PS4/PS ViTa  

eta OCT / pub PQuBe
dev KadOKawa GameS

with Zero Time dilemma 
now a distant memory, 
we’re in serious need 
of a new visual novel fix. 
Luckily, the next month 
will bring two: Steins;Gate 
0, which is an alternate 
timeline take on current 
PS Vita Hall Of Fame entry 
Steins;Gate, and this new 
offering from Kadokawa 
Games, a mystery in which 
you need to track down 
the actions of your “killer” 
pen pal who disappeared 
15 years earlier. Root 
Letter’s an investigation- 
and interrogation-packed 
Phoenix wright-alike with 
the notable distinction of 
starring actual citizens 
from its real-world setting 
of Shimane.  

Gravity  
rush 2

 Format PS4 / eta 2 deC  
pub SOny  
dev JaPan STudiO

Four years on from Japan 
Studio’s physics-bending 
Gravity Rush (if you missed 
its PS Vita debut then you 
must check out the Hd PS4 
version), it’s finally time to 
say goodbye to Hekseville. 
an incident with a gravity 
anomaly whisks Kat and her 
buddy Syd over to a mining 
colony called Banga, which 
is run by new character 
Lisa. She’s a pragmatic 
boss who wants to ensure 
her settlement remains 
safe, as any good leader 
would. Banga isn’t the only 
new location, though – 
joining it is the Rift Plane, 
a place where returning 
villains, the nevi, are waiting 
to ruin Kat’s day…  

the LittLe 
acre

 Format PS4 / eta 2016  
pub CuRVe diGiTaL  
dev PewTeR GameS

The resurgence of point-
’n’-click isn’t slowing down, 
and this debut from Pewter 
Games is getting a helping 
hand from one of the 
genre’s greatest. Charles 
Cecil, creator and director 
of the Broken Sword series, 
will be executive producing 
this adorably hand-drawn 
adventure. Set in 1950s 
ireland, the story follows 
protagonist aiden and his 
attempts to find his father, 
which leads him – and 
his daughter Lily and her 
insanely cute dog dougal 
– to a mysterious new 
fantasy world. expect plenty 
of head-scratching and  
laughs from this hugely 
promising throwback.  

ride 2
 Format PS4 / eta 7 OCT  

pub PQuBe / dev miLeSTOne

Two-wheeled petrolheads should 
start jotting down ideas for their 
dream bike, because Ride 2’s giving 

you 1,200 customisable parts and 230 
bikes to create it from, letting us tinker our 
way to motorbike nirvana. Of course, that 
would mean nothing if the racing isn’t up to 
standard. milestone’s pedigree is realistic 
simulation and Ride 2’s no different, with our 
lap around the nürburgring all about sticking 
to racing lines over all-out speed. The first 
game promised Gran Turismo on bikes – 
perhaps this sequel can deliver on that goal?
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Ps4 Pro

On 7 September, Sony held the PlayStation Meeting in  
New York. There, it unveiled PlayStation 4 Pro – a new, higher-
end console designed to improve your games’ performances 
and unlock unimagined potential in forthcoming titles. What 

can it do? How does it work? OPM was in attendance to test-
drive the machine and bring you all the answers…

Go Pro
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Ps4 Pro
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Ps4 Pro

his. Changes. 
Everything. 
Say hello to PlayStation 4 Pro, the 
twin-stacked beast that’s about to 
usher in an exciting new era for 
gamers. As hard as it is to believe, 
the PS4 Pro revolution is right 
around the corner. In less than two 
months – as early as 10 November 
– you too can have the world’s most 
powerful gaming console nestled 
under your television set. 

PS4 Pro is many things, but to fully 
understand what it is, it’s worth first 
underlining what it’s not. This is not 
PlayStation 5. This is not the start of a 
new generation. This is not a console 
for every single one of the 40 million 
PlayStation 4 gamers out there. 

Instead, it’s a machine for the 
hardcore players. In the words of 
Andrew House, president and  
group CEO of Sony Interactive 
Entertainment, it’s a console for the 
“very highly discriminating” gamer. It’s 
a device that’s going to run the same 
games as every other PS4 in the world, 
but that will enhance supported titles 
to deliver more detailed graphics and 
increased performance to levels 
thought impossible this generation.

Simply put, it’s a beefier PlayStation 
4 bulging with improvements that all 
add up to make the world’s best 
console experience even better. 

The dawn of 4K
Think of it as the difference between 
a minimum and max spec PC for a 
certain title. Both machines can run 
that same game, but the pricier PC 

can wring more detailed graphics out 
of its hardware, and push them to the 
monitor at higher or more stable frame 
rates. PlayStation 4 Pro does just that. 
It plays exactly the same game discs 
as a standard PS4, but thanks to a 
boosted central processor unit (CPU) 
clock rate and a graphics processing 
unit (GPU) packing more than double 
the power of PS4’s, it can do far more 
with that disc.

The headline act is 4K gaming. For 
the uninitiated, 4K televisions can 
display four times as many pixels as 
conventional high definition screens, 
making for extraordinarily detailed 
images. 4K-ready televisions are 
becoming more popular (you’ve 
probably seen the likes of Sky and BT 
advertising 4K TV packages), and 
Sony’s decided that now’s the time to 
start supporting these displays. 

“in andrew house’s words,  
it’s a console for the ‘very 
highly discriminating’ gamer.”

t
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What does a picture four times 
better than PS4’s best look like? When 
we sit down with open-world survival 
adventure Days Gone, we see for 
ourselves. Bend Studios currently has 
its latest game running at 2160p and 
30fps on PS4 Pro (translation: the 
same frame rate as the regular PS4 
version, but four times as detailed), 
and can demonstrate the differences 
between the two machines by way of a 
development kit option that switches 
output between 4K and 1080p visuals. 

The difference is startling. While 
Days Gone looks good in full high 
definition, the world comes alive in 
4K. We’re able to pick out every single 
leaf on a tree, each one sharply 

rendered by the 4K screen. In 1080p, 
these leaves become a little more 
clumped together and harder to define.

On the ground, blurry grass in 
1080p transforms into a sea of crisp 
blades in 4K, each individual strand 
swaying in the breeze and visible from 
a distance thanks to the ludicrously 
detailed resolution of the screen. 
Other slightly fuzzy features in high 
definition, such as the badge on 
protagonist Deacon’s chest, also snap 
into pin-sharp textures on 4K displays 
(that embroidered badge reads 
‘Enforcer’, by the way – we can almost 
make out every single stitch that 
forms the lettering).

It’s fidelity that holds up under 
close scrutiny. During a demo of 
Horizon Zero Dawn, we again get a 
chance to marvel at some leaves (in a 
world as lush and verdant as Horizon’s 
it’d be rude not to ogle the foliage), 
not from afar on a sofa, but mere 
inches from the screen. Guerrilla 
Games’ studio art director Jan-Bart 
Van Beek takes great delight in 
marching us over to the TV and 
watching while we study his work 
intently, as if we’re appreciating 
portraits at an art gallery. 

And of course the 4K features 
boasted by PS4 Pro stretch way 
beyond the world of gaming. While 
the absence of a UHD Blu-ray drive 
means you sadly can’t use your PS4 
Pro to play 4K Blu-rays, Sony insists 
there’s a pretty good reason for this 

Product Code
CUH-7000 series

Release
10 November

Price
£349

Colour
Jet Black

Main processor
Single-chip custom 
processor
CPU: x86-64 AMD 
“Jaguar”, 8 cores
GPU: 4.20 TFLOPS, 
AMD Radeon(TM) 
based graphics 
engine

Memory
GDDR5 8GB

hard drive
1TB

dimensions
Approx 
295x55x327mm 
(width x height x 
length)

weight 
Approx 3.3kg

optical drive
(read only)
Blu-ray x 6 CAV
DVD x 8 CAV

Input/output
Super-Speed USB 
(USB 3.1 Gen.1) 
port x 3
AUX port x 1

networking
Ethernet 
(10BASE-T, 
100BASE-TX, 
1000BASE-T)x1
IEEE 802.11 
a/b/g/n/ac
Bluetooth(R) 4.0 
(LE)

aV output
HDMI(TM) out port 
(supports 4K/HDR)
DIGITAL OUT 
(OPTICAL) port

Confirmed 
forward-compatible 
games
Call Of Duty:  
Black Ops III
Deus Ex:  
Mankind Divided
inFamous:  
First Light
inFamous:  
Second Son
Middle-earth: 
Shadow Of Mordor
Paragon
Ratchet & Clank
The Elder Scrolls 
Online: Tamriel 
Unlimited
The Last Of Us 
Remastered
The Witness
Uncharted 4:  
A Thief’s End

PS4 Pro enhanced 
(confirmed so far)
Battlefield 1
Call Of Duty:  
Infinite Warfare
Call Of Duty 4: 
Modern Warfare 
Remastered
Days Gone
Dishonored 2
Farpoint
FIFA 17
Final Fantasy XV
For Honor
Ghost Recon 
Wildlands
Horizon Zero Dawn
Killing Floor 2
Mass Effect 
Andromeda
Resident Evil VII 
Biohazard
Rise Of The  
Tomb Raider
Spider-Man
Steep
Titanfall 2
Watch Dogs 2

PS4 PRo aT a GlanCe“PS4 Pro will sit alongside  
and complement the standard 
PS4. We named it PS4 Pro  

to symbolise that it is part of this 
generation, and target it to the 
hardcore gamer or those who  
have invested in advanced display 
technology. At launch, PS4 Pro will 
become the number one provider of 
high resolution and HDR content.”
andrew house PRESIDENT & GROUP CEO, SONY INTERACTIvE ENTERTAINMENT
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omission – the dominance of 
streaming over physical media. As 
such, you will be able to watch 4K 
content from Netflix, and by 
Christmas it’s expected there will be 
upwards of 600 hours of 4K content 
available to you online – in America, 
at least. YouTube, meanwhile, is also 

making its PlayStation app 4K ready, 
and other video content providers are 
already following suit.

   
The hdR ReVolUTIon
A hike in rendered pixels isn’t the only 
new trick PlayStation has up its sleeve. 
Another cutting-edge technology it’s 
bringing to gaming is High Dynamic 
Range (HDR), and if you put the PS 
VR Aim Controller to our heads and 
forced us to pick between the two 
technologies, then to our eyes HDR is 
set to be even more impressive than 
the introduction of 4K support.

HDR is also a visual upgrade, but 
this time involving colours. HDR-
ready TVs are capable of displaying a 
much wider range of light and can 

output images that are far closer to 
how your eyes perceive the world, 
featuring rich detail in areas of both 
light and shadow at the same time. 

In broadcasting the PlayStation 
Meeting reveal around the world, Sony 
invited everybody to take a peek at 
this in action. The trouble is, with 
almost everyone watching the event on 
regular screens that were unable to 
fully convey the graphics of PS4 Pro, it 
was more than likely impossible for 
you to spot the differences between 
PS4 and PS4 Pro gaming. 

“How did we advertise colour TVs 
when we only had black and white 
sets?” questions Naughty Dog’s lead 
programmer Christian Gyrling,  
who’s busy working on PS4 Pro 
enhancements for both Uncharted 4: 
A Thief’s End and The Last Of Us 
Remastered. “It’s a little bit like that 
– if you had a black and white TV, 
you couldn’t see what colour TV was 
like to understand what all the hoopla 
was about.”

It might not have been translated 
via the reveal stream, but sitting in 
front of an HDR television and PS4 
Pro we can confidently say that this 
technology will change the way you 
look at games forever. In inFamous: 
First Light, one of a handful of 
forward-compatible games to support 
PS4 Pro’s extra power, Fetch’s pink and 
purple colours glitz off the screen with 
such vigour it’s like we’re standing 
beneath the bright lights of Las Vegas’ 
famous Strip. In Days Gone, the light 
of the sun shines with such intensity 
we almost feel like squinting.

“From day one since I started 
working on this game, it’s been my 
number one priority to make the 
underlying representation of how the 

Like to share screens and footage? PS4 Pro 
captures screens at 4K and video at 1080p.

Games that will be boosted 
by PS4 Pro will be highlighted 
by a ‘PS4 Pro Enhanced’ 
sticker on the box.

The addition of a third USB port on the back is a gift from above (well, from Sony) for 
PlayStation vR owners, who’ll need to have one hooked up to the processor box.

“to our eyes hdr is set to be 
even more impressive than the 
introduction of 4K support.”
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Let’s not mince words – horizon Zero 
dawn is the single most impressive game 
we’ve seen in action on PlayStation 4 Pro. 

Guerrilla Games’ open-world role-player feels 
like it was custom-made specifically to show 
off what the new console can do – perhaps an 
unsurprising feat given that the studio is 
renowned for delivering unprecedented 
graphics throughout PlayStation history  
(case in point: every Killzone game).

our latest demo takes place just beyond the 
game’s halfway point, and aloy, bedecked in 
rather summery garb, is on a mission to hunt 
down one of the Tallnecks (that robo-giraffe 
with the USS enterprise for a head). on PS4 
Pro her chase over ledges and under tree 
canopies looks borderline live-action thanks  
to the mix of near-4K (horizon isn’t quite 
achieving native 4K, but is running so  
close we’re told the difference is almost 
imperceptible to our eyes) and hdR colouring.

“when we got these TVs I didn’t actually 
expect full hdR to have this much impact,” 
confesses Guerrilla’s studio art director 
Jan-Bart Van Beek as we analyse the lighting 
effects. a raptor-like watcher fires red globs 

of plasma in our direction when we disturb its 
patrol, and as the balls shoot past the camera, 
colour practically fizzles off the screen.

Meticulous detailing is on show everywhere 
we look, from rock textures to skyboxes to 
aloy’s outfit, but the most impressive moment 
of all comes once she’s jumped onto the 
Tallneck and climbed up to the top of its head. 
as she rides the beast, sunlight glints off the 
top of its chrome saucer-noggin, the dazzling 
light revealing tiny scuff marks on the metal.

Then, as aloy slams her staff into the crown 
of the Tallneck’s head to override its systems 
(turns out it’s a walking ‘Ubisoft tower’ – doing 
this unlocks map icons for the surroundings 
ahead), holograms pop up that shine with an 
intensity that makes us realise a new 
hdR-ready TV has to be our next purchase.

“first of all we’re making sure that the 
standard version for the standard PS4 looks 
as good as is humanly possible,” insists Van 
Beek, not wanting to undersell how beautiful 
the 1080p game is looking. “That was always a 
prime target. and then we still have to figure 
out where we’re going to put all that extra 
power from Pro and how we best leverage it.”

on this evidence there’s little left to figure 
out – in terms of world-building, of mission 
structure, of mechanics and of raw visuals, 
Guerrilla Games has nailed it.

hoRIZon 
ZeRo dawn

So gorgeous you’ll want a new Tv

“as the plasma shoots 
past the camera, colour 
fizzles off the screen.”
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game is lit to be as close to reality 
[as possible],” enthuses Graham 
Aldridge, Bend Studio’s lead graphics 
programmer and the man 
masterminding Days Gone’s HDR 
enhancement. “That means extremely 
large ranges of intensity of light. For 
example, our sun is around 1,000 
times brighter than our moon, which 
is an enormous difference.”

As our demo of Days Gone switches 
between HDR and non-HDR mode, we 
begin to question how we ever 
managed without the tech before. 
Having seen the vividness of a sinking 
sun’s rays piercing through cracks in a 
barn door and bouncing off the 
surfaces inside, or the warmth of its 
light catching and illuminating the tear 
line in our character’s eyes, it feels as 
if all our years of HD gaming up until 
now have been conducted with mesh 
sun shields stretched over our screens. 

The heightened luminance makes 
Days Gone’s fire effects look like 
they’re licking the surface of the 

screen, while in Horizon Zero Dawn 
the piercing red eye of an angry 
Watcher dinobot is momentarily 
blinding as we’re caught in its glare. 
Shortly after our escape, we take the 
time to survey a huge vista, where 
light shining off clouds in a sky that’s 
swirling with colour helps illuminate a 
small forest in a valley otherwise 
shaded from direct sunlight. When we 
toggle to the non-HDR version, not 
only has the sun almost entirely 
disappeared behind clouds, the sky has 
been drained of its tones and the 
valley is just a black smear with barely 
any fine details visible.

“The difficulty in games of 
balancing for exposure is very much 
like a camera,” explains Aldridge. “You 
have to get the exposure right to 
balance the mid-tones, the shadows 
and the highlights. Typically you have 
to sacrifice the highlights to retain a 
sense of balance so you don’t feel like 
your eyes are straining.

“We have to compress the highlights 
down in order to put them onto a 
limited standard dynamic range TV, 
but with HDR we no longer need to 
do that. TVs can go dramatically 

brighter and we can represent the 
brightness of our screen much better.”

an eaSy fIx
What’s most surprising about all this 
new technology is that it really doesn’t 
require studios to invest much more 
development time on top of current 
production cycles. PS4 developers are 
already creating textures that hold up 
in 4K resolutions (why? It’s so that 
you can pick out all the fine detail 
on an object’s surface if you get up 
close to it with in-game cameras), 
but now this detail will be visible 
at much greater distances and with 
extra crispness. HDR implementation, 
meanwhile, is mostly a small coding 
issue to work through. “I’m predicting 
around 1% extra effort required across 
the whole project,” estimates Al 
Hastings, chief architect at Insomniac 
Games, who’s working on Spider-Man 
and adding 4K and HDR support to 
Ratchet & Clank.

He’s not alone in anticipating 
minimal disruption to development 
times and strategies. Sucker Punch has 
just two people handling the PS4 Pro 
upgrade for inFamous: Second Son and 

inFamous: First Light. One of those is 
creative director Jason Connell, who 
suggests the only new assets the team 
may need to create are bespoke HUD 
elements to ensure the UI is as 
razor-sharp as can be in 4K. Graham 
Aldridge at Bend Studio, meanwhile, is 
the only person on the team working 
on the PS4 Pro implementation for 
Days Gone – though he has been 
tinkering with various iterations of 
PS4 Pro hardware since as far back as 
late December 2015. 

Granted, more investment will be 
needed during testing, where 

PS4 Pro’s ability to largely eradicate 
the appearance of jaggies and 
shimmering lines is instrumental in 
grounding the likes of Days Gone.

Though PS4 Pro cannot play 
UHD Blu-ray discs, it can 
upscale standard Blu-ray discs 
and DvDs for 4K displays.

Netflix’s new Luke Cage 
Tv show is just one 
of many due to 
arrive on PS4 
Pro in 4K.

“as we switch between hdr and non-
hdr mode, we begin to question how 
we ever managed without the tech.”
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developers must ensure different 
permutations of PlayStation 4 types 
and TV types don’t throw up any 
unexpected situations in which 
lighting balances no longer work for 
certain hardware combinations. 

“Hopefully it’s doesn’t end up being 
a huge issue but it lurks out there in 
my mind as being a little bit scary,” 
confesses Insomniac’s Hastings of 

potential differences in HDR outputs 
from different television 
manufacturers. But both he and 
Naughty Dog’s Gyrling are still 
confident that TV manufacturers will 
quickly establish a standard 
benchmark for HDR support. 

“When we first started doing high 
definition, TVs all had their own 
processing and they were changing 
colours. But we finally got ‘Game 
mode’ as a standard feature on many 

1080p  
The main high 
definition 
resolution you’ve 
been used to up 
until now with PS4. 
Most conventional 
HD TVs display 
images with 1920x 
1080 pixels, more 
commonly known 
as 1080p (named 
after the number 
of vertical pixels).

4K  
The new 
benchmark for TV 
screens. PS4 Pro 
can output games 
at a resolution of 
3840x2160, 
otherwise known 
as 4K, Ultra-HD or 
2160p. Confusingly, 
the 4K here refers 
to the horizontal 
pixel count, not the 
vertical count like 
with 1080p. With  
8 million pixels 
making up a 4K 
screen, the 
resolution is four 
times greater than 
you will get with a 
1080p television.

high dynamic 
Range (hdR)  
A visual technique 
that helps to 
display a greater 
range of luminosity 
in a picture. 
Effectively 
mimicking the 

human eye, it’s a 
technology that 
allows compatible 
screens to display 
rich detail in very 
dark areas while 
also handling 
extremely bright 
detail in areas of 
highlights, both at 
the same time. 

frame rate  
The frequency at 
which your game 
outputs an image 
to the screen. 
Often discussed in 
terms of frames 
per second (fps), 
the higher the 
frame rate, the 
smoother the game 
feels to handle. 
Most PS4 and PS4  
Pro titles tend to 
run at either  
30fps or 60fps.

Supersampling  
An advanced visual 
technique that 
reduces the 
appearance of 
jagged edges in a 
game by outputting 
a bigger image 
than can be 
displayed by the 
television, and then 
using that extra 
fidelity to better 
calculate the 
average colours 
each pixel should 
render for a much 
clearer picture.

Jargon Buster
Discussing PS4 Pro’s capabilities 
requires a lot of technical talk,  
but what does it all mean?

“PS4 Pro is not the start of a new 
generation. Nor is it a console 
that’s going to blur the lines 

between generations. That’s important 
because there’s a certain cadence to game 
development. At the start of a generation 
there’s a lot of adjustment and learning as 
the developers dig into the technologies 
and tools that we give them. Our target  
is to take the experience to a new level 
without the disruption that moving to  
a new console generation would entail.”
marK cerny LEAD SYSTEM ARCHITECT, PLAYSTATION
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“it’s not hard to see why 
bioware chose this place 
to show off 4K and hdr.”

MaSS effeCT 
andRoMeda

Jetting off to a new galaxy on board the 
good ship PlayStation 4 Pro

How good does Mass effect andromeda 
look with the extra power of 
PlayStation 4 Pro to bring its alien 

worlds to newly vivid life? “The number of 
times there would just be people standing 
around, staring at our TVs, looking at a game 
we’ve all been working on for a couple of 
years now… that’s when you know you’re on 
to something,” laughs Bioware creative 
director Mac walters. 

The PlayStation Meeting gives us our first 
ever chance to get to grips with Mass effect 
andromeda in action. In a very short demo, 
protagonist Ryder is picking his way through 
an underground cavern teeming with floating 
plant-like aliens called Remnant.

It’s a dark and unwelcoming place. a 
dormant vault, its metallic hexagonal 
platforms feel cold and uninviting. But thanks 
to an abundance of luminescent threads 
running through almost every surface –  
not to mention the bright flare emitted by 
Ryder’s new booster pack every time he 
jumps across a gap – it’s not hard to see why 
Bioware chose this setting to showcase 
andromeda’s 4K and hdR support. The 

contrast between the vault’s dark corners 
and these brilliant elements is stunning in 
action – spinning blue holograms pulling our 
eyes away from the interactive panels we 
must activate to open the way forward. 

“we had a ‘strike team’ kind of approach,” 
says walters of the studio’s mindset for 
changing its development structure when 
incorporating PS4 Pro into its plans. “a lot of 
the challenges were just technological. we 
had a lot of support from Sony and a lot of 
support from frostbite labs because there 
are other ea games doing this, but once we 
solved all of that there was very little 
difference from a content perspective. our 
[existing] assets all held up; we were just 
seeing them in a new way for the first time, 
which was fantastic.”

fantastic is indeed the right word. and 
consider this: if Bioware’s able to make a 
dank, dark underground area zing off the 
screen, just image how eye-popping its 
unseen planet surfaces are going to look. 
we’ll bring you much more next issue…
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TVs.” It’s Gyrling’s hope that television 
manufacturers will, similarly, adopt a 
game-friendly mode for its HDR 
calculations to best preserve 
developers’ intended visions.

And not only is HDR 
implementation not intensive on 
developers, it’s not intensive on PS4, 
either. Which is why, now that 
Firmware 4.0 has been released, every 
single PS4, regardless of model, is 
HDR-enabled. Yep, even those 
first-gen, 2013 launch models. 

PlayInG IS BelIeVInG
You might not need a new PS4 
to take advantage of HDR, but 
unless you’ve recently updated 
your gaming setup then a new 
television is a must to enjoy 4K 
and HDR gaming. After our 
first-hand experiences with the 
upgrades, we’re already checking 
our savings accounts – the 
difference is that pronounced 
that going back to non-HDR 
gaming would be just as bad as 
returning to standard definition 
televisions after being 
accustomed to HD gaming. 
(Mercifully, 4K and HDR TVs 
aren’t too expensive – £800 
can net you a 43” Sony Bravia.)

So why bother with PS4 
Pro? Why not just buy a 
new TV and stick with 

PS4’s HDR update? It’s a valid 
question and a valid option, too, but 
4K and HDR tech are complementary 
features, and HDR lighting really helps 
bring out vast amounts of extra detail 
in 4K images. Since HDR technology 
only exists in certain 4K television 
sets, taking that route would mean 
you get the benefit of extra vibrancy, 
but you’ll only be outputting games at 
a quarter of their visual potential. If 

you have or are getting a 4K 
display, you’re going to want to 
make the most of it.

Undoubtedly, PS4 Pro is at 
its best when it’s unshackled 
and pumping out 4K and HDR 
loveliness all over a whacking 
great television capable of 
rendering PlayStation’s latest 
powerhouse in all its glory. 
Think of it as taking a Ferrari 
488 GTB onto the Top Gear 
Test Track and letting loose. 
Utterly marvellous. 

But just as there’s plenty of 
pleasure to be gained from 
taking that same Ferrari and 
driving on normal roads with 
speed limits, so too is there 
good reason to consider 
PlayStation 4 Pro even if a new 
television set isn’t something 

you can or wish to 
consider for the 
foreseeable future.

“Coming out on bleeding-
edge hardware such as PS4 
Pro leads to one of those 

situations where the hardware 
pushes us and we push the 
hardware. Back and forth it goes. 
When we got this opportunity,  
it presented challenges that  
we weren’t thinking about six 
months ago, but now that  
we’ve done them it’s amazing.”
mac walters CREATIvE DIRECTOR, MASS EFFECT ANDROMEDA
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faMIly MaTTeRS
PlayStation 4 Pro is just the tip of the iceberg – meet the 

other new members of the PlayStation family

£259

£54

DUALSHOCK 4 
Yes, it’s had an upgrade. The most obvious design 
change for the improved pad is the addition of a narrow, 
front-facing light bar at the top of the touch pad for 
clearer light-based outputs (such as a red light to 
indicate low health). There’s also a hidden new feature: 
the ability to communicate with PS4 via USB when 
plugged in, rather than Bluetooth, for reduced lag.

THE SLIMMER 
PLAYSTATION 4 
Released back on 15 September, the 
quieter, smaller, lighter, curvier and more 
energy efficient PlayStation 4 is now the 
new default model of PS4 hardware. 
Bundled with the new DualShock 4, it’s a 
500Gb console (though 1TB options are 
available) that’s hiding a nice secret: when 
sat horizontally, its feet are actually small 
PlayStation button symbols. Faster WiFi is 
the one notable hardware improvement 
over the original PlayStation 4 model, but 
gamers in need of an Optical Out port for 
specific audio devices should be aware that 
it no longer possesses one.
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£54

£129

£16

PLAYSTATION 
CAMERA 
Its specifications are a match for the 
existing PlayStation Camera you’ll 
see over in our PlayStation VR launch 
magazine, but the new cylindrical 
design isn’t just for show. Combined 
with the bundled stand it allows you 
to better angle the PS Camera and 
place it in a wider variety of spots, 
such as atop your TV.

PLATINUM 
WIRELESS 
HEADSET 
7.1 surround sound powered by 3D audio to 
deliver positional sound for compatible 
games (yes, you’ll hear things as if they 
were above and below you), plus noise-
cancelling microphones for crisp chat make 
this PS4’s prime headset. A bundled 3.5mm 
jack means it also works with PS Vita and 
other mobile devices.

“7.1 surround 
sound and 3d 
audio maKe it 
ps4’s prime 
headset.”

vERTICAL STAND 
Compatible with both the slim PlayStation 4 and 
PlayStation 4 Pro thanks to two bundled 
connectors, Sony’s designed its new vertical 
stand using translucent materials for a very 
artistic reason – it’s supposed to resemble 
the shadow of the console that’s 
standing upright.
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With the right TV, PS4 Pro is 
designed for 4K and HDR gaming. 
That much is clear. But without that 
TV, all that extra hardware oomph 
needs a new home – and Sony has 
given developers free rein to do with it 
as they choose to increase game 
performances on your standard telly. 
Same 1080p graphics but with boosted 
frame rates? Same frame rates but with 
enhanced graphics thanks to various 
shaders and supersampling techniques? 
Absolutely – the choice is all down to 
developers. Or, if that developer is Rise 
Of The Tomb Raider custodian Crystal 
Dynamics, the choice is up to gamers.

That’s because the studio has taken 
a leaf out of PC gaming’s playbook and 
created three different visual settings 
for you to select between. “We have 
4K, locked at 30fps, which is 
beautiful,” says studio co-head Scot 
Amos. “But you can actually have two 
different 1080p settings as well. One is 

called High Frame Rate, where we lock 
at 1080p, do a few compromises on 
some of the rendering and unlock 
frame rate so it can go as high as it 
can. We’ve seen north of 45fps. 

“The other option is called 
Enhanced Visuals, which is also locked 
at 1080p, and at 30fps, but now we 
throw the kitchen sink at it: rendering 
every damn thing we can think of, 
multipassing-this and lighting-that… 
Just beautiful pixels on-screen.”

For first-party studio Naughty Dog, 
the approach to 1080p upgrades has 
been markedly different. “We come up 
with a vision and an immersion in a 
gameworld that we want to convey to 
the user,” says Gyrling. “We don’t want 
you to go changing a bunch of settings 

PS4 Pro can play all PS4 games, but forward-
compatible titles need patches to run better.

“there will be  
no playstation 4 
pro-exclusive 
games, or modes.”

SPIdeR-Man
Cool story, Pro

Spider-Man is a beast on 
PlayStation 4 Pro. “It 
outputs a full 4K image,” 

confirms chief architect al 
hastings. “The hardware’s not 
upscaling it, the TV’s not 
upscaling.” Cue some rather 
pleasurable tingling on our 
part that we’re best off 
chalking up as “Spidey-sense” 
for everybody’s benefit.

Insomniac Games’ 
open-world Spider-Man is 
astonishing to behold in 4K. 
from a distance, new york 
positively gleams. and no 
matter how close the camera 
gets to Peter Parker, his suit’s 
fabric never seems to lose 
detail. we’re betting that even 
the Captain america: Civil war 
Spidey is jealous of it.

with Spider-Man still deep in 
production (our most recent 
glimpses at the game are, 
sadly, fleeting), Insomniac is 
letting PS4 Pro’s new 
technology help steer where it 
goes. In particular, hdR 
lighting is beginning to be a 
consideration when it comes 
to storytelling. “how do you 

compose shots? especially 
cinematic shots?” muses 
hastings. “It’s an open-world 
game so there’s not a lot of 
situations where we’re 
composing camera shots 
outside of the cinematics, but 
within that space we certainly 
want to start thinking about 
what plays well with hdR and 
shows off the full range that 
our TVs are able to display.” 
new york skylines at sunset 
sound like the perfect frame 
for that very thing…

and what of more 
conventional televisions? what 
can we expect PS4 Pro to do 
for Spider-Man in regular hd? 
Insomniac’s still working that 
out, but is already thinking 
about using extra CPU 
potential to help further 
populate its rendition of the 
famous city – particularly by 
dropping people and cars into 
the distance. “That’s an area 
where you can push a little bit 
and it’s not changing the 
game,” says hastings, “and we 
want the experience to play 
the same [across formats].”

Thanks to 4K, Spider-Man is always ready for his close-up on PlayStation 4 Pro.



Looking to upgrade? Thanks to Firmware 4.0 you can transfer all your data from PS4  
to PS4 Pro (or, indeed, to a slim PlayStation 4) by linking them with an ethernet cable.
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– it’s too distracting. So even though 
it’s possible and some games have full 
right to make those changes, that’s up 
to each studio.”

One thing all developers are keen to 
do is avoid handing PS4 Pro players an 
advantage over PS4 players in 
multiplayer situations. PS4 and PS4 
Pro, of course, share the same 
communities, but it would obviously 
be wrong to give Pro players any kind 
of edge in competitive scenarios with, 
say, boosted frame rates. For solo 
experiences, however, improved 
performance is the goal for those older 
games being patched to support PS4 
Pro’s upgrades, and thanks to a 
technique called supersampling these 
titles can display better graphics than 
standard PS4s, even when running on 
a 1080p television.

It’s achieved by PS4 Pro creating an 
image bigger than can be rendered in 
1080p, then downscaling it to fit. 
Sounds pointless? Far from it: this 
technique results in noticeably more 
detail and sharper images than with a 
standard 1080p output. 

VIRTUal PRoGReSS
And then there’s PlayStation VR –  
a device so new it isn’t even out yet. 
Here, too, PlayStation 4 Pro puts its 

extra muscle to great strength, as we 
discover for ourselves when we get to 
test first-person shooter Farpoint on 
both PS4 and PS4 Pro. 

“We’re rendering twice as many 
pixels,” confirms Greg Koreman, 
founder of Farpoint developer Impulse 
Gear, when we comment on the extra 
detail we spy in our Pro playthrough. 
“That works like supersampling, and 
you see a much clearer and crisper 
image on the screen. Although the 

hardware for the headset is the same, 
we can render a much cleaner-looking 
picture for PS4 Pro.”

For teams working on both 
televisions and VR (Rise Of The Tomb 
Raider’s VR chapter is also improved 
by PS4 Pro to the extent that 
playtesters have been taking around 
two times longer to complete the level 
than normal because they spend so 
much time marvelling at the details), 
it’s clear that PlayStation 4 Pro is 
something special. Each developer we 
speak with about the new console has 
a head-splitting grin like a kid at 
Christmas who’s not only woken up to 
the sight of every toy on their list but 
to discover that Santa Claus, in a fit of 
mince pie-overload, has decreed that 
Christmas should come but 365 days a 
year from this point onwards. 

There’s a palpable sensation that 
PS4 Pro has already helped liberate 
these creators, and that visions too 
advanced to be realised by the older 
technologies and TVs of 2013 (yes, the 
speed of progress is indeed shockingly 
rapid) are now being fully realised. Not 
just for the games of the future, but 
retrospectively, for older ones, too.

As for us? The arrival of PS4 Pro 
means significantly better gaming 
experiences without the risk of the 
PlayStation 4 community becoming 
fractured. There will be no PlayStation 
4 Pro-exclusive games. No PlayStation 
4 Pro-exclusive game modes. No 
issues with compatibility of 
peripherals. Just the games you know 
and love with nearly every dial 
whacked up to maximum. For any 
gamer serious about their time with 
PlayStation, it’s time to go Pro. 

“We realised that for the very 
highly discriminating gamer there 
is always a desire for advancement, 

and they want it in this generation. As 
technology continues to evolve, bringing 
with it new ways to realise the aspirations 
of the gaming community, we’re adjusting 
and accelerating our innovation cadence.”
andrew house PRESIDENT & GROUP CEO, SONY INTERACTIvE ENTERTAINMENT
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METALPOCA LYPSE NOW 

titanfall 2

OPM flies out to Respawn to go hands-on with titanfall 2 
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METALPOCA LYPSE NOW 

titanfall 2

and discover a solo campaign two games in the making
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ew to the hectic first-person 
shooter that is Titanfall? Here’s 
what an average five minutes of 
it is like: a battleship descends, 
then spits several soldiers out 
into the field. Surprise! One of 
those soldiers is you. No time 
to think, only to run between 
buildings as bullets fly past 
your face. You shoot down a few 
opposing soldiers, then whip 
out the smart pistol, aim, and 
take out four more with one 
pull of the trigger. 

But a fifth soldier gets away, 
double-jumping 
towards a nearby 
skyscraper before 
running along the 
wall and darting 
around the corner. 
Should you give 
chase? No need, 
because he’s already returned, 
four times as tall and 100% more 
deadly. He’s now in a Titan, a 
hulking battle mech designed to 
crush, shoot, burn or laser-death-
beam puny footsoldiers. 

A moment ago you watched 
that Titan burn through the skies 
as it descended from the heavens, 
now it’s marching towards you 
for the kill. You scream for mercy 
(wishing you hadn’t left the 
headset mic on) but it ignores you 
in favour of bashing another Titan 
in the face. Now you’re watching 
a mega robot brawl in the middle 
of a parkour-filled gunfight. 
There’s only just enough time to 
think: 1) This is fantastic, and 2) 
What the hell is going on? And a 
full two years on from the original 
game’s (sadly non-PlayStation) 
release, we’re still not sure. 

The gameplay was easily 
mastered in the first hour thanks 
to a handy tutorial and intuitive 
controls, but Titanfall never had 
a single-player campaign. Plenty 
of lore, characters and intrigue 
in its multiplayer modes, sure, 
but it all became background 
noise when there was so much 
beautiful madness fighting for our 
attention in the foreground. 

That’s not an oversight 
Respawn intends to make again. 
“A big community thing was ‘Hey, 

we want a single-player’,” says 
Mohammad Alavi, senior designer 
on Titanfall 2. “‘You’ve got all this 
lore and this universe-building, 
but it’s kinda hard to get it when 
you’re getting your ass kicked. I 
want to immerse myself in it.’ So 
that was a big [request]. We’re 
a bunch of ex-God Of War and 
Call Of Duty developers, so we 
have a passion for single-player 
campaigns. The community 
wanted it and we wanted it, so 
the decision was easy. The hard 
part was figuring out what it is.”

Pilot Fall
On the evidence of the Titanfall 
2 campaign’s delightfully OTT 
opening, all of that ‘COD Of War’ 
experience is being put to good 
use. It starts with an escape pod, 
coated in flames as it burns up in 
the atmosphere of the planet it’s 
rapidly sinking towards. Inside 
is our protagonist, Jack Cooper, 
a soldier who’s been assigned to 

this research planet, Typhon. But 
the panicked cries of “We’re going 
down!” make it clear he wasn’t 
supposed to arrive like this. Jack’s 
the lowest ranking class, virtual 
cannon fodder, but he’s about to 
go through one hell of an audition 
to become a pilot.

“So you’re Jack Cooper, a grunt, 
a rifleman,” explains Alavi. “In the 
Titanfall universe, pilots are like 
the green berets, the SAS. They’re 
the ultimate badasses. Everybody 
aspires to be one. Captain 
Lastimosa is a pilot, and has 
taken you under his wing.” He’s 
your mentor, your Obi-Wan, and 
not someone we’d (SPOILER 
WARNING) recommend getting 
attached to. “Lastimosa likes you 
and he’s basically trying to 
accelerate your training. To get 
you to be a pilot. It’s unfortunate 
that sh*t hits the fan…”

No kidding. Jack scrambles out 
of the wreckage of the escape pod 
and straight into a war zone. The 
sound of gunfire is constant as a 
mission marker tells him to 
‘Escape the Crash Site’, and 
already two footsoldiers have 

arrived to finish 
him off. Jack takes 
them both out, 
takes a step forward 
and… is knocked 
unconscious. Game 
over? Hardly. It’s a 
classic meant-to-

fail opening. What else should we 
have expected from the team that 
made COD 4: Modern Warfare?

Rude awakening
Jack comes to in a forest, awoken 
by two alien creatures that look 
like they’ve just roared off the 
set of Jurassic World. They’re 
fighting over which one gets the 
honour of eating us alive. Luckily, 
we never have to find out as a 
spray of bullets slays them both. 

Our saviour is a Titan sprawled 
on the ground, which celebrates 
the kills by spitting out the 
wounded pilot inside. This is 
Captain Lastimosa, your 
mentor, who (final SPOILER 
WARNING, but come on – 
you can see where this is 
going) isn’t going to make it.

“You’re caught behind 
enemy lines and Captain 
Lastimosa dies,” says 

n
“we’Re ex-gOd Of waR 
devs with a PassiOn  
fOR single-PlayeR.”
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Respawn has already said 
that titanfall 2 will take 
advantage of Ps4 Pro to 
boost its performance.

it’s no surprise to learn 
that the helmet design was 
very consciously inspired 
by star wars’ Boba fett.

ea has confirmed that titanfall 2 doesn’t require an always-on connection for its single-player campaign, contrary to previous reports and rumours.
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there are six titan types, all new to the series, 
in multiplayer. “the first thing is figuring what 
kind of play style you’re trying to create this 

titan for,” explains senior designer Mohammad alavi 

on the design process. “it’s almost like a fighting 
game. are you trying to make it for the guy who’s 
quick? Or the guy who’s the rail shooter sniper guy? 
Once you figure that out, you basically give them a 

bunch of tools that are fun to use individually, but 
also combo well. the last part is contextualisation. 
how do you make the coolest version of that? so 
that’s where things like chest lasers came from.”

NEW TITANS ARE GO
it’s not called ‘Manwithgunfall’ for a reason. we talk to Respawn about its multiplayer mechs

ion
death laser fan ion wields the shoulder-mounted 
laser shot, tripwire, vortex shield (which can 
absorb bullets and return them whence they came) 
and chest-fired laser Core abilities.

legion
gun obsessive titan legion is packing Power shot 
(with knock-back force), short-and-long-range-
round Mode switch, gun shield and auto-lock-on 
predator cannon smart Core abilities.

Ronin
a speedy titan equipped with a sword for close 
combat duels, Ronin’s abilities span an electric-
infused arc wave, the reality-jumping Phase dash, 
sword Block and the power-boosting sword Core.

noRtHStaR
a deadly “flying sniper” titan, the Cluster Missile, 
vertical take-off hovering vtOl, titan-lashing 
tether trap mines and rocket-firing hover mode 
flight Core abilities make her a terrifying foe.

SCoRCH
this pyromaniac titan boasts firewall, incendiary 
trap, heat shield and flame Core abilities – that 
last one unleashing a massive wave of flames that 
roasts everything it comes into contact with. Burn.

tone
female demolitions titan tone is rocking four 
blammo-centric abilities: tracker Rockets, sonar 
lock, Particle wall (a defensive barrier she can fire 
through) and guidable rocket barrage salvo Core.
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Alavi. “But first, Lastimosa 
realises his Titan is dead in the 
water without a pilot. And you, 
without a Titan, are never going 
to survive this. So he gives you 
his helmet and allows that link to 
the Titan, BT.” From this point on, 
the Titan known as BT is your 
companion for the rest of the 
game, and Respawn’s keen to 
explore this relationship between 
a soldier and his pet killer robot. 

“The great thing about BT is 
he’s his own character with his 
own personality. When you first 
get into him, he knows you’re an 
acting pilot and that you’re just 
starting out. He’s more of a 
guidance figure in the beginning, 
but your relationship and arc is 
going to progress. You’re basically 
going to prove yourself as a pilot.” 

BT may have character, but it’s 
a coldly logical one that would 
make Mr Spock proud. At one 
point he suggests throwing us 
across a chasm to reach the next 
goal, trying to reassure us with a 
“68% chance of success.” Cheers, 
BT. Really boosting 
our confidence here.

But one step at a 
time. Before Jack 
can activate his new 
Titan, he needs to 
replace the battery 
which powers it. 
We’re no strangers to the 
frustration of getting an awesome 
new toy at Christmas only to find 
that cheapskate Santa didn’t 
throw in the required batteries. So 
Jack starts dashing through the 
forests to hunt for one. 

Naturally, there’s plenty of 
shooting, but much of the 
gameplay consists of Jack using 
his extraordinary abilities to scale 
cliffs, double-jump over obstacles 
and run along rock walls. Later we 
see these impressive traversal 
skills used for some Prince Of 
Persia-style platforming sections, 
elevating the series’ parkour skills 
to a whole new level. 

“We didn’t just want to take 
these really great gameplay 
mechanics and designs from 
Titanfall and just plop them into 
a hallway with a bunch of 
explosions,” says Alavi about the 
decisions that have gone into 
developing the campaign. “That 
wouldn’t really make those 

designs shine, and that’s what I 
think single-player is all about. 
It’s about making any one 
particular design or gameplay 
mechanic shine. Making it the 
best version that it can be.”

Bt-’em-uP
At least you won’t have to worry 
about your Titan being the best 
it can be, as BT is apparently the 
greatest Titan ever made (even if 
his batteries aren’t included). “So 
the Titan you have is a vanguard 
class Titan,” explains Alavi. “From 
a narrative standpoint, it’s the 
first Titan that’s home-made 
by the militia, and it’s the most 
advanced Titan in the world at 
the moment. I say that because he 

can take any of the abilities of the 
other Titans and use them. He 
basically has a 3D printer on his 
back, and it’s not just weapons 
that he takes – it’s weapons and 
combo abilities both.”

BT’s one hell of a prize then, 
but Jack should pay attention to 
the small print. There are three 
protocols each Titan follows, and 
they’re not as pilot-friendly as 
Mr Cooper might like: “So the 
first protocol is ‘link to pilot’, 
because without a pilot a Titan is 
not nearly as effective. It can’t 
make decisions on its own and 
needs you to make basic moral-

compass choices for it. The 
second protocol is to complete 
the objective. Whatever the 
quest’s objective happens to be,  
it will die trying to finish that 
objective or until its mission is 
completed. And the third protocol 
is to protect the pilot.” 

Wait, so protecting us is less 
important than completing the 
mission? “The mission is the 
most important one in this 
campaign. That is a list of 
priorities in order,” confirms 
Alavi. Maybe we shouldn’t have 
been so hasty to link up after all.

From what we’ve seen, Jack’s 
journey to finish Captain 
Lastimosa’s mission will be a 
campaign with strong variety. 
Fast-paced free-running, some 
very Far Cry-ish stealth sections 
(which should fit perfectly with 
the invisibility and stealth kill 
mechanics carrying over from the 
original Titanfall) and, naturally, 
more of the excellent shooting 
and Titan brawling that saw the 
original’s multiplayer so well 
received. Concerns that we’d be 
limited in our abilities in the solo 

campaign are 
quickly blasted 
away when we spy 
Jack sprinting 
around, blowing up 
enemies with a 
rocket launcher. 

Typhon’s also a 
feast for the eyes, its jungles 
clashing nicely with the more 
industrial Titan-built settings.  
At the very least, we’re hoping 
single-player gives us some 
decent training with all the Titan 
powers and weapons we’ll be 
using to deal death to our  
friends in multiplayer.

Reeling uS in
Actually, stuff the Titans and 
keep your guns: now we’ve gone 
hands-on, our new favourite way 
to finish off an opponent online is 
with the grappling hook. Titanfall 
2’s newest toy fits seamlessly 
with your parkour powers 
and is great fun in practice. 
In a game where you can 
double-jump and run across 
walls, being able to grapple 
around the map feels like 
the final traversal tool that 
was missing from TF1. 

the punchy shooting is just what you 
expect from Call Of duty 4 veterans.

it’s never fully explained whether titan 
suits have in-built toilet facilities.

“the titan yOu have is 
the MOst advanCed in 

the univeRse.”
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Though it doesn’t zipline us 
quite as quickly as we want it 
to (other players still need some 
chance of being able to shoot us, 
after all), the class-specific tool 
is great for getting over buildings 
and making ridiculously split-
second escapes from Titans. Oh, 
and did we mention we actually 
manage to grapple another player 
towards us for a kill, à la Mortal 
Kombat’s Scorpion? Say hello to 
your new favourite execution.

“The grappling hook was 
actually one of the earliest 
experiments we did. And it was 
immediately obvious that it was 
really, really fun,” explains Jon 
Shiring, lead engineer. “It was an 
early experiment that paid off 
huge. You can do a lot of stuff 
with it that’s not immediately 
obvious. The first thing is you’ll 
point at something and grapple to 
it. And then you’ll start grappling 
something and then using your 
boost to go around it or over it. 

“Heh, and then there’s some 
really advanced stuff that some 
people in our office 
know how to do…” 
More satisfying 
than grappling 
another player to 
their doom? We 
can’t wait to see.

Grapple is just 
one of six choices of Pilot 
Tacticals (special abilities), with 
others including the Holo Pilot 
and Pulse Blade skills. Holo Pilot 
creates a hologram of your last 
move, hopefully tricking your 
enemies into thinking the 
projection is you so they waste 
valuable shots and seconds 
shooting your harmless decoy. 
Pulse Blade, meanwhile, 
is a rare throwable 
weapon that’s 
arguably just as deadly 
if you miss. The 
blade provides a 
sonar pulse that 
can detect 
enemies, even 
through walls 
– well-drilled, 
smart teams can 
use the feature for  
some blood-
pumping tactics 
reminiscent of 
Rainbow Six Siege.

One month from launch, our 
pick of Titanfall 2’s multiplayer 
modes is easily Bounty Hunt. 
Two opposing teams have to kill 
AI enemies for cash on certain 
parts of the map (some are worth 
$10, others $20, etc) and at 
certain times, ‘banks’ will open 
across the map, and you’ll have to 
deposit your winnings if you 
want them to contribute to your 
team’s score. Get killed and half 
the money you’re holding is gone. 
Kill another player, though, and 
you’ll take half their winnings. 

If you’re planning to camp by a 
bank, it’s even possible to wait for 
someone to start depositing their 
winnings, then grapple them and 
snatch their cash. Nice one pilot, 
you’re showing all the signs of a 
promising career on Wall Street. 

gReed iS good
It’s an excellent risk/reward mode 
that encourages smarter play than 
just going for a high kill-count. 
It’s at its best when an AI Titan 
attacks, as this is where the big 
money lies. Each successful hit on 
a Titan throws cash at you, and 

whoever delivers the killing blow 
gets a massive payout (and 
immediately becomes priority 
number one for every other 
player, naturally). It’s well balanced 
too, with a decent deposit able to 
shift the fortunes of either team 
towards victory. 

So the greedy, money-obsessed 
murderers like ourselves will be in 

heaven. But suppose you’d 
rather play with a less 
sinful bunch of pilots? 

That might be easier 
than ever, thanks to 
Titanfall 2’s Networks 
multiplayer system. 
Shiring describes 
Networks as Titanfall 
2’s attempt to create 
a “less hostile, more 

friendly experience,” 
with online multiplayer. 

“My favourite part of 
any game is that first 

weekend where all 
your friends are 

online. It’s easy to make a big 
party, you’re talking to your 
friends, you’re meeting their 
friends and it’s this really social 
experience. But with any game, a 
while later you go online and you 
might be the only one on your 
friends list playing. It becomes 
this really quiet experience, 
because everyone mutes their 
mic, and they go into matches 
and it’s just this pure grinder of 
competitiveness. Every game 
seems to go from being very 
social to really not at all social. So 
I wanna try to encourage more 
fun social partying up, and going 
in with people who you recognise, 
and being able to go out with 
them and have fun.”

The system lets you create your 
own Networks, or join others. 
Either in-game or on the Titanfall 
2 website, you can name your 
Network and specify what kind of 
games you want to play and what 
players you want to encourage 
joining. Only interested in Pilots 
versus Pilots, the mode that takes 
Titans out of the game? We’re not 
fans, but if you are, it’ll be very 

easy to find like- 
minded players.

RiSe ‘n’ Fall
The first Titanfall 
offered a sublime 
multiplayer playbox, 
but Respawn is 

aiming to make the series’ PS4 
debut a more complete game. 
From our time at the studio it’s 
clear the solo campaign is on 
track to do just that, although 
returning players are questioning 
changes made to the multiplayer 
formula. Indeed, August’s first 
online Tech Test saw Titanfall 
veterans up in arms over its 
slower pace and a controversial 
Titan counter that kept mechs 
out of less skilled players’ grasp. 

Respawn’s response has been 
swift, and although initial tweaks 
haven’t addressed every concern, 
the team’s set on fixing the 
missteps before release. 
After all, Titanfall built its 
name around its community. 
Just like its Titans, the 
team’s top priority is its key 
objective. And, quite simply, 
that mission is to give you 
exactly what you want. 

“the gRaPPling hOOk  
was an eaRly exPeRiMent 

that Paid Off huge.”



Respawn has made it clear it’s paying close attention to all the negative tech test feedback, promising to adjust features and rebalance combat before launch.
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in a commendable move, 
every map and mode that’s 
due to be released as dlC 
will be free for all players.

the online tech test has 
been met with criticism 
over changes made to the 
original’s winning formula.
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booty-0’s 
and the 
beast 

incarnate
It’s all-change in the world of Sports Entertainment. 
Alex Dale visits SummerSlam to verbally grapple with 

WWE Superstars and spar with WWE 2K17, and 
discovers that the New Era has resulted in a sim as 
vibrant and varied as Randy Savage’s laundry basket



WWE 2k17 is dropping its popular 
Showcase mode to instead place 
more focus on the Universe mode.
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T
his year, WWE officially 
entered a New Era. Don’t 
believe us? Well, why 
don’t you just ask Michael 
Cole and the rest of Raw’s 
TV commentary team – 

they’ll be sure to loudly remind you 
at least four or five times during 
every weekly broadcast. 

But it’s not just a completely empty 
marketing slogan, of course. The New 
Era finally gives a name to a cultural 
shift that has been quietly ticking 
away behind the scenes at WWE for 
the last few years now – one that has 
given rise to the most dynamic, varied 
and thrilling rosters the company has 
ever assembled.

The New Era is a delayed reaction to 
the death of rival promotions WCW 
and ECW at the turn of the century. 
With fewer places left for up and 
coming wrestlers to learn their craft, 
WWE was forced to develop the bulk 
of its new talent completely internally. 
Traditionally seen as the ‘Land of the 
Giants’, it was not exactly a big 
surprise that the bulk of the rookies 
who graduated from WWE’s farm 
systems in the noughties tended to be 
muscle-bound monsters. 

The likes of John Cena and Brock 
Lesnar achieved superstardom, but as 
the decade wore on, it became clear 
that most newcomers lacked the 
seasoning to properly connect with the 
audience. Instead, it was surprising 
outsiders such as CM Punk and Daniel 
Bryan who rose to the top of the 
ladder – wrestlers who didn’t have the 
body-building physique that WWE 
preferred, but had honed their own 
individual fighting styles on the 
worldwide indie circuits. 

After years of battling the oncoming 
tide, The Powers That WWE have 
eventually decided to embrace it, and 
in recent years, the company has 

dropped its obsession with aesthetics 
and snapped up numerous unorthodox 
free agents who surely wouldn’t have 
been given the time of day a decade or 
so ago. Even the most casual fans will 
be familiar with the likes of Sami Zayn 
and Kevin Owens, and the hits just 

keep on coming, as WWE 2K17’s 
136-strong roster – rather magnificent 
in its breadth and depth of fresh talent 
– perfectly illustrates.

AJ Styling 
For 2K Games’ long-running series, 
the influx of new styles and influences 

delivers tangible gameplay benefits 
right from the off. Just a few short 
years ago, the intrigue that came from 
scanning the updated roster list for 
new Superstars began and ended with 
the prospect of seeing their entrances 
digitally recreated. Now, each addition 
promises new ways to play and to 
express yourself. 

The first new face we get to grips 
with, AJ Styles, will prove an instant 
favourite for players who like to 
move fast and strike hard. His pacy, 
offensive moveset of flying forearms 
and springboard splashes delivers a 
difficult-to-counter one-two punch 
of blistering speed and high velocity 
attacks, many of which can be 
transitioned directly into a pinning 
combination if you’re swift of thumb. 

His hybridised approach is 
particularly effective thanks to 
rebalanced match pacing that better 
reflects the flow of modern-day WWE 
bouts. The rock-paper-scissors chain 
wrestling that dictated the opening 
moments in the past few games is 

still present, but its influence has been 
pared back, allowing aerial combatants 
such as Styles to fly out of the gate 
from the opening bell without getting 
bogged down in a technical tug of war.

Given the growing profile of 
submissions in WWE, sometimes 
it pays dividends to stay grounded 

and work over an extremity in 
case the opportunity to lock on a 
submission finisher – in AJ’s case, 
the Calf Crusher – presents itself. 
If you remember, the cat-and-
mouse submission mini-game was 
easily the most broken part of last 
year’s package, but here it’s been 
heavily rebalanced, meaning there’s 
little chance of tapping out from an 
innocuous armbar this time.

Mirroring the greater focus on 
submissions, the HUD has been 
successfully rejigged, with character 
portraits replaced with a body part 
damage gauge – the long-standing 
feature now taking up permanent 
residency on the screen. It’s a handy 
tool, even if bagging a submission is 
the last thing on your mind. 

The next character we grapple with 
is a DLC exclusive: newly crowned 
NXT Champion Shinsuke Nakamura, 
who comes as part of the NXT 
Collector’s Pack alongside Apollo 
Crews and Nia Jax. Nakamura, as fans 
will be aware, is the ‘King Of Strong 

“ThE 136-STRoNg RoSTER IS 
mAgNIfIcENT IN ITS bREADTh AND 
DEpTh of fRESh TAlENT.”
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Inspired by NXT TakeOver 
Dallas, inaugural Universal 
Champion Finn Bálor now has 
an entrance with a chainsaw.

G o l d 
s ta n d a r d
goldberg on his return to 
the WWE Universe

OPM: Have you had a chance to see 
yourself in the game?
goldberg: Yeah! I just came back from 
gamescom in germany, I landed this 
morning actually. The likenesses are 
incredible. The graphics are real state of 
the art stuff. I’m honoured to be in it.

OPM: Who are you looking forward to 
getting into the ring with? in the game, 
we mean, obviously…
gB: I like that you can pit me up with guys 
I’ve never been in the ring with before.  
I don’t just mean today’s roster – the 
reality is there are guys who I never got a 
chance to face off with back when I was 
wrestling. like The Undertaker, or Kurt 
Angle. hmm. hopefully Kurt’s in the game. 
[Nope – but we just didn’t dare say the 
disappointing news to goldberg’s face.]

OPM: you were a rare case of someone 
who was able to achieve stardom 
straight from WCW’s Power Plant 
training facility. What did you do 
differently that made you stand out? 
gB: I was a huge fan of mixed martial arts 
back then. I went to the first ten Ufc 
events, before it got big. I knew when I 
made the decision to become a wrestler, 
that the only way I could look myself in the 
mirror in the morning was to do 
something that looked as violent and as 
real as possible – to give the fans as much 
reality as I could. So I studied UWf, 
pancrase and hundreds of hours of tapes 
to develop my in-ring persona. I was 
videoing every single thing I did, just 
figuring out how I could make it better. 
[lots of] studying!
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Style’ – a Japanese wrestling 
discipline focusing on sharp, sudden 
martial arts strikes. Such is life 
when you’re controlling Nakamura, 
as you paint the upper half of your 
opponent’s damage meter red with a 
brutal array of kicks and chops, before 
landing the devastating Kinshasa knee 
strike for the finish. 

BrAWlS COunt AnyWHere 
The only question is, where are you 
going to choose to hit it? There’s 
more freedom on this front than you’d 
think. Previously, moves along the 
lines of the Kinshasa, that normally 
require a run-up from the corner 
of the ring, would be off-limits as 
soon as the action takes a spill to 
the outside. But now each Superstar 
has his or her own bespoke ringside 
signatures and finishers, and in 
Nakamura’s case it allows him to 
clobber his foe with a Kinshasa variant 
while scrapping outside of the ropes.

Certainly, you’ll be given every 
chance to use them; for the first 
time since Smackdown vs Raw 2008, 
it’s possible to brawl amongst the 
crowd. In falls-count-anywhere bouts, 
it’s even possible to take the fight 
up the entrance ramp and into the 
backstage area, where there’s plenty of 
opportunity for comic mischief. 

The backstage element is such a 
refreshingly raucous change of pace 
that it’s also been implemented as a 
standalone mode, where the aim is 
to win by TKO. The area behind the 
curtain is effectively a long corridor 
lined with boxes that can be used as 
makeshift launch pads, and countless 
bins and chairs just begging to be 
introduced to foes’ spinal columns. At 
the very top of the corridor, we spy 
Cathy Kelley conducting an interview 
with Dean Ambrose. Sadly they both 
scarper before we reach them, but as 
a consolation prize we’re able to hurl 
our opponent into the light riggings.

Once we tire of the main corridor’s 
delights, we branch off into one of the 
side-rooms on either side, opening the 
doors by pressing o, or by using our 
playmate’s head as a battering ram. 
Each room corresponds to a familiar 
backstage setting as seen on Raw – 
our personal favourite place to duel in 
is Triple-H’s executive office, in which 
the big man watches on, nonplussed, 
as we trash the joint. If that’s not 
worthy of a 30-day suspension, we ask 
you, what is?

Although we don’t get a chance to 
see for ourselves, we’re assured these 
brawls can also be initiated while your 
rival is cutting a promo on you in 
WWE Universe mode, which has been 
retooled to better reflect the drama 
that powers the TV shows. If you want 
to heat up a feud, you can now deliver 



b o s s  b at t l e
opm faces off with The 
boss, Sasha banks

[We get off to an awkward start as  
the 2K representative erroneously 
introduces us as Official Xbox  
Magazine, of all things.]
Sasha Banks: oh, I’m sorry. I’m more of a 
playStation person.

OPM: Actually, we’re here for Official 
PlayStation Magazine.
SB: oh, alright! I guess we can talk then! 
(laughs.)

OPM: that’s a beautiful championship! 
[Sasha was Women’s Champion at the 
time of the interview.] Are you 
responsible for it when on the road?
SB: Every. Where. people are always so 
curious, and I get checked all the time by 
airport security. I’m like, “I’ve got places to 
be, take a picture and let’s go! but don’t 
touch it though.” It’s really heavy, but it’s a 
great feeling to carry it around.

OPM: Would you have been as proud of 
the old Divas Championship?
SB: hah! I always knew in my mind that if I 
ever won the Divas title, I was going to 
change it. When I found out about the 
change, it was a dream come true. It’s a 
privilege to have played a part in that: you 
know, we’re not Divas anymore, we’re 
Superstars and that’s such an honour. 
The women are taking over.

OPM: the influence that eddie guerrero 
has had on your career is well 
documented, but which – if any – of the 
great female wrestlers inspired you 
when you were growing up?
SB: I went to an online school, and I was 
always skipping on my classes so I could 
watch All Japan Women’s Wrestling 
videos. Watching wrestlers like manami 
Toyota, I was like “Wow, women can do 
this?” I knew then that that was what I 
wanted to do, and I was dead set on going 
to Japan. but hey, WWE got me first.
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a promo on foes before your 
match begins, with smooth 

talkers presumably earning 
a stat boost ahead of the 
match getting under way. 
And if things don’t end up 
going your way in the ring 
– or even if they do, but 
you’re feeling particularly 
vindictive – you can elect to 

give your nemesis a post-
match beatdown, causing the 

WWE writing team to breathe 
deep sighs of relief when they 

realise they can pencil you in for 
a 20-minute rematch on the 
following week’s show.

lADDer yOur figHtS 
While WWE 2K17 is all about 

adding freedom and choice, for 
ladder matches, it’s a case of addition 

by subtraction. Instead of giving 
you free reign to plonk the ladder 

down wherever you fancy, you now 
place it in just five context-sensitive 
positions – either next to one of 
the four turnbuckles, or dead-centre 
in the ring. While this change takes 
some mental adjustment, it’s largely 
a positive alteration, taking out 
the guesswork of whether you’ve 
positioned the ladder close enough to 
take a swing at the briefcase.

Less controversial is the Roll-Out 
system, which sees players ooze out 
of the ring to enjoy an extended 
siesta after taking a lot of damage, 

“ThIS IS ThE YEAR WWE clAmbERS 
To ThE Top of ThE lADDER AND 
fINAllY gRAbS ThE bRASS RINg.”

When fights tumble into the crowd you 
aren’t just confined to the tiny corner 
from the old games. Go exploring!

just as they do in real life. It’s a very 
effective tool that prevents multi-
man matches from descending into 
farce, and adds meaning to hitting a 
high-impact move. Plus, there’s a tasty 
tactical element that comes into play 
as matches reach their climax – do 
you spring up prematurely to break up 
an attempt at the briefcase, or do you 
continue to heal and keep your you-
know-whats crossed that someone 
else will make the save? Either way, 
it’s an elegant fix for a match type 
that’s been little more than a slapstick 
novelty mode for too long now.

After being discernibly on the ropes 
in THQ’s dying days, the WWE series 
has made a comeback under 2K so 
dramatic and improbable that even 
Hulk Hogan would be forced to cry 
“steady on.” Like the emergence of 
WWE’s own New Era, it hasn’t been 
one dramatic sweeping change that 
has proved the catalyst for the series’ 

return to form, but rather a laboured 
process of listening to player feedback 
over the course of several years and 
acting intelligently on the info. 

With smart, subtle tweaks to the 
submission and reversal systems 
ironing out what few grumbles we had 
with WWE 2K16, it feels like this is 
the year the series finally clambers to 
the top of the ladder and grabs the 
brass ring. The only question? Now 
the franchise has seemingly reached 
the top of the series’ Power Rankings, 
in which direction will it jump next? 
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Prepare for 
Batman: Arkham 
VR with batman: 
arkham knight on 
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superhero game on 
current-gen is free 
when you start a 
print or print + 
digital subscription

“The Caped Crusader’s 
PlayStation 4 debut is worthy 

of a Dark Knighthood.”
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Pes 2017 82 | virginia 86 | Pac-man chamPionshiP edition 2 87 | verdun 88  
don’t starve together 89 | the king of fighters Xiv 90 | madden nfl 17 91
jazzPunk: director’s cut 92 | grow uP 94 | hitman ePisode four: bangkok 95

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

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

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

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

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

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

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

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

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

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

OPM scOres

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

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

86 Virginia
can this ‘90s-set mystery adventure 
beat firewatch at its own game?

Gold  
award

editor’s  
award
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“It’s a game that enables you 
to masterfully handle pro 
footballers wIth ease.”

Revised ball physics 
are the main element 
underpinning PES 2017’s 
spectacular comeback.
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Gold  
award

i n f o
Format ps4
also on ps3
Eta out now
PuB KonamI
DEv KonamI

R
egular readers will know OPM 
has pinned its footballing 
colours to the Pro Evo mast 
for the past couple of seasons. 
Yet fantastic as editions 2015 
and 2016 were, a handful of 
frustrations held the series 
back from recovering its 

PS2-era greatness. Not any more. Some small 
wobbles remain, but Konami has upgraded 
enough key areas to make PES 2017 the best 
sports game it’s ever committed to console.

If you’re looking for a word to summarise new 
PES, try ‘effortless’. It enables you to masterfully 
handle pro footballers with blissful ease. Where 
it sometimes felt like PES 2016 was fighting 
you, everything is in sync here. Players make the 
most intelligent runs in any football sim. Passing 
feels exquisite. And the ball is its own separate 
entity, behaving like the real thing, whether being 
trapped, deflecting wonkily off an outstretched 
boot, or spinning away (or in!) off the woodwork.

Those improved behaviours result in a 
revelatory experience when it comes to individual 
control. Skilled, intricate play is possible without 
so much as brushing the right stick. Trying 
to buy time in a congested midfield? Quickly 
switch directions as an opponent lunges in to 
tackle you and your body will fend him off, then 
move into space. Want to make the most of a 
speedy winger? Attack the full back, slow down 
as he approaches, then burst past with u as he 
dangles a leg. Deploying a strong target man? Use 
deft left-stick nudges to keep your marker away, 
then tap w at the opportune moment to release 
an onrushing team-mate.

Pro mathEmatics
Multiply these interactions across the pitch 
and you have a game that sounds worryingly 
like advanced mathematics – timing, angles, 
trajectories – but is magical as a result. Never 
before has a football sim made it so much fun 
to map what AI teammates are doing, and then 
respond in kind with an inch-perfect through ball 
or whipped cross. (Oh, the crossing? Delectable.) 

PEs 2017 
Another single-digit season –  
but this ‘un’s still a bit special

@BenjiWilsonmastErs FootBall
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Occasionally, your charges could perhaps be just 
a touch livelier when recovering from a missed 
tackle or a lost 50/50, but otherwise this year’s 
offering plays wonderfully.

hazarD avoiDancE 
The tactical variation Konami bigged up ahead of 
release is no myth, either. Barca play like Barca, 
all tight passes and ball retention. Chelsea (AKA 
London FC) mesh skill with brutality, while 
French Second Division sides in my Master 
League love an aerial punt towards a lone striker. 
A few games in, I figure I’m going to walk 
the league by establishing a Pulisball 4-2-3-1 
formation that shut down other teams’ direct 
tactics – only to get passed off the pitch by 
table-toppers RC Lens. Every match is different, 
and every match is brilliant.

For those too young to remember the series’ 
heyday, Master League is PES’s offline career 
mode, where you fashion also-rans into world 
beaters. Its purity is diluted by the fact that you 
can now select Barcelona’s real squad from the 

outset, but none of that for me. 
It excelled on PS2 because you 
became so attached to fictional 
players that swapping in real 
ones felt heartbreaking, and 
finally the same is true on PS4.

There’s no Castello or 
Ximenes, but the results are 
similar. After a fortnight as 
Bourg En Bresse, pretend names 
S Coutinho and E Castledine 
have become legends in my 
mind, to the point that I’ve 
deliberately not bought one big 
name. My only real signing is 
veteran Alaves midfielder Manu 
Garcia; otherwise it’s been 
more fictional youngsters, such 
as Vietnamese striker Quan 
Loo Hoa – already a cult hero 
after his cup-tie winner against 
Marseille. I’m still a long 
way from achieving anything 
tangible, but the mode was 
always best as a slow burner.

Master League’s transfer 
structure remains unique. 
You have a budget, but can’t 
negotiate specific amounts. 
Instead, the game provides 

initial figures for any deal, 
along with various negotiation 
options, and their potential 
for success. So you might be 
told there’s a 72% chance of 
bringing a target’s wage down 
– but if you select it and fail, 
deal dead. It both simplifies the 
traditional transfer process and 
introduces a delicious risk-
reward element. 

Other smart touches 
include seeing each player’s 
in-game model as you cycle 
through targets – vital if, like 
me, you’ve become obsessed 
with real faces; a neat squad 
numbers screen which unlike 
all other games ever enables you 
to track who’s wearing what 
without paper and pen; and the 
Your Favourite Players screen, 
where you can look back at the 
accomplishments of a specific 
teacher’s pet each season. 

achillEs squEal
So there you have it: best 
football game on PS4, new 
series high, 10/10. Thanks for 

“madden updates audIo 
weeKly. pes sounds lIKe It 
was last updated In 2001.”

right Like in 
PES 2016, 
physicality 
matters – 
particularly 
in aerial 
challenges.

left As the 
saying goes: 
you must defeat 
Zheng Long to 
stand a chance.

There’s satisfying zest to 
every effort on goal in this 
brilliant return to form for 
Konami’s footy classic.
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everything, see you all next 
year for more of the same… 
Except you’ll note that the 
number presaging this review 
didn’t stretch to double digits. 
That’s because the old elephant 
in the room, presentation, again 
buries one tusk in your eye and 
the other in an ear. This is a 
series still agonisingly behind 
its contemporaries when it 
comes to true matchday feel.

Take the commentary: 
Peter Drury lurching from 
disinterested to shouty and 
back every few moments, while 
Jim Beglin mouths meaningless 
platitudes after each goal. 
Madden is updating its audio 
weekly. PES sounds like it was 
last updated in 2001. Or stadia: 
kits and transfers can all be 
fixed by option file, but not 
so grounds. Within a week of 
play I was tired of seeing the 
same backdrops. A small detail, 
sure – but the reason FIFA and 
MLB The Show draw praise 
year after year is because they 
nail those intangibles.

v e r d i c t

above Showing 
in-game 
likenesses 
when buying 
players is a 
masterstroke.

right Refs give 
more fouls, 
but are more 
lenient with 
cards. Er, most 
of the time.

above When you’re judged worthy of ‘My Favourite Players’, you’ve arrived.

the opm breakdown

the rejuvenation you’ve waited a 
decade for. pes gets everything 
right on the park, and only off-
field gripes prevent this top, top 
player from earning the top, top 
score. Ben Wilson

Then there are those 
agonising moments, like the 
PES of yesteryear, where you 
swear the game is conspiring 
against you. A missed empty 
net in a key cup tie, when 
you’re certain you aimed down 
the middle. A last-minute 
equaliser conceded despite your 
solid attempts to clear the ball. 

Yet this isn’t a reason 
to mark it down. The true 
testament to PES 2017’s 
brilliance is that it swallows 
you up to the point of blaming 
every wrong on the engine/a 
shady opponent/an imbalance 
in the universe. But when 
things go right – and there’s 
a lot of times when things go 
right – there’s no sports game 
like it. The glory days are back.

plenty of 9s, beginning 
with pes 2012 – but 

pes 2015 marked the 
start of the series’ 

hard-fought victories 
against fIfa.

s e r i e s o G r a p h y

PE
s 

20
11

PE
s 

20
14

PE
s 

20
12

 

PE
s 

20
15

PE
s 

20
17

PE
s 

20
13

PE
s 

20
16

PE
s 

20
17

15% tinkering 
with myriad 
tactical options 
– such as 
choosing who  
to send up for 
set-pieces.

12% marvelling  
at the variety of 
angles and 
distances  
from which you 
can score.

21% pinching 
yourself ‘cause you 
can’t believe Konami 
fixed the keepers.

7% wishing  
there was a way to 
know which players 
were on a yellow card.

w h a t  y o u  d o  i n …  p e s  2 0 17

40%
Cooing over its 

lifelike recreation 
of incisive, 
attacking 
football.

5% blaming 
every goal 
conceded and 
defeat on anyone 
but yourself.

Goals have simply never been sweeter than 
they are in this year’s sublime entry. From the 
methodical Barca-esque team tap-ins to the 

30-yard thunder strikes, the unpredictability around 
the goal mouth in PES 2017 has made every match a 
winner so far – and you just know that there will be a lot 
more matches to come. Ben Tyrer

s e c o n d  o p i n i o n  s o c c e r  s h o c k e r

c o m p e l - o - G r a p h

 First goal. 
Love this game.

 First defeat. 
Scripted!

Master League 
winning run.

Kits updated. 
Hooked.

“Weeee are the 
champions…”

TiME0 30 hours

i s  i t  b e t t e r  t h a n ?

yes

pes 2016 was 
excellent, yet this is a 
big leap forwards – 

particularly with 
regard to ball physics.

no

mlb the show is the 
best-presented 

sports game on ps4 
– pes needs a comms 
overhaul to be close.

yes

no doubt it surpasses 
fIfa 16. Can the same 
be said for ea’s latest 
footy effort? find out 

next month.
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Format PS4
Eta Out NOw 
Pub 505 gameS
DEv variable State

virginia
Firewatch meets The X-Files in this on-rails FBI thriller 

Deep in the FBI’s basement, an agent 
shunned by management is partnered 
with a new recruit who’s sent to spy 
on them. It’s a wonderful setup that’s 

immediately familiar to fans of The X-Files, 
and thanks to the debut game from two-man 
team Variable State, it’s a premise that’s no 
longer exclusive to the ’90s TV masterpiece. 

You’re cast as Anne Tarver, the new face from 
Quantico who joins up with Special Agent 
Maria Halperin at the beginning of a search for 
a missing boy in the town of Kingdom, Virginia. 
It’s tough to know what you’ll crack first, the 
case of the wayward child or Halperin’s frosty 
exterior, but so absorbing is the challenge that 
you’ll whip through its two-hours-and-change 
tale in a single sitting. 

Painterly visuals demand comparisons with 
Firewatch, and fairly so since both are short, 
linear first-person narratives that follow a central 
mystery. If you found Firewatch too restrictive 
then it’s bad news: Virginia’s by far the slimmer 
of the two, with no room for exploration or 
deviation from the central thread save for picking 
up some collectibles and optional trophy actions.

Yet it’s also the complete 
opposite of Campo Santo’s 
Wyoming-set wander. Whereas 
that featured no on-screen 
characters and lots of dialogue 
(courtesy of a walkie-talkie, 
natch), Virginia floods its 
scenes with people, but 
remains totally wordless. 

The trick’s masterfully 
executed. Body language and 
clever scene editing keeps 
the plot ticking over at an 
admirable pace, resulting in 
a story that’s thoughtfully 
constructed, relentlessly 
gripping and remarkably easy  
to follow… until it isn’t. 

KingDom arts 
At the risk of being called 
stupid, I just don’t get the 
ending. As Virginia reaches the 
apex of its mystery it loses the 
run of itself, trading coherence 
for emotional impact and 
hoping that will be enough.  

“It’s been a strange and 
confounding experience making 
Virginia. We hope it’s resulted 
in a strange and confounding 
game,” writes the team in its 
letter to players. It’s a goal 

Variable State achieves, but 
it comes at the expense of 
immersion. Like your stories 
well-rounded? Virginia’s final 
act will leave you unsatisfied. 

It’s the only element that 
will, however. That final gambit 
aside, Virginia’s an impeccably-
pieced-together journey that 
feels closer to an interactive 
film than it does a game. 

That sensation begins 
from the off, when selecting 
‘Play Feature’ from the main 
screen leads into a title credits 
sequence, just like a film. And 
from there it only grows. 

Mid-action jump-cuts 
heighten the motion picture 
feel, while a peerless score is 
begging to be appreciated in 
cinemas. All combined, it’s 
enough to elevate Virginia 
above PS4’s typical story-led 
fare, divisive bow-out and all.

@PellokisilEncE is golDEn

v e r d i c t

Even without dialogue, 
your investigation into 
a boy’s disappearance 
manages to enthrall. 

a small but mesmerising 
Firewatch-esque tale inspired 
by twin Peaks and the Outer 
limits. Just beware: unpicking 
the ending is a case for mulder 
and Scully. matthew Pellett

“it’S a thOughtFully 
writteN, eaSy-tO-FOllOw-
StOry… uNtil it iSN’t.”
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Pac-man  
chamPionshiP EDition 2
Ready to gobble up our time like nobody’s business

Last generation’s Pac-Man Championship 
Edition surprised everyone. Until then, 
if a retro game had returned, it had done 
so warts and all; it might have had a 

gentle up-res, perhaps, and Trophy support, 
but that was about the size of it. Yet here was 
a game that took a decades-old conceit – a 
snapping yellow sphere munching on pellets 
while avoiding ghosts – and dragged it kicking 
and screaming into the 21st century.

Lightning-fast, backed by a pulsing soundtrack, it 
was shocking, stunning stuff. A generation later 
its sequel can’t quite deliver the same feeling, but 
that doesn’t stop Bandai Namco having a go.

There are ideas here that, to the mid-’80s Pac-
Man hardcore, would have sounded absurd. There 
are boss battles. There’s a brake button. A jump, 
too, which instantly warps you out of trouble and 
back to the centre of the screen. Perhaps most 
startlingly of all, contact with a ghost no longer 
spells instant death: this time, you just bounce 
off them. It takes sustained contact with an 
enemy, in a short period of time, for it to enter a 
rage state, at which point a single touch will rob 
you of one of your stock of lives.

Mad as that sounds, it’s essential to the way 
games of CE2 unfold. Around the field of play 
are Minions – little silhouetted ghosts that are 
asleep, blocking off pathways, that will wake up 

and join a live ghost as you 
speed past. Alone at first, soon 
you find them in clusters, all 
over the stage: by the time 
you’ve woken them all up the 
chain of ghosts chasing you 
will be 20 times longer. 

kEEP bustin’
Contact with any part of a 
ghost train starts the aggro 
process, so you simply have 
to be able to withstand a hit 
or two. Chomp a power pellet 
– no longer cosseted by the 
stage’s corners, but a power-up 
that spawns in the centre after 
you’ve eaten enough of the 
dotted lines around you – and 
the ghost trains flee at speed, 
translucent lines showing their 
possible routes. You have to eat 
the lead ghost first, and once 
you get it the camera shifts to 
a 3D perspective to show Pac-
Man chomping the lot away, 
your score rocketing upwards. 

All this plays out to a timer. 
In Score Attack mode you have 
five minutes to get through as 

many stages as you can, the 
high-score potential rising the 
faster you lick through the early 
levels. Adventure mode brings 
the time limits down to mere 
seconds at a time, its objectives 
requiring a crucial change in 
your approach: rather than 
building up huge ghost trains 
for high scores, you must work 
fast, and efficiently. 

While it might not have 
the same capacity to surprise 
as its predecessor, CE2 is the 
braver game, making a host 
of fundamental changes to 
Pac-Man as we know it. And 
it makes every single one of 
them work, too. 30 years ago, it 
might well have been laughed 
out of the room; in 2016, it’s a 
resounding success.

@nathan_brownGrEED is GooD

v e r d i c t

The move to rapid-fire 
single stages works 
wonders, with pellets laid 
out in inviting racing lines.

Like the game that started it 
all those decades ago, this is a 
puzzler at heart, but one played 
out at lightning pace. a brave, 
loving, essential update to a 
bonafide classic. nathan brown
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vErDun
Trench warfare leaves us all tired on the Western Front

Simply put, if Blackmill Games’ 
intention was to make a multiplayer 
shooter that captured the futile spirit 
of WWI, it’s succeeded. Rotting 

horses litter the mortared meadows, advances 
into enemy territory demand a terrible toll 
in human life, and every hard-won inch of 
bloodsoaked battlefield is liable to fall back 
into enemy hands within a matter of minutes.

If, however, the studio was trying to make a 
game that’s fun to play, Verdun isn’t quite such 
a rousing success. Because, while the main 
game mode, Frontlines, represents an attempt 
to replicate the brutal push and pull of trench 
warfare, its drab realism doesn’t always align with 
the demands of good multiplayer game practices. 

Nowhere is this more obvious than in level 
design, where Verdun offers a host of maps 
modelled on real-world conflicts. There’s a 
lack of variety on show here – once you’ve 
seen one narrow field filled with trenches, 
you’ve seen them all – but the bigger problem 
is that even different sectors on a single map 
often look drearily similar. Where the likes of 
Battlefield dev DICE has always taken care to 

sprinkle multiplayer maps with 
memorable landmarks and 
geographical variety, Verdun 
drops you onto blobs of mud. 

vErDun anD DuStED
Boiled down to pure mechanics, 
its sombre evocation of history 
can feel silly and contrived. 
Verdun funnels players into 
different parts of the map 
through brute force, ‘executing’ 
those who don’t join the 
defensive lines or attacking 
surge quickly enough – a 
measure that proves especially 
galling when you drop dead a 
metre from your post and have 
to wait 25 seconds for the next 
respawn wave. 

This air of authenticity isn’t 
all bad, though, and it certainly 
lends Verdun a distinctive 
flavour. Seeing a dozen or more 
desperate men charging over 
No Man’s Land is eerie, and 
watching one crumple in the 
face of a single shot from your 
rifle is unsettling. 

Human life is poignantly 
fragile here, every territorial 
gain accompanied by dozens 
of pointless deaths. For some, 

this hard edge will delight, and 
the unwelcoming drear will 
be waved away as appropriate 
to its setting. But it seems 
unlikely that Verdun’s poxy 
tutorial and cluttered user 
interface were deliberately 
implemented to evoke the 
clamour and confusion 
of WWI. A more likely 
explanation is that Verdun is 
the ambitious product of a 
small developer, which would 
also go some way towards 
accounting for the slowdown 
and glitches I’ve experienced 
during my time in the trenches.

For a small subset of 
players, Verdun will offer a 
distinctive and unapologetically 
unforgiving shooter experience. 
But I suspect that a larger 
portion of Verdun’s potential 
audience will just find it 
unwelcoming and unintuitive. 

@jamesnouchthE GrEat borE?

v e r d i c t

The UI tells you when 
to charge the enemy 
position or retreat to 
your defensive lines.

an ambitious core draped in 
unwelcoming and unintuitive 
packaging. Verdun will delight a 
dedicated hardcore, but most 
players will be over it before 
christmas. James nouch

“tHiS SOMBre eVOcatiOn  
Of HiStOry can feel  
Silly and cOntriVed.”
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Don’t StarvE togEthEr
The end of the world has rarely been this moreish

much of what made top-down survival 
game Don’t Starve so brilliant in 2014 
still holds true in this multiplayer-
focused re-release. The art style 

still evokes the dark comedy of ’90s era Tim 
Burton – all over-inked lines and sadly tragic 
heroes. The brand of survival on offer is still 
enrapturingly tough to chew on. Spiders still 
chase you across maps, wolves still crop up 
around day six and, yes, winter is still always 
just around the corner.

The one seismic change which warrants a revisit 
is the introduction of co-op. Now you can team 
up with another player via split-screen or with 
up to five others online to avoid dying in tandem. 
As you might imagine, the harshly random nature 
of each session of Don’t Starve ensures that it’s 
prime banter fuel. As you play you’ll find that 
you and your partner(s) naturally divvy up tasks, 
one of you bounding around gathering fertiliser, 
say, while another builds up your farm ready for 
a night around the campfire nomming on berries.

As a veteran, playing Don’t Starve Together 
with a friend can go one of two ways. It’s very 
possible, if you’re both proficient enough in 

the game, for things to go 
smoothly for long enough for 
the experience to get pretty 
(whisper it) boring. After all, if 
you’ve been playing for the last 
two years, there’s actually little 
new in the core game package. 

Much of what makes Don’t 
Starve exciting is the discovery 
of previously unseen things. 
When you first come across 
a new beastie or biome, your 
natural instinct is one of 
extreme wariness, and this is 
the fuel which keeps Don’t 
Starve’s fires burning. Take that 
fuel away and it can peter out 
in no time at all.

FriEnD zonE
But – and this is a big fat 
delicious ‘but’ – if you bring a 
friend as-yet-unknown to the 
ways of Wilson and company, 
you’re both in for a real treat. 
Being there to experience a 
mate’s first forays into the 
game is a way to rediscover 
it for yourself. Being on hand 
to calm them down as they 
run from spiders, chastising 
them for riling up some nearby 
bumblebees or watching them 

tread carefully towards a 
Beefalo not knowing whether 
it’s friendly or not; every 
action your friend takes for 
the first time is joyous. It’s like 
watching someone else watch 
Game Of Thrones when you 
know what’s about to happen. 
You’ll never get to experience 
something for the first time 
twice, but you can still feed off 
someone else’s joy/fear/rage.

An odd proposition, but an 
arguably essential one for fans 
of the base game, Don’t Starve 
Together is not a complete 
reworking of the original, nor 
does it come loaded with a ton 
of new content for veterans to 
muscle through. It is however, 
a novel, friend-filled angle from 
which to freshly experience 
what must be one of PS4’s 
finest and most artisanally 
crafted survival adventures.

@gmaniacalatE out oF tEn

v e r d i c t

The Don’t Starve Mega 
Pack bundles together 
all the current DLC 
available on PS4.

This certainly isn’t the shake-
up to the formula that veteran 
players will want, but bring 
a newbie friend to the table 
and you’ll find a feast of fun. 
matthew Sakuraoka-gilman

“briNg a frieNd UNKNOWN 
TO The WayS Of WilSON aNd 
cO. – yOU’re iN fOr a TreaT.”
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thE King oF  
FightErs Xiv
SNK’s long-running brawler lands on PS4, but the results aren’t pretty

tutorials are vital in fighting games 
– especially in one with genuine 
aspirations of becoming the most 
popular in the world, as is the case 

for the latest instalment of one of the most 
hardcore 2D fighting games around. Clearly 
SNK has its work cut out if it wants this 
deeply tactical brawler to become the new  
king of the fighting genre.

Sadly, the helping hands aren’t up to the task. 
While KOF XIV’s tutorials, fronted by cheerily 
narcissistic tournament villain Antonov, explain 
just about every thing there is to know about this 
complex game, they do so at such breakneck pace 
that you’re left almost as baffled at the end of 
them as you were lost at the beginning. 

There really is a lot to take in. Your super 
meter, for instance, can be spent in a variety of 
ways, and you can hold up to five stocks of it 
(though some characters can only retain three). 
There are different tiers of super move, and many 
can be strung together if you have the meter for 
them all. While there are only four buttons, every 
available two-button combination has a function, 
and many have multiple outcomes depending on 
the context in which they are used. You’ll be told 
all of this in the space of five minutes. You’re all 
set! Now, pick a team of three characters from a 
pool of 50 and off you go. Wait, what?

There are concessions to 
the novice players. Mash the 
light-punch button and you’ll 
perform a Rush, an auto-
combo that ends with a special 
move or one of your supers 
depending on how much meter 
you have left. Yet these are the 
exception, rather than the rule. 

Combo Challenges, a vital 
learning resource when done 
well, start at the high end of 
play and quickly get insane. 
Worse, they only really teach 
you how to spend several 
chunks of meter in one combo 
– useful for advanced players, 
and pleasingly flashy, yes, but 
offering little to starters. 

thE King anD sigh
Challenges emphasise that 
input recognition is strict in 
the extreme. While the likes 
of Street Fighter V can tell the 
difference between what you 
did and what you wanted, and 
give you the intended result, 
here you either get it right or  
it simply doesn’t happen.

The hardcore will be in 
raptures at a lot of what KOF 
does (and up in arms about 
how Rushes spoil its balance), 
but if accessibility and broad 
appeal were the intended goals 
like SNK stated, KOF XIV falls 
short. Not that it will matter 
particularly, since many will 
write the game off on sight. 

This is an astoundingly 
unattractive game for 2016, 
and cruel low blow considering 
its lineage, which peaked with 
KOF XIII’s beautiful sprite 
sheets. Combined with the 
lack of assistance as you try 
to work your way up one of 
the steepest learning curves in 
one of gaming’s most complex 
genres, only the most devoted 
of series followers need apply.

@nathan_brownFighting ugly

v e r d i c t

the faithful obsessives will love 
it, of course, but others will ask 
why they should persist with a 
game that does so little to help 
them – and isn’t exactly easy on 
the eye. nathan brown

There are no Marvel Vs 
Capcom-style assist moves 
for teams of three, so pick 
your best fighters without 
worrying about synergy.
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mount & blaDE: 
WarbanD
You win or you die

Essentially this is Game Of thrones 
without the sex, the fine characters 
or any of that supernatural stuff. as 

a new adventurer in the medieval realm of 
calradia, you’re let loose upon an ever-
changing world that continues regardless 
of your presence. wars begin and end, 
castles are conquered, towns are looted and 
burned, and you’re free to engage with this 
world as little or as much as you like.

after crafting your character and picking 
a starting location, you’re deposited on the 
map with a few weapons, a horse and a 
knack for recruiting peasants. there is no 
main quest in this sandbox rPG – you can 
forge your way as a mercenary, a bandit 
or as the treasured champion of a local 
lord. You can marry into wealth, compete 
in tournaments or help a claimant to the 
throne achieve their aim. Your goals are your 
own, but whichever one you strive for, it will 
probably involve quite a bit of fighting.1

combat is the heart of Mount & Blade. 
You’ll fight bandits on the field, leading your 
troops2 into battle on horseback. You’ll 
besiege, and defend, castles. You’ll wallop 
other players online. Give it time, and you’ll 
get over the stiff animations, copy-and-
paste locations and identikit character 
models, and become immersed in this 
detailed simulation.

the lack of direction will put off many, 
and there are quirks that can make it 
difficult to find characters or quests. its 
starring environment isn’t particularly large 
or attractive, either, but Mount 
& Blade: warband’s a rare rPG 
that gives you freedom – real 
freedom – in a world that feels 
truly alive. tom Sykes

FootnotES 1 though you’ll want to check the options menu when 
you begin – the game defaults to its easiest difficulty. 2 You’ll need 
to manage food and morale. You can also bark orders in battle.

i n f o Format PS4 Eta Out nOw  
Pub ea SPOrtS DEv ea tiBurOn

maDDEn nFl 17
ea Sports has got the runs

last year Madden 16 completely 
overhauled its passing mechanics, 
breathing new life into a stagnant 

system that made passes fun again. this 
year it’s the rushing that gets a much-
needed revamp, making for far more 
exciting run plays and ensuring teams like 
the Bills and Panthers1 aren’t avoided.

a wider variety of ball carrier moves have 
been added – now you can hold p or i 
(or both) to add modifiers to the standard 
spin, stiff-arm, dive, hurdle and truck 
techniques. this lets you mess with the flow 
and direction of your run, potentially fooling 
defenders into mistiming their tackles. if 
they still manage to grab you, a new button-
pressing mini-game gives you a chance 
to brush them off and continue your run. 
they’re all smart additions, combining for 
some truly satisfying rushing gameplay.

the other major element getting a big 
remodelling this year is the Franchise mode, 
which offers an easier-to-understand front 
end and a new ‘play the moments’ feature, 
letting you sim the boring parts and play key 
highlights of each game. it’s a great way to 
play through season games quicker, though 
long load times combined with these shorter 
play sessions do mean you’re often waiting 
around more than a kickoff specialist.

add to all this a new commentary team 
for the first time in three years2 and you’ve 
got a new Madden that genuinely feels fresh 
rather than a half-hearted, contractually-
binding annual roster update. it still isn’t 
perfect – glitches are common (at launch, 
at least) and the presentation is 
still way behind what 2K Sports 
does with its nBa games – but 
it’s the best Madden in years by 
some distance. Chris Scullion

FootnotES 1 last season the Bills and Panthers led the nFl in 
rushing yards per game, you see. 2 ea has also added weekly 
commentary updates, so the team discusses real-life nFl news.

i n f o Format PS4 Eta Out nOw  
Pub hYPerSect DEv hYPerSect

InvErSuS
all hail the new Bomberman

For a game that contains just three or 
four colours and a handful of geometric 
shapes, hypersect’s top-down shooter 

sure manages to generate a lot of gratifying 
audiovisual spectacle. Bullets fizz and 
crackle as they cross the screen, enemy 
ships explode with an indulgent crunch, 
and the arenas you play on are constantly 
transformed by your trigger-happy antics. 

that’s because inversus is built around a 
single, ingenious rule: you can only travel on 
tiles of the opposing colour. So, playing as 
a nippy little black craft, you’ll find yourself 
limited to zipping around on the stage’s 
white tiles. Fire off a bullet1 though, and 
it’ll transform every tile it touches into a 
welcoming white – good news for you, but 
bad news for your ivory adversary, who can 
only travel on black tiles. Shooting, then, is 
as much a matter of considered territorial 
gain as it is deadeye marksmanship. 

all that may sound fussy and complicated 
on paper, but it proves effortlessly 
intuitive with a pad in the hand. Get a few 
pals together for a multiplayer dustup 
and inversus plays out like a minimalist 
Bomberman. Quickfire2 matches often 
conclude in thrilling upsets, as the haughty 
PlayStation Olympian of your social circle is 
unseated by a cackhanded tactician. 

the option to take the fight online 
promises big fun, but its servers are 
disappointingly deserted, and opponents 
prove hard to come by. Fortunately, arcade 
mode represents more than a throwaway 
addition, offering surprisingly intense 
score-attack survival. it may be 
built from pretty basic building 
blocks, but inversus combines 
them into satisfying and 
strategic shapes. James nouch

FootnotES 1 You can only fire in four directions, using the 
controller’s face buttons to shoot in straight lines. 2 a single bullet 
will destroy your ship, so games are tense and often end abruptly.
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sandbox levels are bursting 
with life, and nearly every 
feature, whether it’s an NPC, 
a discarded item or even an 
innocuous box, exists to slap  
a smile on your face. 

“Pssst!” these things hiss. 
“Over here!” So you prod and 
poke like any diligent spy 
would, getting sucked into 
side-quests and mini-games 
in the process, and pretty soon 
you’ll find that completing the 
active mission is the last thing 
you want to do – at least, until 
you’ve mopped up every other 
activity in the level first. 

Who needs to be challenged 
when the pure act of simple 
investigation is so compelling?

spies and lols
It’s the laughs that make it 
work. Jazzpunk is the gaming 
equivalent of Leslie Nielsen 
classics Police Squad! and 

First released on PC in 
2014, this Director’s 
Cut edition significantly 
expands the gag count.

The Naked Gun – a non-stop 
barrage of jokes. Observational 
jokes; dumb wisecracks; visual 
gags; puns; odd little non-
sequiturs; wacky noises; mini-
games that defy explanation; 
and more loving parodies to 
film, TV and other games (look 
out for an explicit nod to a 
certain Street Fighter II Bonus 
Stage) than I’m able to count 
are piped into every available 
space, rapidly striking one after 
another like a jackhammer bit.

As somebody all too 
familiar with the sound of 
crickets, I can attest that the 
key to a successful joke is the 
execution. And Jazzpunk tees 
up its titters masterfully. The 
blocky characters (at one point 
you’re described as looking 
like a bathroom door symbol) 
and garbled voices are the 
perfect foil for the gags, while 
an eclectic music mix and 

@pellokiTRenCHCoaT WaRFaRe

editor’s  
award

i n f o
FoRmaT PS4
eTa OUT NOW
pub NecrOPhONe 
GameS
dev NecrOPhONe 
GameS

jazzpunk:  
diReCToR’s CuT
Nothing secretive about this spy comedy’s success

Challenge is overrated. Start digging 
through the exhausting volume of 
articles online that compare the latest 
titles with Dark Souls and you’d be 

forgiven for thinking that the measure of a 
good game is in nothing more than its ability 
to wring your problem-solving and persistence 
glands dry. If you’re not tested, if you don’t 
have to work to solve a conundrum or topple a 
boss or earn a new high-score, then what’s the 
point? Jazzpunk has the perfect answer:  
the point, it argues, is pure entertainment.

This ’50s-set first-person indie espionage 
adventure is devoid of challenge. Sure, there 
are tasks to complete – as hapless spy Agent 
Polyblank you’re tasked with infiltrating certain 
locations and stealing intel and other objects – 
but the light puzzles you’ll crack to fulfil these 
objectives aren’t exactly what you’d call taxing. 

These simple jobs, be they switching an 
attache case at a meeting or pinching a kidney 
off a cowboy, don’t ask you to put two and two 
together so much as one and one, yet while 
you’re trying to tick them off, Jazzpunk’s busy 
dragging your mind to other places. Its miniature 
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its tendency to drag you into 
warped, dreamlike subworlds 
never let you grow comfortable 
enough to anticipate the next 
punchline or rug-pull moment. 

Not every quip lands, but 
that’s to be expected given the 
rate at which they’re churned 
out and even the most revered 
comedies don’t have a 100% 
chuckle rate – just rewatch 
Airplane. All that matters 
is that the success rate’s an 
exceedingly healthy one, and 
at no point does ignoring the 
main quest to instead search 
for the next zinger ever feel 
like wasted time.

joke and gaggeR
Like any good comedy routine 
it also doesn’t outstay its 
welcome. Clocking in at around 
four hours in length if you 
properly seek out its hidden 
treats, it’s possible to wrap it 
up in one session. Still, you’ll 
want to return solo to uncover 
extra secrets – trophies are 
unlocked by eking out the 

craftier Easter eggs – and also 
with friends for the bonus 
Wedding Qake deathmatch 
mode, newly built for this port. 

If you’re down with the 
humour (those Nielsen shows 
and films are good litmus tests 
for what to expect), overly 
loose controls are the only 
snag. A tinker in the settings to 
dampen the sensation of sliding 
across ice is a must, though 
some eccentric mini-games 
expect levels of precision the 
analogue sticks can’t deliver. 

In these few moments the 
joke’s on you, but it’s the sole 
raspberry at your expense – in 
every other regard, Jazzpunk’s 
one of PS4’s most randomly 
entertaining experiences. 

v e r d i c t

the opm breakdown
Right Jokes are 
crammed in at 
every available 
opportunity. 
Poke everything 
you can find.

below Be sure 
to check on 
The Director 
when he “goes 
downstairs.”

above The world is packed with mini-games. Find this frog for a Frogger clone.

t r o p h y  c a b i n e t
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bronze
In the resort level you’ll 

need to apply some 
lipstick for a disguise. 
Now go and give three 
people sloppy kisses…

silver
Smuggle a secret 

carrier pigeon across 
levels by completing 

the lengthy side-quest 
in the opening chapter.

gold
at the resort, visit the 
beach and pick up the 
metal detector. Find all 
the buried objects to 
pop this golden pot.

an absurd, slapstick adventure 
that puts laughs above all else. 
Jazzpunk’s a smartly penned 
palate-cleanser that shines all 
the more brightly due to the lack 
of decent comedy competition 
on PS4. matthew pellett

10% Ignoring 
the main 
objective  
to complete  
the many 
side-quests.

15% Picking 
through the 
trophy list  
to find the  
silliest scenes.

25% chuckling 
at the relentless 
volume of 
good-quality 
one-liners.

5% memorising  
the weapon spawn 
points to dominate 
rounds of Wedding Qake.

w h a t  y o u  d o  i n …  j a z z p u n k :  d i r e c t o r ’ s  c u t

40%
 Interacting with 

everything in 
sight to uncover 
as many jokes as 

possible.

5% Failing to 
understand the 
occasional gag.

s t a t  p a c k

Giant spiders 
have infested the 

second level’s 
restaurant. 

Collect them all 
for a trophy.

Number of 
antique vases to 

smash in the 
second level 

while you try to 
swat giant flies.

Developers 
behind Jazzpunk: 

Director’s Cut 
– Canadian duo 
Luis Hernandez 

and Jess Brouse.

3 498 2
VHS cassettes  
to find and send 

back to the 
rental shop via 

letterboxes 
hidden in levels. 

m u lt i p l a y e r

Split-screen shooter 
Wedding Qake is a local 
deathmatch diversion 
supporting bots and up 
to four players. Deadly 
champagne corks, killer 
cheese spray, wedding 
cake chainguns and 
environmental traps 
make it a creative and 
fun Quake-like extra.

easy slider
 Nearly every minute is packed with 
nods to films and shows. The pick of 
the lot is this hilarious, lengthy ode 
to ’90s sci-fi cult classic Sliders.

sticky controls
random asides such as this nail 
clipping scene may be funny, but 

loose and imprecise controls betray 
its Pc mouse and keyboard origins.

l o v i n g / h a t i n g
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Grow uP
You’re really growing on us

traditionally, the platforming genre has 
been all about precision. You know 
how far Sackboy is going to jump, how 

fast Sonic is going to run, and you time your 
inputs accordingly. but b.u.D.1 is a different 
sort of platforming hero, an uncoordinated 
robot who moves with all the grace and 
predictability of a drunk in a softplay centre. 

that might sound like damning criticism, 
but b.u.D.‘s utter lack of coordination is 
hilarious. You’ll soar past platforms and 
fall woefully short of ledges in your search 
for the scattered parts of your shattered 
spaceship. You’ll clamber up mountains only 
to mistime a grab and plummet down to 
earth. And you’ll laugh, rather than smashing 
up your DualShock 4, while doing so. 

there’s more to Grow up than slapstick 
antics, though, and your journey across this 
alien world of zany megafauna also asks you 
to hunt down new abilities2 and complete 
platforming challenges. crucially, though, 
the planet is entirely open and you’re free 
to tackle it in whatever order you see fit. 
Hungry for new abilities? Hunt them down. 
Don’t fancy another challenge? Don’t bother. 

Of course, all of this was true last year 
when ubisoft released Grow Home, the 
charming byproduct of one small team’s 
experiments with procedural animation. 
b.u.D.‘s inebriated swagger may have been 
nailed in the first game, then, but it’s the 
surrounding apparatus that’s been refined 
for his sophomore effort, providing a 
greater sense of structure to proceedings 
as well as an enhanced arsenal of skills to 
unleash. Grow up may be little 
more than a toy at heart, but it’s 
a wonderfully tactile, funny and 
warmhearted toy that’s worth 
playing with. James Nouch

FootNotES 1 Short for botanical utility Droid, since he’s capable 
of scanning and planting helpful fauna. 2 the jetpack returns from 
Grow Home, joined by a glider and the ability to roll into a ball.

i n f o Format PS4 aLSo oN PS VitA Eta Out nOw  
Pub cuRVe DiGitAl DEv fiDDleSticKS GAMeS

HuE
feeling blue

 astriking 2D puzzle-platformer with 
eye-catching visuals, Hue is to colours 
what braid is to time. Developer 

fiddlesticks doesn’t try to hide this influence, 
wearing its nods to braid on its technicolour 
sleeves. Diminutive protagonist Hue is a 
small besuited boy sporting a quiff, just 
like braid’s tim; he plods through different 
worlds linked to a small central hub,1 just 
like braid’s tim; and he progresses his tale 
by collecting scraps of story at the start of 
each world, just like… you get the picture. 

Rather than rewinding and playing with 
time, however, Hue asks you to collect 
colours and swap background palettes. You 
need to seek out eight colours in all, then 
switch between them using . Path blocked 
by a yellow barrier? turn the background 
to yellow to make it disappear in order 
to open up the path forward. An indigo 
laser threatening to slice Hue into sizzling 
chunks?2 Switch the skybox to indigo to 
remove the threat from the screen.

it’s well crafted and looks lovely in motion 
– Hue’s eyes in particular conveying plenty 
of emotion – but in a killer blow for a game 
just four hours long, it runs out of steam 
long before its end. Apart from a handful of 
standout puzzles that crop up late on during 
the final section, most conundrum ideas are 
repeated to the point of exhaustion.

working out these solutions is rarely 
difficult. instead, Hue relies on the difficulty 
of the execution (expect fiddly airborne 
colour switches to create and destroy 
platforms mid-jump) to pad its running time. 
the biggest puzzle of all is how 
this beautiful adventure all about 
the colours of the rainbow has 
resulted in an experience that’s 
uniformly beige. matthew Pellett

FootNotES 1 instead of a house, Hue’s central area is a seaside 
town and a shallow cave system. 2 in your imagination, that is. 
unlike the boy from inside, Hue simply falls over when he cops it.

i n f o Format PS4 Eta Out nOw  
Pub cODeMASteRS DEv cODeMASteRS biRMinGHAM

F1 2016
the most important career move

 after last year’s bare-bones PS4 
debut, f1 2016 finally delivers the 
game fans have been clamouring 

for. the ‘live the life’ ethos of f1 2010 feels 
revived as you faff about on a laptop in a 
3D paddock area, recognise toto wolff in 
cut-scenes and talk with your engineer and 
agent about upgrades and rivals. 

but it’s also more realistic on the track. 
You now have to slow for the line when 
entering the pits, and hold the clutch before 
the start.1 there’s a proper parade lap, and 
both kinds of safety car. even the wheels 
break off realistically, tethered to the 
chassis when you inevitably clout a barrier. 
cars are more fragile, tyre management 
is surprisingly enjoyable and nuanced, and 
completing practice challenges unlocks a skill 
tree of upgrades for your car. 

the rivalry system is now integrated into 
career too. it all gels beautifully, and there’s 
always something to do from moment 
to moment. whether it’s completing tyre 
wear data runs, radioing in to the pits for a 
weather update or vowing to at least beat 
your teammate when you’re having a bad 
race, you’ll never be bored. Overwhelmed, 
perhaps, depending on your familiarity with 
f1, but never bored.

the racing itself ultimately isn’t as 
enjoyable as it could be, thanks to the Ai 
lacking decisiveness during close battles. 
And it still doesn’t look like it does on telly, 
which it really should by now. nonetheless, 
with 22-player online racing and a 
superlative ghost mode that continually 
downloads faster rivals, it’s only 
f1 2013’s classic content that’s 
really missed. this year’s career 
mode2 has everything else you 
could want. Justin towell

FootNotES 1 f1 2001 did that too, back on PS2. Remember that 
pressure-sensitive clutch madness? folly. 2 there’s an optional 
‘Pro career’ too, which restricts everything to maximum difficulty.
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hitman EpisodE 
Four: bangkok
A ‘kok and bald story

@pellokibliss bliss bang bang

v e r d i c t

Clutch your hearts, magical scarves 
and greatswords: the Instant Game 
Collection came up trumps in Sept. One 
of gaming’s greatest masterpieces 
sand-surfed onto our consoles, along 
with a solid Souls-like and some sweet-
and-spooky treats. Put away your 
wallet: PS Plus friends play for FREE.

Seriously, if you 
still haven’t played 
legendary puzzle-
platformer JournEY 

(PS4/PS3), stop reading this column 
immediately and do it now. Musical, 
philosophical and emotional – every 
floating, chirruping moment of your 
pilgrimage through Thatgamecompany’s 
desert stays with you in a way few other 
gaming experiences can hope to match.

Speaking of matching 
up, the Dark Souls-
challenging lords 
oF thE FallEn (PS4) 

shouldered its greataxe to fight for our 
attention in Sept. For better and indeed 
for worse, it was more accessible than 
Miyazaki’s brutally unforgiving fare – but 
we still did a lot of irksome dying.

We also did who-the-hell-knows-
what in datura, an experimental, 
motion-controlled PS3 jaunt through 
a forest laced with what were called 
‘hallucinogenic’ flowers. Which made for 
an ambient and strange hour or two. 

Utterly unlike PS3 action-platformer 
prinCE oF pErsia: ForgottEn 
sands (PS3). it borrowed much from 
its celebrated predecessor Sands 
Of Time and turned out to be an 
unmistakably familiar adventure – ironic, 
given that those sands were supposed 
to have slipped our minds...

Luckily, visual novel amnEsia: 
mEmoriEs arrived on PS vita to help 
us remember how to forget with an odd 
dating game (plus time-rewinding twist) 
unravelling into multiple narratives. and 
if that didn’t tug at your heartstrings? 
Then flapping a fuzzy bat-critter through 
badland (PS4/PS3/PS vita) inspired 
plenty of “ooh”s and “aww”s.

available to help you complete 
the murderous deeds. 

It helps that the pair are 
a particularly nasty bunch: 
Cross is responsible for 
his girlfriend’s murder, and 
Morgan’s the scumbag who 
helped him get away with it. 
Forcing the famous singer 
head-first into his birthday 
cake until he suffocates ranks 
as one of the most satisfying 
Hitman kills of all time.

suit and thai
Frustratingly for an episode 
with such a strong audio 
theme (Cross is recording his 
latest album when the hit goes 
down), familiar sound irritants 
continue to crop up with 
alarming regularity. Stuttering 
dialogue and NPCs voiced by 
the same, shrill actress who’s 
appeared in every other episode 
stick out like 47’s shiny bonce, 
tainting what’s otherwise a 
very confident, playful chapter.

Episode two’s Sapienza still 
holds the title for the series’ 
best level, then – but Bangkok 
takes second place with ease. 
Now all eyes turn to Colorado 
for the penultimate chapter…

The series is back on form. 
Bangkok’s the most challenging 
level so far (note the electronic 
locks that render 47’s lockpick 
useless), but also the most 
rewarding. matthew pellett

 W ith Agent 47 still 
reeling from the 
last full episode’s 
shaky (sheiky?) 

trip to Marrakesh, pressure 
was mounting on IO to 
deliver a… killer (sorry not 
sorry) episode. Thankfully, 
a quick trip to a lavish hotel 
in Thailand turns out to be 
exactly what the barcoded 
butcher needed to freshen up.

The Himmapan Hotel is a 
glorious setting for the latest 
pair of hits. Built on the banks 
of the Chao Phraya river, 
it’s both an opulent setting 
that’ll make you swoon, and a 
(relatively) compact place where 
every square foot of space is 
masterfully designed – so long 
as you’re happy to look past 
the fact that there are far too 
few guest rooms to sustain the 
building’s running costs. Its 
design recalls the Paris level’s 
museum, but the sunny skybox 
and the gloriously ornate 
architecture makes it a far more 
enjoyable sandbox to explore.

Rock singer Jordan Cross 
and lawyer Ken Morgan are 
your targets this time out, and 
it’s relieving to discover that 
during his summer holidays 
Agent 47’s managed to find 
his creative streak once again. 
Execution options are varied 
and funny, with everything 
from dodgy music equipment 
to coconuts to tuk-tuks 



Explore the art of the 
pixel in this unique new 

Edge special edition. 

Featuring 212 pages of 
incredible pixel art, plus 

exclusive interviews 
with leading artists. 

Now available to buy 
online: bit.ly/artofpixel

The Character of Pixels by 
Dave Grey (@davegrey)
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Attack On Titan:
Wings Of Freedom 
Team up with friends to topple the Titans – just don’t 
approach it expecting a challenge like in the anime…

98
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103 The Nice Guys
Shane Black’s LA-set ’70s buddy 
comedy brings the laughs – and 
more than its fair share of winces.

how to…
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100 Fallout 4 – Nuka-World 
Roll up! Roll up! Get your tickets for 
The Crappiest Place On Earth here! 
Fallout 4’s final DLC is less Disney 
Land, more Itchy & Scratchy Land.

platinum  
club
105 No Man’s Sky



multiplayer modes put 
through their paces  
by our team of expertsonline tests

what we’re 
playing now

Destiny
Matthew Pellett 
returns after a  
year off to rule  
the iron Banner
Hawksaw, I love you. I’ve 
never been a Pulse Rifle 
user, preferring instead 
to wield Hand Cannons 
and Auto Rifles in both 
PvE and PvP modes. I’ve 

never been an Iron Banner player 
either (well, not since the Beta – I’m 
just not that competitive), but my 
return to Destiny demands a shake-up, 
and in Iron Banner and Hawksaw I find 
my perfect partners in crime. Despite 
my low light level I gleefully pop heads 
with my new gun’s rat-tat-tat – triple-
tapping craniums as though I never 
left Destiny. Why did I leave? Madness.

street 
Fighter V
if you come at Jen 
simpkins’ queen, you 
best not miss
Months later, there’s now 
real CONTENT attached to 
SFV’s sublime combat 
system. DLC fighter Ibuki 
is my fave addition – a 
cerebral challenge with 

her limited stock of kunai to keep track 
of, and her juggle-happy V-Trigger 
bomb’s endless setup options. Basic 
moves on lock, I go online and get 
roasted by a rubbish Dhalsim. Okay, 
cool. In the bin with you, Trashbuki 
– let’s run some Queen Chun and her 
lovely optimal combos…

Pes 2017
the first goal is by far 
the sweetest for a 
misfiring Ben tyrer
With the new season 
underway, it’s a time to 
make new memories and 
score outrageous goals. 
Taking FC Barcelona into 
the online wilderness, my 
passing is sharp, I control 

possession and… I’m useless in the 
final third. Shots squirm wide, keepers 
make brilliant saves and there always 
seems to be an errant boot ready to 
deflect the ball behind for a corner. 
Four matches fly by without me making 
the net bulge once. Finally, in the 60th 
minute of match five, the ball ricochets 
through the box for Suárez to poke in. 
It’s an ugly goal, but I celebrate it like 
it’s secured me the World Cup.
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A
s any self-respecting 
member of the Scout 
Regiment knows, you should 
never leave a steamed 
potato behind. Also, you 

should never go out alone, which is part 
of the reason why the surprisingly fun 
Attack On Titan: Wings Of Freedom 
comes packaged with 2-4 player co-op. 

Sadly, the Story Mode is strictly 
single-player only, a baffling decision 
given that the game forces you to fight 
alongside four unhelpful AI companions 
every mission anyway. But Omega 
Force has gone to great efforts to give 
its addictively entertaining Titan-killing 
gameplay the kind of longevity it 
deserves, without resorting to New 
Game+ or similar life-extending tricks.

There are two additional modes that 
support co-op: Survey Missions and 
Expeditions. In all, there are 66 Survey 
Missions – essentially a series of 
challenge maps, with added wrinkles. 

They’re well worth 
ticking off for the five 
new story missions they 
unlock, but battling 
through them on your 
own can feel like a bit of 
a repetitive slog. The 
solution: play with pals.

Getting into a game 
with fellow Titan-hunter 
is pleasingly simple: 
either join another player 
looking for allies, or set 
up your own private/
public lobby. Public 
lobbies allow you to 
specify exactly what 

you’re looking for from a 
partner, from beginners 
to someone who can help 
kill a specific Titan. 
Though given how easy  
it is to take down your 
foes, even on the higher 
difficulties, extra human 
players are only really 
useful for clearing a map 
of all its manifold giant 
man-eaters as quickly as 
is humanly possible.

Also open for 
multiplayer are 
Expeditions – three-
round Titan-killing 

AOT: Wings Of Freedom
Multiplayer Titan-slaying misses the mark

BATTLINg THROugH 
SuRVEy MISSIONS SOLO CAN 
FEEL LIkE A REPETITIVE SLOg, 
SO PLAy WITH PALS.

i n f o

ForMat PS4 
PuB KOEI TEcMO  
DeV OMEGA FORcE
reView ISSuE #127, 7/10
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The online 
infrastructure is 
pleasingly robust,  
but it’s far too easy.

F1 2016’s online mode 
rewards intelligent play like 
no other racer. The rain’s 

slowing? Get on intermediates 
early and light up the timesheets 
purple. Lost out in the opening 
laps? Nail the pit entry speed and 
execute the perfect undercut. 
Safety car’s out? Save fuel then 
cane it on the restart. In 25% 
distance races it’s amazing how 
much lost ground can be made up. 

It’s also fairer than previous 
titles, with generous ghosting 
out of spun cars, and rear-end 
collisions that favour the innocent 
party. Sadly the ‘in lobby’ status 
when searching for a game is 
often inaccurate (at least by the 
time you get there), but get in 
a good championship with up to 
21 other players and authentic, 
exciting races are guaranteed.

None of the complexity has 
been lost online, making this a 
hardcore F1 fan’s perfect racer. 
Play with like-minded people and 
it’s simply superb. Justin towell

i n f o

v e r d i c t

ForMat PS4 
PuB cOdEMASTERS  
DeV cOdEMASTERS 

BIRMINGhAM
reView ISSuE #128, 8/10

Dancing on the edge of 
control, Assetto corsa’s 
riveting, cut-and-thrust 

chases invariably end with 
someone making a mistake. 
Funny if it’s not you, but these 
wrong moves are amplified by 
the fact that most events are 
comparatively long (often 30 
minutes including qualifying). 
Your investment in every race is 
excruciatingly high, but settle down 
and you’ll discover that tailing your 
opponents, pouncing as they crack 
under pressure, is cruelly brilliant. 

Sadly, annoyances are many. 
Getting rear-ended by an idiot 
is maddeningly unavoidable, and 
there’s no progression system 
or championship tables. You can’t 
even create your own event.  
It’s bare-bones, then, but the  
core racing remains fantastic.

With the superlative offline 
handling model preserved, it’s 
almost online racing heaven. If 
only there was more structure 
and meaning. Justin towell

i n f o

v e r d i c t

ForMat PS4 
PuB 505 GAMES 

DeV KuNOS SIMuLAzIONI
reView ISSuE #127, 7/10 

It may make the endgame grind more 
entertaining than playing it offline, but 
without a single bespoke multiplayer 
mode Attack On Titan’s co-op feels 
half-hearted at best. Jordan Farley

v e r d i c t

gauntlets. clear all three without dying 
and you’ll get progressively better 
rewards. Again, Expeditions can quite 
easily be tackled alone, but they’re 
unlikely to keep the attention of even 
the most dedicated single players for 
the amount of time it takes to unlock 
every endgame collectible (better gear, 
Titan models and character galleries). 
Playing with friends can make the grind 
a lot more enjoyable.

It’s a major missed opportunity that 
Omega Force didn’t up the challenge in 
multiplayer – adding a Titan that could 
only be taken down with a coordinated 
attack on all four limbs by all four 
human characters simultaneously, for 
example – instead opting to add friendly 
cooperation to modes that can quite 
easily be played solo, with little difficulty. 
Banter makes everything better, but 
AOT’s multiplayer is a welcome bonus 
rather than a reason to pick it up.

Tactical play is more 
important than speed 

And rear-end impact  
in 3… 2… 1…

F1 2016

Assetto Corsa

Face tiMe
There are ten playable 

characters, with each levelling 
up separately. But there’s 

nothing stopping you all nabbing 
the same character, meaning 

that everyone picks Mikasa.



empty your wallets 
now with the latest 
downloadable diversionson the store

Call Of Duty: 
BlaCk Ops III – 
salvatIOn
It’s the end of the 
undead in the final BOIII 
DLC, as new mission 
Revelations concludes 
the Zombies storyline, 
resolving a years-old 
cliffhanger. Four new 
multiplayer maps include 
an ancient castle and a 
giant family picnic table.

Just Cause 3: 
BavarIum sea 
HeIst
Dust off your Lonely 
Island MP3s for the 
boat-centric third JC3 
add-on. Speed your new 
nitro-fuelled Loochador 
through two story 
missions, and rain down 
lightning upon waves of 
enemies in an extra 
challenge mode with the 
eDEN Spark gun.

alIenatIOn: 
upDates 1.04 
anD 1.05
The twin-stick shooter 
goes from strength to 
strength. Two free 
updates increase the 
Hero level cap, as well 
as adding a Legend 
difficulty level and six 
extra trophies. Beat the 
new Weekly Missions 
and their challenging 
modifiers within seven 
days for sweet rewards.

dlc

£11.59

£4.99

FREE
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D
eathclaws, radiation 
poisoning, suicidal Super 
Mutants… The Wasteland isn’t 
exactly wholesome family fun. 
So it’s Fallout 4’s sixth (and 

last ever) DLC to the rescue: Nuka-
World’s got rides, rollercoasters and 
Raiders running irradiated torture-
gauntlets. Move over, Disneyland. 

The expansion’s first quest, All 
Aboard, triggers at level 30. Hop on the 
Nuka Express and head to the theme 
park. Yes, it’s been a teeny, tiny bit 
taken over by Raider gangs – but you 
can still get your ‘coaster kicks.

Everywhere, ultra-violence meets 
adorable pep, and the place is as 
cheery as it is covered in rust, blood 
and land mines. An animatronic mascot/
beverage named N.I.R.A. is your guide 

(when the other half of 
her split personality isn’t 
calling you a “dung-
sniffing dirt scratcher”). 

Where first? Perhaps 
the Nuka-Galaxy 
rollercoaster in the 
Galactic Zone? Live Wild 
Western fantasies in Dry 
Rock Gulch, explore King 
Cola’s castle in Kiddie 
Kingdom and meet exotic 
creatures in the Safari 

Adventure Zone. There’s 
even a token-powered, 
ticket-spewing Nuka-
cade with shooting 
gallery and Whack-A-
Commie minigames. 

Whether you’re an 
adrenaline junkie, or just 
after new quests, 
weapons and workshop 
items, welcome to your 
new “happiest place on 
Earth.” Buckle up.

expansion

Narbash 
Another month, another 
new hero for PS4 MOBA 
Paragon. This Support 
Caster bangs his drum to 
buff teammates, regain 
health, slow crowds and 
stun would-be gankers.

KapKaN’s aC set 
Ensure your Rainbow 
Six Siege opponents 
requiescat in pace with an 
Assassin’s Creed-themed 
gun charm, hood and 
weapon skin for defender 
Operator Kapkan.

taCtiCal paCK 
Silence is golden in Deus 
Ex: Mankind Divided. Keep 
Jensen stealthy with a 
custom-skinned tranq 
rifle, smoke and gas 
‘nades, and a craft-happy 
Micro Assembler aug.

hammer loaded 
Free-to-play World Of 
Tanks’ limited-time Tier 
VII Tiger I Hammer Heavy 
Tank is a sniper’s dream, 
thanks to its long-range 
cannon. You’ll also bag the 
Deadeye skill in this pack.

UsUrpers hero paCK 
Board game-inspired 
title Armello’s first paid 
add-on contains four new 
characters. The first, 
Elyssia of the Rabbit Clan, 
fortifies settlements by 
doubling their hit points.

FREE £5.79 £3.99 £28.99 £TBC

THERE’S EvEN a TOkEN-
POWERED, TICkET-SPEWINg 
Nuka-CaDE WITH FuN MINI-
gaMES TO MaSTER.

All’s fair in nuclear war for Fallout 4’s final hurrah

Fallout 4: Nuka-World
£19.99

also on psn
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 Kingsglaive is part of the 
expanded FFXV universe 
alongside Brotherhood.

F
ree to anyone forking out for 
the deluxe edition of FFXV, this 
feature-length CG movie is the 
most lavish opening cutscene 
ever. As a standalone film, 

however, it doesn’t hold up quite as well.
Set in the city of Insomnia, it depicts 

the key event that sets Noctis on his 
path, namely the audacious theft of the 
Lucian crystal by the empire of Niflheim. 
Aaron Paul is the focal point as Nyx 
Ulric, a member of the Kingsglaive 
guard, who’s bestowed nifty magical 
powers by Regis Lucis (Sean Bean). 
We’re also introduced to Lunafreya 
(Lena Headey), Noctis’ bride-to-be until 
the Chocobo dung hits the fan.

Overwhelming with world-building 
from the off, the storytelling is 
alienating for newcomers but fares a 
little better when it zeroes in on Nyx. 
Paul’s voice may be a terrible fit, but he 

humanises the character 
with charm and humour.

Directed by FF 
stalwart Takeshi Nozue, 
it’s visually spectacular 
with daemons, kinetic 
action sequences and 
great environmental 
design. The mo-cap 
performances frequently 
visit uncanny valley, 
however, while the odd 
habit of fading to black 
every five minutes is one 
of many editorial tricks 
that just doesn’t work. 

It’s essential viewing 
ahead of FFXV purely for 
plot reasons, but let’s 
hope the game does a 
much better job of telling 
its story. Jordan Farley

Kingsglaive:  
Final Fantasy XV
Crystal chronicles

blu-rays

coming soon

The Angry 
Birds Movie 
Arriving years after peak 
Angry Birds mania, this kids 
animation feels completely 
redundant. In case you’re 
wondering, it’s a turkey.

The 
Conjuring 2 
Cor blimey, Ed and Lorraine 
Warren from that there 
Conjuring have only come 
to London to investigate the 
Enfield haunting. Sadly.

AliCe 
Through The 
looking glAss 
The entirely unnecessary 
Wonderland sequel jettisons 
every word of Lewis Carroll 
for a money-chasing mess.

sTAr WArs 
reBels – s2 
The second season of the 
Star Wars animated series 
sees the return of Darth 
Vader, Darth Maul and Darth 
Binks (psyche!).

reMAinder 
There are hints of 
Memento in this trippy Tom 
McCarthy adaptation about 
an amnesiac who attempts 
to reconstruct his memories 
after a blow to the head.

Money 
MonsTer 
Jodie Foster directs this 
glossy, engaging thriller 
about a smug financial  
guru who gets held at 
gunpoint on live TV.

The MArTiAn: 
exTended ed
Ridley Scott’s ace space 
movie gets the extended 
edition treatment with 
ten extra minutes of Matt 
Damon being sciencey.

WArCrAfT: 
The Beginning 
Duncan Jones’ unfairly 
derided videogame 
adaptation isn’t perfect, 
but it’s not that bad for a 
videogame movie. Honest.

PreACher: 
seAson 1
No Amazon Prime? The first 
season of the cult comic 
adaptation about a priest 
who can compel people with 
his voice heads to disc today.  

When MArnie 
WAs There 
Studio Ghibli’s final film is a 
haunted house story about 
a girl who befriends a ghost. 
Expect shades of Hitchcock 
and heartbreak.

3 Oct

3 Oct

3 Oct

3 Oct

3 Oct

3 Oct

10 Oct

17 Oct

17 Oct

17 Oct
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ethal Weapon. The Last Boy 
Scout. Kiss Kiss Bang Bang. 
Writer turned director Shane 
Black is responsible for the 
best hardboiled buddy cop 

comedies of the last 30 years (not to 
mention, bizarrely, cult camp horror 
classic The Monster Squad). In many 
ways his latest film, The Nice Guys, 
feels like something of a greatest hits 
package. But when the tunes are this 
good it would be remiss not to give 
them one last spin.

Set in Black’s regular stomping 
grounds, the seedy underbelly of LA 
(circa 1977), Ryan Gosling stars as 
Holland March – a bumbling PI who 
teams up with Russell Crowe’s 
no-nonsense hard man Jackson Healy 
to track down a missing girl… but not 
before Healy breaks March’s arm in the 
funniest act of extreme violence since 
The Best Of You’ve Been Framed.

March and Healy’s love/hate (or 
rather tolerate/hate) relationship is the 
glue that keeps Black’s labyrinthine tale 
of lurid murder and corporate 
corruption from falling to pieces under 
the weight of familiarity. The chemistry 

between Gosling and 
Crowe is hugely 
entertaining. Gosling in 
particular demonstrates 
a surprising level of 
talent for pratfalling and 
slapstick generally, while 
Angourie Rice (as 
March’s remarkably 
mature daughter Holly) 
almost steals the film 
from under the hairy 
noses of her far more 
experienced co-stars.

As with all of Black’s 
screenplays, the dialogue 
is delightfully deadpan 
and filled with a fair few 
well-honed zingers. Black 
also seems to have 
learned a thing or two 
from his stint behind the 
camera on Iron Man 3, 
with fantastically trippy 
dream sequences and a 
top intro to Matt Bomer’s 
gung-ho assassin John 
Boy. Very nice indeed. 
Jordan Farley

The Nice Guys
Back in Black

music

Shane Black’s next film is a 
Predator sequel that may 
see the return of Arnold 
Schwarzenegger’s Dutch.

S U R V I V E RR7349
forMAT ALBUM eTA 30 SEP PriCe £7.99

If you caught Stranger things, you’ll remember the 
score, a suite of droning synthesizer music as cold 
and foreboding as a terminator’s skeleton. It was the 
work of texas quartet S U R V I V E, and this album hits 
similarly chilling notes. facebook.com/survivesurvive

ThE WhITE STRIpES CITY LIGHTS
forMAT TRACK eTA OUT NOW PriCe £0.99

tireless Detroit songsmith Jack White has a new 
compilation of acoustic music out in September, and 
here’s an offcut from his former duo’s 2005 album Get 
Behind Me Satan that swaps out garage rock in favour 
of fingerpicking. jackwhiteiii.com

ThE LEmon 
TWIgS
DO HOLLYWOOD
forMAT ALBUM eTA 14 OCT  
PriCe £7.99 

the Lemon twigs are 
teenage brothers with a 
skill for unusual baroque 
pop. Yes, songs like Baby, 
Baby feel like they’ve 
timewarped in from the 
‘70s, but suspend your 
cynicism and embrace 
their whimsy. facebook.
com/TheLemonTwigs

ALUnAgEoRgE  
I REMEMBER
forMAT ALBUM eTA OUT NOW  
PriCe £9.99 

AlunaGeorge’s debut LP Body 
Music was modernist RnB of 
a distinctly British flavour, 
turning underground club 
sounds into glittering pop. 
this follow-up finds them 
looking beyond these shores, 
enlisting Jamaican dancehall 
Mc Popcaan for I’m In control 
and Australian producer 
Flume for a swish title track. 
www.alunageorge.com
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First thing’s first, and I’ll 
break it to you gently: you 

need a PS4, a DualShock 4 and a 
PS VR headset (plus processor 
unit) to play PS VR. I know – 
shocker. Don’t roll your eyes, 
you’re only drawing attention to 
them and I do have bills to pay. 

What you might not know is 
that the PlayStation Camera (old 
or new style will do) is also an 
essential part of the PS VR setup, 
so find yours or prepare to pony 
up. Headphones can plug into the 
device and a pair of stereo 
earbuds are included, but if you 
want to use your own cans, never 
fear: the headset’s design will 
snugly accommodate them. 

Lastly: peripherals. PlayStation 
Move controllers, PlayStation Aim 
guns and PlayStation Sick Buckets 
are strongly recommended by the 
Doc, depending on how stabby, 
shooty or pukey you’re looking to 
get with your kit. I don’t judge.

Space: the final frontier. Well, 
actually it’s the penultimate 

frontier in this guide. Shhh. Some 
PS VR games do actually require 
you to stand up and/or move 
about, and will get very shirty if 
you skip on out of the designated 
PlayStation VR `play area’.  

The space you’ll need to clear is 
roughly 2x3 metres, the play 
area’s height depends on how 
high up the PlayStation Camera is 
set, and the zone you prepare 
should be a bit larger than the 
recommended play area. Your 
surroundings should be free of 
any obstacles that could be picked 
up by the camera or send you 
flying through a nearby window 
when tripped over. 

Know that you don’t need this 
space for all games; most just ask 
you sit somewhere in the zone. 
But to be safe, the Doc suggests 
burning all your possessions to 
ensure a VR-friendly home.

Once you’ve got all the 
requisite doodads and have 

compromised your tenancy 
agreement beyond all repair, 
you’re just waiting on the postie 
to arrive with your shiny new 
headgear. To set up, take the 
processor unit and connect it to 
the wired PS VR headset. Pop 
your earbuds or headphones into 
the 3.5mm jack. Next, plug the 
dual HDMI cable included in the 
box into the processor unit. 

Unplug the HDMI cable 
connected to your television from 
the PS4’s port, replacing it with 
the cable coming from the 
processor unit, and then plug the 
HDMI cable from the telly into the 
processor unit too. Use the USB 
cable to connect the unit and the 
console, and then plug the unit’s 
power cable into the mains. 
Finally, connect the PS Camera, 
switch on and follow all the 
prompts to calibrate.

Prepare for PS VR
Be ready to step into your new gaming reality

doctor 
playstation
Our console medic 
fixes your tech woes 
with actual science

Like the Doc on a 
balmy summer’s 
eve, PlayStation 
VR is just around 
the corner, waiting 
to consume your 
soul. Not ready? 
Here’s your guide 
to get set for 
virtual reality. Oh, 
you were talking 
about the Doc’s 
soul-eating? You’ll 
never be ready.

Welcome to the future. You 
can experience hallucinogenic 
horror trips, play Pong with 
your face and goad great white 
sharks into attacking you. 
Finally, the full Doc PlayStation 
Saturday night experience!

STEp 3  
Set up the 
headSet 
with your 
pS4 and get 
playing

STEp 2  
create Some 
flailing 
Space in 
your home

STEp 1  
make Sure 
you’ve got 
your kit on. 
in. i mean in

next monththe verdict
Make like the Doc 
and tamper with 
folders and files 
as you learn to 
master new PS4 
system software 
update 4.0.

the problem



Platinum Club
Our man searches space for silverware in No Man’s Sky

Next issue Mr trophy takes on three 
sets of zombie-bashing accolades in the 
Dead Rising triple Pack.
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Platinum x 72

Silver x 1516

Gold x 416

Bronze x 6,371

join the 
club

Hey! What’s 
the hardest 

trophy you’ve 
snagged? tell 

us at opm@ 
futurenet.com 

Mr trophy
iain Wilson’s PsN iD is 
Wilbossman, and his 
trophy cabinet is  
bigger than yours.

You’ll need to spot 
creatures great and 
small to complete the 
Planet Zoology scanning.

T
hankfully you don’t 
have to visit 18 
quintillion planets to 
unlock trophies as 
they’re based on 
progression through 

your Journey milestones. With the 
exception of the absent ‘sentinels 
Destroyed’, you need to reach the 
tenth milestone in the other eight 
challenges for gold 
awards, with bronzes 
and silvers coming at 
lower milestones.

For ‘On-foot 
exploration’ you’ll Have 
Spacesuit, Will Travel 
after covering 100,000 
units, equating to roughly that 
many steps. Make sure you 
explore on foot, as distance 
travelled in your ship won’t count. 
it’ll eventually add up over time, 
trust me. Likewise for ‘space 
exploration’, you’ll have been on 
quite A Space Odyssey once 
you’ve warped 60 times.

With alien ‘Words Collected’, 
the quickest way to learn the 
lingo is by speaking to alien 
colonists at trading Posts and 
space stations. interact 

repeatedly with them for a 
minimal Carbon expenditure and 
every other dialogue choice 
should let you receive a new 

word, so keep this going until 
you’ve learned 150 bizarre 
utterances and become a Citizen 
of the Galaxy. Continue looking for 
new friends though, as you’ll need 
40 Alien Colonist encounters to 
understand What Mad Universe 
you’re travelling through.

in ‘Most units Accrued’ you 
must hold a balance of 2m units 

at once, rather than a cumulative 
total, and the easiest location to 
secure this is a space station. 
Access the Galactic trade 
Network and identify which items 
are marked with a gold star, then 
head to the deck and get those at 
a lower price from traders. sell 
them back for a profit, and repeat 
until you hit your target and enter 
The Diamond Age. While there, 
you can also rack up ‘ships 
Destroyed’ by hanging near the 
entrance and attacking as they 
pass. Fly back inside when the 
heat increases, and you’ll have 
engaged in The Forever War once 
80 starships are eliminated.

Becoming The Sentinel in 
‘extreme survival’ is tough, as you 
have to spend 32 sols (eight 
hours) on a planet flagged as 
having extreme conditions without 
dying. You can’t stay inside your 
ship, but you can hide in a building 
or Drop Pod to mitigate the 
effects, then top up your life 
support and save until you 

complete your time.
this just leaves 

discovering 100% of 
species on planets for 
‘Planet Zoology 
scanned’, which is a 
pain, so focus on 
completing less 

populated locations. if you find 
one with zero fauna you can still 
upload the record for a new 
milestone, though this can glitch 
your existing records, so don’t do 
it if you plan to return and finish 
any previous planets. upload 
100% records ten times to get 
Galapagos, and if you’ve done 
everything else then you’ll 
experience a Total Perspective 
Vortex for the platinum – though 
in many ways your adventure is 
only just beginning…

KeeP GOiNG uNtiL YOu’ve 
LeARNeD 150 ALieN utteRANCes 

AND BeCOMe A CitiZeN OF  
tHe GALAxY.
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With the series – and 
its competition – firmly 
rooted in WWII, COD 4 was 
a bold step forward into a 
brand new time period. 

info
pub aCtivision
Dev infinity Ward
releaseD 2007, Ps3
get it now Ps3 
store, £19.99

neeD to know

our review cover 
called it the “Game 
of the year.”

modern Warfare 
introduced Cod’s 
killstreak system. 

in oPm #100 you 
voted it the 12th 
best game ever.

1
2
3
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■ Carnage arose in a mix of rural and urban areas. ■ Never bettered, COD 4 comes to PS4 next month. ■ Melee kills are never anything less than satisfying.

 f
orget the ever-expanding 
franchise for a moment. 
if you want to see the 
impact that infinity Ward’s 
genre-defining game 
had, grab pretty much 
any first-person shooter 

since 2008 and play a bit of it. from 
the framework of online multiplayer to 
the template of short, tight campaigns 
that have a penchant for Bay-esque 
explosions, modern Warfare is both an 
fPs blueprint and the gold standard. 

infinity Ward’s third Cod (treyarch 
made Cod3) sets its violent stall out 
as soon as you see the title. the Ps2 
era saw a tidal wave of WWii shooters 
– take your pick from medal of Honor, 
Call of duty spin-offs and Brothers 
in arms – and, as they moved to Ps3, 
fatigue was running high. the same 
pockmarked french countryside and 
towns, shelled to pure brown and 
black, was tiring. so when infinity Ward 
promised a new era of conflict, there 
was a palpable buzz among hardcore 
shooter fans.

as soon as the game hit shelves, that 
buzz turned into a roar. and usually that 

roar was: “argh, i’ve been killed by a 
camper again”. only with more swears. 
modern Warfare’s online multiplayer 
was revolutionary, adding structure and 
micro-objectives that gave its addictive 
matches purpose. 

every kill dragged you a little bit 
further through its levelling system, 
unlocking weapons and perks which 
offered the slightest advantages. Bolt 
on the ability to Prestige, which gave 
you a new icon for bragging rights if 
you reached the highest level and didn’t 
mind being bumped back to level one 
to graft all over again, and Cod 4’s 
multiplayer became an obsession.  

that’s not a chore when it’s such 
an energetically nerve-shredding 
shooter. approaching a corner like 
you’re knocking on the Grim reaper’s 
door, the only thing worth relying on is 

the speed of your trigger finger. the 
twitchy reflex shooting is lightning fast 
and so hard-hitting you almost feel the 
recoil through your hands, every single 
enemy encounter guaranteed to have 
you gripping the pad extra tight. 

there’s also a purity in modern 
Warfare’s offering of modes, killstreaks 
and perks that managed to keep the 
focus on the frantic gunplay. sequels 
would go on to over-egg the pudding 
with too many extras and ideas, but 
Cod 4 got the balance just right – and 
still managed to offer an ocean of depth 
beyond its rivals’ online options, all on 
top of its best-in-class shooting. 

lone wolf 
not content with one groundbreaking 
mode, infinity Ward also bundled in a 
campaign which remains the best the 
series has offered. We could reel off 
a list of story highlights, but it’s hard 
to beat the excruciating stealth of all 
Ghillied Up: a combination of perfect 
pacing (not a second of the story was 
wasted, yet infinity Ward knew when 
to slow the pace and hit you with some 
thoughtful scenes) and blockbuster 
spectacle, it’s a much-copied template 
that’s yet to be bettered by imitators. 

With the Ps4 re-release just 
around the corner, modern Warfare 
remastered will offer us the perfect 
chance to remind ourselves why the 
series remains such a compulsive 
delight. its action is still as potent today 
as it ever was, but the remaster’s 
upgraded visuals should help modern 
Warfare forge itself a whole new legacy 
with a new generation of Playstation 
gamers. Can it ever be topped?

Every month we celebrate the most important, 
innovative or just plain great games from 
PlayStation’s past. This issue we get All Ghillied Up 
for the 2007 blaster that changed PlayStation’s 
first-person shooter scene forever more…

G h i l l i e  n o  m a t e s

Call Of Duty 4: 
Modern Warfare
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AS SOON AS 
MODerN WArfAre hIt 
ShelveS, the buzz 
turNeD INtO A rOAr.



Not one, not two, not three but four 
covers for OPM #63. We just had to go 
one better than Saints Row The Third…

more worth 
seeing than worth 
playing… you won’t 
regret the visit, but 
it’s highly unlikely 
you’ll want to  
stick around 
forever.

1 

Guess the four games, 
and their scores, from 
these review quotes

Name 
that game

opm Time machiNe 

5 yeaRS aGo

Above Saints Row The Third was the star of the issue 
and our trip to developer Volition left us with high 
hopes. We called it the most outrageous game on PS3 
– a title that it retained right up until Sega had the gall 
to release Aliens: Colonial Marines. Sheesh.

Far left No More 
Heroes was still 
keeping us talking, 
and we gave you 
the lowdown on 
anti-hero Travis 
Touchdown.

Left Ubisoft 
Reflections’ Gareth 
Edmondson talked 
Driver. Just weeks 
later, he left Ubi. All 
a big coincidence, 
of course. Right?

Answers
1. dead island, issue #63, 7/10.
2. hotline miami, issue 87, 9/10.
3. the incredible hulk, issue #22, 4/10.
4. warriors: legends of troy, issue 
#55, 4/10.

these 
superhero tie-ins 
are an outrageous 
waste of time. ugly, 
outdated, maybe 
even unfinished.

3

a near-
flawlessly 
executed arthouse 
video nasty. a 
standout instant 
hit of top-down 
violent atrocity for 
all the family.

2

Below left Five years back we were waiting for TESV: 
Skyrim. Now in 2016 we’re waiting for… oh. Yeah.

Below right The wonders of FIFA 12 were placed 
under our microscope, netting a triumphant 9/10.

zeus-level 
madness. less fun 
than the splinters 
you’d get from 
dragging that  
big wooden  
horse inside.

4

108

   t
i m

e
 m

a
c

h
i n

e



H
ang about, this all feels 
rather familiar. Last month, I 
donned the sharply-pressed 
suit of Agent 47, and came 
away satisfied I’d given the 

game a fair hearing after ten years of 
avoidance. But I hadn’t reckoned on the 
level of Hitman obsession harboured 
by OPM’s editor. “The third mission is 
where you’ll find the soul of the game,” 
he implores. “Curtains Down is a 
classic,” he whines. Reluctantly, I suit up 
one more time for a night at the opera. 

Once again, I find myself with two 
targets to dispatch: hot-headed tenor 
Alvaro D’Alvade and deviant diplomat 
Richard Delahunt. Emboldened by my 
previous ‘successes’, I quickly zero in 
on the construction workers who roam 
the opera house’s halls with impunity – 
when one peels off for a timely wazz, I 
seize my opportunity.

Unfortunately, in my haste to catch 
up with the fellow, I brush his shoulder 
as he reaches the urinal. Gripped by 
embarrassment, I stand stock-still, 
which only aggravates the situation. 
Understandably perturbed by the 
handsy bog-dweller breathing into his 
ear, the carpenter decides to do his 
urinating elsewhere. It takes three 
more attempts before I walk out of 
that toilet with the overalls I need. My 
disguise grants me access backstage, 
but I find naff-all. Eventually, I get bored 
and shoot a stagehand with a nail gun. 
An armed response unit of 1,000 men 
in shades appear and blast me to bits. 

After a dozen or so tries, I do it. 
D’Alvade suffers an onstage ‘mishap’ 
and I drop a chandelier on Delahunt’s 
head before striding for the exit. 
That’s when I inadvertently wander 
into the women’s showers and towel-
clad contraltos start running around 
screaming. As the men in shades 
swarm in, I know I probably deserve 
what’s coming to me at this point.

who?
Hair? Yes. Tie? No. 
Confirmed kills? 
[REDACTED]  
One month on 
and James Nouch 
continues to be  
the anti-Agent 47,  
an awkward pacifist 
in a brutal world of 
vocational slaughter.

Don’t like it. Never tried it. Every month we force 
one of our team to play their most feared game

iNfo
pub EIDOs 
InTERACTIvE
Dev IO InTERACTIvE
releaseD 2006
get it now Ps3 
sTORE, £7.99

■ My elaborate double assassination also involves lurking in a cupboard for what feels like three 
weeks, with nothing but the sound of Agent 47’s asthmatic breathing for company.

hitmaN BlooD 
moNEy (agaiN)

EvENTuAllY i gET 
bORED AND sHOOT  
A sTAgEHAND wiTH  
A NAil guN.

what?
still a whistle-stop 
tour of America’s most 
opulent attractions and 
private residences, 
punctuated only by the 
occasional gruesome 
assassination. Ten 
years on, it remains 
one of Agent 47’s most 
fondly-remembered 
murderous outings.

 DoN’t makE mE play! 
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Overwatch
PS4’s best multiplayer shooter bursts with colour, 
character and charm. At its core, Overwatch is 
a pleasing mix of empowerment and teamwork, 
enhanced by a raucous roster. Expect to become 
obsessed with landing Play Of The Game. 

4

13

blOOdbOrne
With the finest third-person melee combat in gaming, 
drool-worthy art design and the most twisted 
monsters imaginable, this is a gorgeously Gothic 
must-have. The Old Hunters expansion adds enough 
nightmare fuel to make a Yharnam return essential.

street fighter v
Mechanically, this is as close to perfection as any 
fighter on console – everyone from hardcore fans 
to first timers can grab a pad/fightstick and have 
serious fun. The launch game’s lean, but with free 
add-ons coming all the time, it keeps getting better.

grand theft autO v
Laughing in the face of other cross-gen ports, GTA V 
on PS4 is more than just a mere HD remaster. Upped 
to a glorious 1080p, it weaves everything that made 
the PS3 original great, with new music, more dynamic 
weather and a game-changing FPS mode.

Metal gear sOlid v:  
the PhantOM Pain
While retaining that distinct storytelling and sense of 
wonder that defines an MGS title, MGS V offers a level 
of freedom and creativity unheard of in any sandbox. 
Grand, majestic and bittersweet, it’s an instant classic. 

3

2

712

14

11

the witness
The ultimate puzzle game? Thekla, Inc’s behemoth 
boasts one of PS4’s most stylishly inviting, and 
resolve-testing, worlds to explore. It then crams it  
so full of secrets that even the platinum isn’t the end 
of the adventure. It’s a true original. 

darK sOuls iii
Offering heady nostalgia for veterans, as well as one 
of PS4’s most well-realised worlds for first-timers, 
From Software’s masterpiece is PlayStation’s most 
rewarding challenge. It’s a fitting conclusion to a 
mesmerising and engrossing RPG treasure. 

alien: isOlatiOn
Explore Ridley Scott’s original vision of a horror-
tinged future in startling fidelity with an attention 
to detail that borders on the obsessive. It’s time to 
remember what made the xenomorph so scary in  
the first place… and then get killed by it.

driveclub
The premier current-gen racer leaves its rivals 
for dust due to gorgeous graphics, strong social 
features and great handling. Major add-on Driveclub 
Bikes is also the greatest bike racing game on PS4, 
thanks to making driving on two wheels fun again.

the last Of us reMastered
This modern masterpiece just gets stronger with age, 
like a full-bodied stilton. A starkly brutal, emotionally 
honest take on the end of the world, Naughty Dog’s 
stealth shooter is quite simply one of the best games 
ever, even if this PS4 port doesn’t add much to it.

fallOut 4
Hitting PS4 with the atomic force of a Fat Boy, 
Fallout’s excellent gunplay and crafting systems 
can trigger a nasty case of RPG-itis. It’s not without 
its faults (or vaults), but the scale of Bethesda’s 
wasteland will keep you bunkered down for weeks.

8

the witcher 3: wild hunt
The White Wolf’s journey is at an end, but it’s still an 
RPG experience like no other on PS4. It’s been made 
even more spectacular with the 30-hour Blood and 
Wine expansion, meaning we’ll likely be playing CD 
Projekt RED’s farewell to Geralt for years to come.

5

9

10
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1 uncharted 4: a thief’s end
Nathan Drake’s swansong is a daring evolution. It combines series-
defining set-pieces, quietly devastating storytelling beats and sprawling 
levels that make you feel like a real-life explorer. This franchise finale 
retains its signature charm, with the wisecracks flowing as fast  
as the bullets, while the new characters each justify their inclusion.  
With an astonishing attention to detail, it’s Naughty Dog’s best yet. 

15

7 destiny: the taKen King
The Taken King expansion means there’s never been 
a better time to be a Destiny player – for veterans 
it’s a giant vat of new content that’ll keep you playing 
for months; for newcomers it offers the smoothest, 
most complete shooter a PS4 owner could wish for.

6 13 inside
Six years in the making, the follow-up to Limbo is a 
harrowing adventure that resonates long after it’s 
finished. The 2D trek through an oppressive and 
dangerous world is crammed with cunning puzzles, 
horrifying deaths and a stunning end sequence.

NEW!



canis caneM edit
staff writer ben tyrer painfully relives  
his formative years with this bully
Following the misadventures of Jimmy Hopkins at 
Bullworth Academy, Rockstar’s classic sees you 
getting revenge on a whole host of stereotypical 
cliques. From dating to stink bombs, Bully 
never takes itself too seriously, remaining as 
anachronistically enjoyable as GTA. A must-play 
for anyone who wants to pretend nipping behind 
the bike sheds was much cooler than it was. 

fahrenheit  
Jen simpkins thinks david cage’s classic  
is still a scorcher on Ps4
Say what you like about Quantic Dream (out of 
my earshot): it knows how to tell a story. This 
paranormal interactive narrative adventure puts 
you in the shoes of accidental murderer Lucas 
Kane… but also the two detectives on his case. 
Split-screen cameras, timed QTEs and quality 
vocal performances still thrill – as does drinking 
milk and pulling off sick yo-yo tricks. 

PsychOnauts
editor Matthew Pellett just can’t shake 
double fine’s romp from his mind
Ten years after its release, my wife and I still 
trade quotes from one of our favourite ever PS2 
games. It helps that it’s also funny – the lives of 
Raz and his fellow band of buddies at summer 
camp had us in stitches as it dropped us into the 
wacky minds of its colourful cast. This port is 
the perfect way to reacquaint yourself with the 
universe ahead of the sequel and PS VR spin-off.

We dive into ps4’s library for gold. 
This month: ps2 ports on ps4
P I C K  # 1

P I C K  # 2

P I C K  # 3

THIS PARAnoRmAL 
ADVEnTuRE PuTS you In THE 
SHoES oF A muRDERER.

■ Psychonauts was one of the most undervalued games of its time. 
If you missed it first time out, make sure you fix your error on PS4.

bubbling undER  

alternative picks

uncharted: the nathan  
draKe cOllectiOn
If you somehow missed the trilogy on PS3 then this 
excellent remaster should be your next purchase. 
Nathan Drake is PlayStation’s biggest hero, and no 
PS4 owner should skip his collection.

dOOM
A superb reboot of a classic, taking all of the things 
we adore about the ‘93 original and throwing them 
back at us in a chaotic shower of bullets and body 
bits. It’s PS4’s best pure FPS to date, its satisfyingly 
sprawling levels filled with brutal possibilities.

life is strange
The sublime writing and pacing of this episodic 
narrative will have you agonising over choices,  
and then marvelling at their flawless integration. To 
quote heroine Max’s BFF Chloe, it’s “hella” good. You’ll 
wish you could play it all over again for the first time.

111

retrostation

batMan: arKhaM Knight
Rocksteady sends the Bat out with a bang. A 
compelling, cathartic story adds new layers to the 
Dark Knight, while PS4 allows Gotham to blossom 
with a truly amazing engine. The stealth still sings, 
the fisticuffs are fab and the Batmobile is brill. 

Minecraft
Bigger, better and blockier than ever before on 
PlayStation, this iconic build-’em-up benefits 
massively from PS4’s additional power and gives you 
a creative playground 36 times the size of that on 
PS3 in which to build. Or lob TNT around, if you want.

dirt rally
Codies drifts its rallying masterclass onto PS4, 
offering the first real competition for Driveclub’s 
current-gen crown. This purist racer is less gaudy 
than previous Dirts, and can be brutal – making 
steel-nerved victories all the more exhilarating.

tOwerfall ascensiOn
You haven’t lived until you’ve enjoyed a four-player 
free-for-all in this instant couchplay classic. The solo 
campaign is fine by itself, but almost nothing beats 
the arrow-grabbing, death-defying last-second kills 
of local multiplayer’s mayhem.

16

17

18

22

20

19

nO Man’s sKy
After years of anticipation, Hello Games delivers a 
universe so vast it’ll leave you in awe. Each planet 
comes with the thrill of discovery, while the sense 
of ownership over what you see and name is an 
experience no other PS4 game can deliver. 

21

23 deus ex: ManKind divided
Building on the tough decisions and impressive 
stealth of Human Revolution, Adam Jensen’s return 
is a fantastic experience that utilises the sprawling 
city of Prague to great effect. Nimbler shooting and 
no annoying boss battles make it a real winner.

24

tearaway unfOlded
Its handheld original is rightfully riding high in the 
PS Vita Hall Of Fame as its PS4 remake-of-sorts 
swoops onto the current-gen roster on a raft of new 
features. Media Molecule makes the most of all that 
extra power and strikes gold yet again.

25

NEW!

NEW!
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Call Of Duty 4:  
MODern Warfare
Simply the finest COD ever made. From that nuke 
to Captain Price’s mesmerising ghillie suit stealth 
mission, few games can match Modern Warfare’s 
thrilling scripted spectacle.

7

8

tHe WalKInG DeaD:  
SeaSOn One
Telltale has crafted some amazing stories, but the 
first season of The Walking Dead stands among the 
best downloadable games ever with emotional ties 
and tangible consequences for your actions.

13

BatMan: arKHaM CIty
The most compelling bit of Bats action money can 
buy… that doesn’t involve Heath Ledger’s Joker. 
Thanks to an acutely detailed open-world chunk 
of Gotham, Rocksteady’s classic just pips Arkham 
Asylum to this spot by the thinnest of bat-whiskers.

12

lIttleBIGplanet 2
Media Molecule’s second swing at the user-
generated puzzle-platformer is even more essential 
than its predecessor, offering a raft of options so 
deep and rewarding the only thing holding you back 
are the limits of your imagination.

15

unCHarteD 2:  
aMOnG tHIeveS
The game that sparked a million mancrushes, with 
a perfectly pitched script, crunchy combat and set-
pieces like no other. In three words: unprecedented, 
unequalled, Uncharted.

GranD tHeft autO v 
The largest entry in the series is also one of the 
most ambitious games ever, but its fusion of thrilling 
missions, entertaining characters and scathing satire 
looks effortless. There can be no better way to bring a 
generation to a close than this.

reD DeaD reDeMptIOn
A near-perfect open-world fusion of engaging 
storytelling, truly compelling characters and a living 
environment ripe for experimentation. No sandbox 
since has got us quite so invested, and the bold 
ending still resonates to this day.

2 pOrtal 2
Only Valve could turn advanced physics, impossi-
puzzles and a voice cast comprised of a disembodied 
AI and Stephen Merchant into such a unique and 
undeniable work of genius. Hands down the funniest 
first-person experience on console.

9

JOurney
This charming two-hour voyage crafts an incredible, 
immersive narrative and a genuine emotional 
connection using little more than near-silent figures, 
marvellous sand physics and floating pieces of cloth. 
A remarkable and unique experience.

5

Metal Gear SOlID 4:  
GunS Of tHe patrIOtS
The most gleefully playful and imaginative
stealth game on PS3. Whether you’re watching a
monkey slurp soda or revisiting the site of the PS1 
original, no game honours its past so poignantly.

103

Heavy raIn
From controversial purveyor of interactive cinema, 
David Cage, comes this psychological thriller that 
plays like no other game on the system (apart from 
Beyond: Two Souls, natch). A real masterpiece of 
twists, turns, cinematography and, uh: “JASON!” 

14DarK SOulS
Akin to nothing else you’ve ever played (unless 
you’ve already played Demon’s Souls). It may be as 
impenetrable as a vault in Fort Knox, but persevere 
and there’s a brutal and beautiful challenge within 
that you will never, ever forget.

MaSS effeCt 2
While Bioware’s trilogy-ender sends Shepard out in 
fine style, it’s the middle slice of the delicious sci-fi 
sandwich that remains its best. A brilliantly scripted 
action-RPG, the closing ‘suicide mission’ provides an 
incredible finale.

BIOSHOCK InfInIte
Perhaps the best narrative team of the entire 
generation brings one of its finest series to a 
staggering climax. The original game would be 
well deserving of a place, but the mind-boggling 
revelations here run a whole lot deeper.

11
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tHe laSt Of uS
PS3’s premier developer proves a misbehaving pooch can learn new 
tricks in this extraordinary adventure. In true Naughty Dog fashion, 
the Californian studio subverts everything from zombie and post-
apocalyptic tropes to the gameplay beats of its own back catalogue. 
effortlessly blending stealth, horror and action with a script destined 
to break your heart, TLOU is interactive storytelling at its finest.



Final Fantasy X/X-2 HD 
RemasteR
Two examples of JRPG royalty, lovingly 
restored to their former glory for your 
portable pleasure. Their new touch 
controls are – gasp! – a welcome addition. 

GRavity RusH
Use a gravity-defying cat to break the 
laws of physics and zoom across the 
skies of a floating steampunk city. With 
stylish comic-book looks and a sassy 
heroine, this is a rush to remember.

metal GeaR soliD  
HD collection
Two of PlayStation’s finest adventures 
scale down beautifully, with enough 
cutscenes to fill a transatlantic flight. 
Even less excuse not to play, then.

cRypt oF tHe 
necRoDanceR 
Take Guitar Hero and Spelunky, then 
whack them in a blender. You’ll get this 
gem, with its addictive soundtrack and 
moreish rhythm-action monster-slaying.

peRsona 4: GolDen
This thoughtful and unique JRPG epic 
gives you another stab at high school  
– only this time with intrigue and 
superpowers instead of nerves, acne  
and an unpredictable vocal register.

2

14

13

15

9

spelunKy
With more than a subtle nod of its fedora 
to a certain whip-wielding Dr Jones, 
Spelunky’s procedurally generated 
dungeons and platformer/roguelike 
mashup shines brightest on PS Vita.

10

steins;Gate
This mind-bending, tongue-in-cheek 
visual novel takes something as simple  
as a mobile phone and turns it into a time-
travelling extravaganza that’s fit to 
bursting with comedy and drama. 

velocity 2X
A ludicrously enjoyable puzzle/platformer 
hybrid that should come with a health 
warning. So joyous is the side-scroller’s 
twin-stick teleporting, there’s a danger 
you’ll smile your face clean off the bone.

4

Downwell
There’s an engrossing simplicity that 
powers Moppin’s surprise hit. All you can 
do is move left and right and fire your 
gunboots, yet hours later, we still can’t 
turn it off. Fair to say it’s gone down well.

uncHaRteD:  
GolDen abyss
Drake proves he’s just as adept at 
adventuring on the go. A prequel story 
plump with classic jungle action, and 
crammed full of typical Uncharted charm.

Hotline miami 
Part puzzler, part top-down  
murder-‘em-up that’s as brutal as almost 
anything else on PlayStation. It’s hard but 
never frustrating, with instant restarts 
and lightning-fast gameplay.

6

8

littlebiGplanet
Sackboy’s back, smaller but just as 
lovable as ever. His platforming antics 
work perfectly on Vita, and the new 
control inputs complement the level 
creator brilliantly. Also: d’awwww.

supeR meat boy!
The new music doesn’t match up to the 
classic tunes, but Meat Boy’s long-
awaited PlayStation debut is the finest, 
fleshiest twitch platformer of all. An 
essential, thumb-destroying masterpiece.

5

7

Rayman leGenDs
Rather than losing its lustre on the  
move to PS Vita, Ray’s second slice of 
sumptuous side-scrolling is even better 
on handheld. Touchscreen gestures make 
this fine platformer all the sweeter.

3

11

12

113

1

YOUr EVErY NEED FOr ON-thE-gO gOODNESS 

 pS VItA hAll OF FAmE
teaRaway 
Peerless crafty platforming from Media Molecule, 
this time using PS Vita’s raft of touchscreen/
touchpad controls to surprise and delight you in 
new ways for hours on end. Full of whimsy, charm 
and enough personality to put most games to shame, 
Tearaway’s papercraft world remains Vita’s most vibrant title. 
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Parting sh t

Flying without wings
Seconds become years in Skate’s X-Games

Celebrating PlayStation’s finest moments

Four seconds. That’s roughly 
the time it takes between 
your skater launching into 
the air off the vertigo-

inducing megaramp at Skate’s 
X-Games, and clattering into the 
giant half-pipe. You’d expect it to 
feel instantaneous, but instead, it 
feels like the game’s hooked you 
up on ropes that are refusing to 
be lowered. Those with uneasy 
stomachs shouldn’t look down… 

Cruising onto PS3 at a time 
when Tony Hawk’s dominance 
was starting to wobble like loose 
trucks, Skate’s revolutionary 
controls immediately set it apart 

from its main skateboarding rival. 
Like Fight Night and Tiger Woods 
before it, using the analogue sticks 
to perform moves was an idea so 
good, it’s hard to fathom why it 
was unadopted for so long. 

While the Trick Stick is the 
game’s biggest selling point, Skate 
defines itself by being a more 
down-to-earth skateboarding sim 
than Hawk’s wacky arcade efforts. 
For the most part, you’re skating 
in small-scale parks with minimal 
air time – the focus zoomed in on 
the joys of nailing simple tricks to 
the smooth grooves of Booker T & 
The M.G.’s and Sister Nancy.

Which makes the towering 
X-Game megaramp all the more 
exhilarating. After hours of short 
grinds, low flip tricks and making 
clever use of your environment, 
you’re handed one of the biggest 
ramps you’ll ever see – and a 
watching crowd that’s clamouring 
for something special to cheer. 

Bigger tricks not only become 
possible, but mandatory. Flying 
over everyone while bursting out 
a 720 Christ Air is gratifying wish- 
fulfilment that the game smartly 
delays for its finale. It’s also the 
moment where Tony Hawk lost his 
crown once and for all. ■
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Are you ready for virtual reality on ps4? From gear to games, here’s 
everything you need to know about the future of entertainment

The ulTimaTe

l aunch special

pl aysTaTion

driveclub vr playsTaTion vr worlds job simulaTor:  
The 2050 archives

rise of The 
Tomb raider

fe aT ur ing

call of duTy:  
infiniTe warfare

plus! stAr wArs bAttleFront final fanTasy xv robinson: the journey + more
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T h e  u l T i m a T e 
p l a y s T a T i o n  v r 
l a u n c h  s p e c i a l

INTRODUCTION
One thing is certain: PlayStation VR is the future, and gaming is 

about to change forever. With your headset on and the free 
eight-game demo disc included popped into your PS4 (starring 
Driveclub VR, RIGS, PlayStation VR Worlds and more) you’re 

ready to jump in, and this mag is your essential guide to exploring 
your new reality. You’ll find out exactly how PS VR works its 

magic, what you’ll need – or simply want – to feel fully immersed, 
and read our exclusive hands- and face-on impressions of almost 
all the games coming your way. Ready? Turn the page and begin…

“fOR OVeR TWO DecaDeS, We’Ve aSPIReD TO 
Take GameRS SOmeWheRe GReaTeR. We belIeVe 
ThaT VIRTual RealITY IS The nexT STeP On ThaT 

jOuRneY. IT WIll uSheR In a neW eRa Of GamInG.”
anDReW hOuSe, SOnY InTeRacTIVe enTeRTaInmenT PReSIDenT anD GlObal ceO
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The virtual reality revolution has finally arrived in your living room. 
Meet PlayStation VR: the dawn of a new era of entertainment

H
ere it is – the 
new future of 
gaming. Virtual 
reality has 

become actual reality, and 
packed inside PS VR’s slick 
little headset is tech that 
can really, truly (virtually) 
transport you to other 
worlds. It’s an experience 
quite different to 
your standard 
telly-and-
controller setup: 
the 5.7-inch 
OLED screen 
worn in front of 
your face and the 
motion-tracking wizardry 
of PS4 combine to create 
the powerful illusion that 
you’re inside a videogame. 
Adventure, racing, horror, 
puzzle, sport, simulation 
– every genre you can 
think of is reimagined and 
redefined in virtual reality.

If you’re a PlayStation 
player, stepping into this 
entirely new gaming realm is 
as easy as putting your 
Crash Bandicoot socks on in 
the morning (we know you 
have them). With your £349 
PS VR headset secured, 
a PlayStation 
Camera sorted, 

and a small space cleared 
(2x3 metres is advised, but 
many games ask you to just 
sit or stand stationary inside 
this area), all you have to do 
is plug your new headset 
into your PS4 at home, and 
you’re set. Yes, really. 

Even peripherals such as 
PS Move controllers or PS 

VR Aim aren’t completely 
essential. Nearly every single 
PS VR game is compatible 
with your DualShock 4, so 
you – and, with the Social 
Screen sharing function, 
your friends – can dive into 
PS VR’s huge launch lineup 
of deeply immersive games.

But like its pal PS4, PS VR 
is more than just a gaming 
machine. It’s a full-on 
multimedia device, capable 
of turning your home into a 
personal movie theatre. The 
headset’s Cinematic Mode 
lets you play any PS4 game, 
as well as watch films and 
television shows, on a virtual 

226-inch screen. 
There are even 
short films 
custom-made for 
VR that allow you 
to stand amongst 
the action or peep 
into tiny, beautiful 

scenes. And if you’re just 
after the world’s most 
impressive photo frame? PS 
VR’s 360-degree picture 
viewer has you covered from 
literally every angle.

The really exciting thing, 
of course, is that this is just 
the beginning for virtual 
reality. Who knows what 
developments we’ll see in 
the coming years, but as of 

this moment, the future 
is officially now – 

and there’s no 
better place to 
become part of 
it than here on 
PlayStation.

“PlaySTaTion VR iS 
MoRe THan juST a 
gaMing MacHine.”

PS VR 
IS HERE!
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A detailed breakdown  
of the kit you’ll receive  
in the big, beautiful  
box of PS VR goodies

Stereo earbuds
Plug these into the 3.5mm jack on the 
in-line controls for 3D binaural audio. 

PS VR headset
Your personal portal to a new reality 
features a 5.7-inch OLED screen running 
at a 1920x1080p resolution, a silky-
smooth 120Hz refresh rate, and nine 
LEDs for 360-degree head-tracking.

In-line controls
This mini-remote can turn PS VR on and 
off, mute the mic and adjust audio volume.

PS VR box
What all this essential kit is packaged in. 
Not big enough to make a fort out of.

USB cable
The standard USB plugs into PS4, and the 
micro-USB into the processor unit.

HDMI cable
This one goes from the HDMI TV port on 
the processor unit into your television.

Processor unit
Small, but important. The active-cooled 
bite-sized box generates that 3D binaural 
audio, sorts Social Screen functionality 
and acts as an AC adaptor for the many 
wires that help PS VR work its magic. 

PS VR headset connection cable 
A double-headed doodad transferring 
data between headset and processor.

Instruction manual
Hopelessly tangled in all these confusing 
wires? Here’s some reading material. 

AC power cord
You know what this does, though us UK 
players will get a different plug…

AC adaptor
Allows the AC power cord to plug into the 
processor unit. Simple as that.

PLUS!
You’ll also get a code for The Playroom VR 
and a disc containing eight game demos.

1

2

3

4

5

6

8

7

9

10

11

1

5

10

11

6 7

2

InsIde
the 
box
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The wait is over: PlayStation VR is 
finally here. Now it’s time to get  
comfy with your new piece of kit

1

2

3

4

virtually
perfect

PS VR headset
Just look at it. Forget, for a moment, all 
the high-tech treats contained inside: it’s 
beautiful on the outside, too. The 
moulded, matte black and white body is 
made of a smooth plastic that both looks 
and feels like a relative of PS4. The 
futuristic and minimalist design’s studded 
with glowing blue light bars. It’s also 
comfortable to wear, thanks to its full 
(but light) weight sitting on the crown of 
the head rather than on your face and an 
abundance of soft padding. It really is the 
most stylish headset money can buy, and 
the simplest – ready to plug into PS4 and 
play straight out of the box. 

5.7-inch OLED display
Boasting a pin-sharp 1920 x RGB x 1080 
resolution (around 960 x 1080 per eye) 
and a 120Hz refresh rate, PS VR’s 
incredible picture clarity is down to the 
three subpixels making up every single 
pixel. Yo, we heard you like pixels…

Built-in sensors
Nine light bars dotted around the headset 
ensure your PlayStation Camera can 
keep track of your every motion, while 
internal accelerometers and gyroscopes 
take charge of sensing head movement.

Rubber side flaps
Goofy goggle marks be damned: the soft 
seal fits flush around your face without 
feeling overly tight, ensuring no light 
leaks in to distract you from your game.

1

2

2

3

3

4
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4

187mm

185mm

277mm

PS VR headset 
dimensions/weight: 

Approx 187×185×277 mm 
(width × height × length, excludes largest 

projection, headband at the shortest) 
Approx 610g (excluding cable)
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1 3

2

4

Adjustment button
With PS VR, one size truly 
does fit all: you can adjust 
the headset so it’ll fit your 
face perfectly. This button 
moves the lenses closer to 
or farther away from your 
eyes to refocus view and 
accommodate glasses.

Nose bridge
These rubber flaps cuddle 
your nose and cheeks to 
stop light leakage and  
keep things comfy.

1

2

Microphone
Your chosen headphones 
don’t come with a mic? Not 
to worry: there’s one built 
right into the headset. It 
picks up your every voice 
command, and also handles 
all of your in-game chat 
with other players.

Padded strap
Like resting your head on 
an adjustable cloud, the 
soft faux-leather makes 
wearing PS VR a dream.

3

4
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Processor unit
This mini-PS4 (why isn’t it 
all angled, we wonder?) is 
where the magic happens: 
namely, the technical 
wizardry behind 3D audio, 
the Social Screen function 
and Cinematic mode.

AUX port
Ruled over by w and e, 
this port handles AUX input 
from the VR headset cable.

HDMI port
The HDMI end of the PS VR 
headset cable plugs 
underneath q and r.

1

2

3

HDMI (TV)
With cable plugged in, this 
sends the Social Screen 
stream from headset to TV.

HDMI (PS4)
Unplug your PS4’s HDMI 
lead from the back of your 
telly and pop it in here.

Micro-USB port
The tiny trooper connects 
PS4 and processor unit for 
Social Screen and 3D audio.

Power input
The unit’s considerably 
more useful when powered.

4

6

7

5

Processor unit dimensions/weight: 
Approx 143×36×143 mm (width × height × length) 

Approx 365g

Front view Rear view

Top view

36mm

42 3

1

5 6 7

143mm

143mm
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Head support
To prevent the headset 
putting pressure on your 
face, this bit distributes 
weight onto your head.

Lenses
Behind these curved lenses 
sits PlayStation VR’s 
5.7-inch OLED display. The 
lenses help produce an 
approx 100-degree field of 
view for immersive VR 
gaming, and are designed 
to avoid fogging up.

1

2

Tightening wheel
Rotate this left and right to 
ever-so-slightly adjust the 
circumference of PS VR’s 
headband for a snug fit.

Release button
Push this to extend and 
retract PS VR’s frame  
to put it on/take it off. 

Rear light bars
The secret to 360-degree 
tracking, wherever you 
look. Psst: it’s behind you…

3

4

5

3

5



013

1 2

In-line wired controls
Here’s your on-cable remote. 
The easiest way to tinker 
with settings while in-game, 
the four buttons let you raise 
and lower the volume, mute 
the mic and turn your 
headset on and off – all 
without leaving the sweet 
oblivion of virtual reality.

Official PS VR earbuds
Pop these into your ears for 
3D audio to complete the 
virtual reality experience.

1

2
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Time to say cheese again. Our old friend  
is an essential bit of PS VR equipment,  
so snap one up for launch

W
e’ve said it before, but 
we’ll say it again: you 
absolutely, categorically 
need a PlayStation 

Camera to play PS VR. It’s not 
included in the headset package, so 
fish yours out from the back of the 
telly, or head to the shops sharpish: 
just don’t be without one.

The camera provides the motion 
tracking for your virtual reality 
experiences, detecting the headset’s 
blue LEDs at around 1,000 times per 
second to keep things smooth while 
you gawp at in-game surroundings. It 
locates both the front and the back of 
your head – useful if you’re whipping 
round to spot VR horrors sneaking up 
on you. Its final trick? Tracking the 
DualShock 4 light bar and PS Move 
controllers. Plug it in and you’re set.

playstation
camera

peripheral 
vision

P S  V R  e S S e n T i a l S

The best official kit to 
complete your PS VR 
gaming experience

“iT TRackS The headSeT’S 
blue ledS aT aROund 1,000 
TimeS PeR SecOnd.”
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The best cans money can buy for PlayStation 4,  
the official headset is the connoisseur’s  
choice for high-quality gaming audio

P
S VR comes packaged 
with a free pair of 3D 
audio-enabled earbuds – 
but if you’ve spent your 

hard-earned cash on a new reality, 
you might as well splash out on a 
premium audio experience, too.

So comfortable that you can barely 
feel them cuddling your lugs, quality 
7.1 virtual surround sound is piped 
through a pair of 40mm drivers. It’s 
the perfect match for PS VR’s audio 
capabilities, with several preset sound 
modes optimised for your games (as 
well as films and music).

Its wireless design means you won’t 
get any flailing limbs caught in cables, 
and with a battery life of eight 
glorious hours, these puppies will still 
be going strong through even the most 
hardcore of gaming sessions.

sony wireless stereo 
headset 2.0
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Y
ou might say that 
gaming’s greatest 
controller needs no 
introduction. You’d be 

wrong. PS VR makes DualShock 4 
capable of even more, so prepare to 
get to know it all over again.

It still does its regular old button-
bashing duties, but in fresh contexts. 
The PS Camera uses the controller’s 
light bar to track motion as you move 
the pad about. And once an oft-
incidental gimmick for adjusting your 
view, the gyroscope is now a crucial 
element in tons of virtual reality titles.

Even the simple act of holding 
DualShock 4 – both hands on the pad 
at all times – becomes newly 
immersive in VR titles where wrists 
are bound, such as in Resi 7 tech demo 
Kitchen, or ominous puzzler Statik.

The one you’re already rocking.  
PS VR gives your faithful PS4  
pad a whole new lease of life

dualshock 4
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O
riginally an accessory for 
a select few PS3 titles, the 
PS Move controller once 
captured your wild 

gesticulations and carefully-thrown 
shapes in party mini-games and 
dance titles.

In PS VR, however, it’s finally a 
must-have. Not every game requires 
PS Move, but some do – Batman: 
Arkham VR and VR Worlds’ The 
London Heist, for example. Nearly all 
are improved by them. PlayStation 
Camera tracks the location of both 
hands, so you can really get your mitts 
around something like shape-stacker 
Tumble VR. Squeezing triggers 
tightens and releases your virtual grip, 
or fires shots at the enemies you’re 
pointing at. Find ’em or buy ’em, but 
make sure you’ve got a couple to hand.

“YOu can ReallY geT YOuR 
miTTS aROund SOmeThing 
like Tumble VR.”

go hands-on: PlayStation’s magic  
wand finally achieves its true  
potential in virtual reality

ps move
controller
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Trigger-happy and you know it? clap  
your eyes on PlayStation 4’s slick  
new shooting peripheral

ps vr aim
controller

Controller boasts direct 1:1 motion 
tracking, meaning you can point your 
gun independently of where you’re 
looking in-game. Say hello to hyper-
accurate 360-no-scoping.

It has all the same inputs as a 
standard DualShock 4, cleverly 
integrated into the sleek design, and is 
suitable for both righties and lefties. 
You can even shoulder it like a rifle for 
shots right down the barrel – in 
Farpoint, your gun’s scope has LED 
crosshairs for that very thing…

l
ike basically everything 
fun ever, you don’t need 
the new PS VR Aim gun 
– but you’ll want it.

If you’re planning on picking up PS 
VR-exclusive space shooter Farpoint, 
it’s a must-buy. Light-years ahead of 
the previous PS Move Sharp Shooter 
shooting accessory, the PS VR Aim 
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the next generation
the hottest new games on their way to PlayStation Vr

farpoint 20 | rigs: Mechanized coMbat league 24 | batMan: arkhaM vr 28   
resident evil vii: biohazard 34 | cod: infinite warfare 38 | gt sport 42 
the playrooM vr 46 | job siMulator 48 | vr worlds 54 | gnog 58 | thuMper 62

h i g h l i g h t s

32 rise of the 
tomb raider
take a trip down memory lane in a first- 
person adventure set in croft Manor.

games
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  controls Pad or aim move Controller / EtA tBC / Pub Sony / DEv imPulSe Gear

natural – and aiming is as simple as 
pointing at the spider-like creatures 
that leap out at you. What’s really 
satisfying about Farpoint is the 
chunky feedback of weapons, with the 
shotgun fiercely kicking and the 
assault rifle spitting bullets out. 

Survival’s the aim as swarms of 
creatures do their best to eat you. 
Only the sharpest shooters will live.

i
f you remember Starship 
Troopers and thought 
you’d love your own alien 
bug hunt, Farpoint is the 

game you’ve been waiting for. 
Placing you on an arid, seemingly 

deserted planet, you need to rely on 
the PS VR Aim Controller. It has an 
analogue stick that controls your 
movement – which quickly feels 

farpoint
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these leaping spiders 
are scary, yes, but much 
bigger monsters await…
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  controls Pad / EtA 13 oCt  
Pub CCP / DEv CCP ShanGhai 

S
wapping the space dogfights of big brother  
eve: valkyrie for stationary turret shooting, this 
arcadey throwback blaster isn’t complex, but is 

plenty of fun. your task is simple: protect the mining 
vessel you work on by destroying anything that moves, 
and aiming is as easy as looking at your chosen target.

eve: gunjack

  controls Pad / EtA 13 oCt   
Pub reload StudioS / DEv reload StudioS

t
he World War shooter is making a comeback, but 
unlike Battlefield 1’s historical accuracy, World 
War toons takes a wackier approach. you can 

switch character classes on the fly, and power-up crates 
house tongue-in-cheek bonuses. that Piano airstrike 
would have been handy during WWii… and it’s free to play.

world war 
toons

Launch game

Launch game

see that green blob? some of the creatures gob these 
slow-moving acid balls at you. shoot them before they hit.
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  controls 2x PS move / EtA 29 nov / Pub Square enix / DEv Square enix

You’re gun-toter Prompto, blasting  
at a giant monster and occasionally 
teleporting about an arena. A non-
interactive car ride with opportunities 
to ogle the landscape (and your friends) 
finishes off the PS VR experience. 

t
he legendary action-RPG 
series’ latest is shaping 
up to be worth the wait 
on PS4. Its brief VR 

side-mode, however, is quite the 
change of pace for the JRPG. 

final fantasY Xv
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team pick
“Mixing impressive 
and oppressive 
alien atmosphere 
with satisfying bug 
hunting and weaponry, 
farpoint is a game 
that could only work 
with ps vr.”

Ben tyrer
staff writer
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  controls tBC / EtA 2016  
Pub oaSiS GameS / DEv oaSiS GameS

a  shooter with colour, this pixel-blaster asks you to 
blammo your way through cartoony monsters 
and ghosts while also looking out for interesting 

interactive doodads in the world. upgrade your weapons 
along the way for bonus skills to mess with time, slowing it 
to a crawl and even bringing it to a screeching halt.

piXel gear

final fantasy Xv’s vr support was due to be a post-launch 
update, but the delay means it could be a day one feature.
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  controls Pad / EtA 13 oct / Pub Sony / DEv guerriLLa cambridge

boosts your meter, and once it’s full 
you must jump through a basket on 
the map to score points for your team.

To layer in extra strategy, your  
pad’s face buttons let you divert  
power between speed, shield strength 
and shot strength, ensuring RIGS’s 
single-player campaign and online 
multiplayer games are every bit as 
tactical as matches of PES 2017.

a
first-person mech shooter 
doesn’t sound much like a 
sports game, granted, but 
if dressage is considered 

an Olympic sport then you’ll hear no 
complaints from us about RIGS.

Set 50 years in the future, you pilot 
a RIG (think speedier, gaudier versions 
of Aliens’ Power Loaders) in zippy 
3-vs-3 battles. Disabling other RIGS 

rigs: mechanized 
combat league

rigs makes use of Ps 
Vr’s 3d positional audio 
to better help you locate 
enemies in open arenas.

Launch game
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team pick
“100 Foot robot golf’s 
mecha anime style, 
destructive holes and 
commentary by my 
fave podcasters (the 
mcelroys) means i’m 
putting putting first on 
my Ps Vr wishlist.”

Jen simpkins
staff writer
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  controls n/a / EtA 13 oct  
Pub frame interactive / DEv frame interactive

t
he key to goal-scoring greatness? don’t forget 
the “proper heading motion.” use your bonce to 
smack balls into the net, targeting novelty 

balloons to outplay pals in the hilariously creepy football 
improvement centre. avoid goalie-shaped obstacles and 
you’ll soon be the champion of the leaderboards.

headmaster

the rigs come in different 
shapes and sizes – each 
type boasts unique abilities 
such as double-jumping.

  controls Pad / EtA 10 oct  
Pub no gobLin / DEv no gobLin

c
all golf “boring” one more time. we dare you. in 
the battle for par, you pilot mammoth mechs with 
customisable abilities. Skyscraper in the way of 

your perfect shot? easy: just club it to bits. you and up to 
three others fight over fantasy fairways in local or online 
multiplayer as pithy commentators provide the chuckles.

100 Foot 
robot golF

Launch game

Launch game
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The main mission is only 
around two hours long – 
but Arkham VR’s priced 
at a reasonable £15.99.
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  controls 2x PS Move / EtA 13 oct 
Pub Warner BroS / DEv rocKSteady

t
his experiential superhero 
sim lets you fulfil your 
fantasies and become the 
Caped Crusader himself. 

In its ‘Be The Batman’ mode, you 
begin as Bruce in the Wayne Manor 
foyer and start your transformation 
by triggering a hidden lift via a spot 
of piano playing. It transports you 
straight to the Batcave on a leg-
quiveringly tiny platform, where a 
360-degree view of the secret grotto 
prompts un-Batman-like giggles.

You need to suit up during your 
descent. Using the PS Move 
controllers you activate the batsuit by 
dragging a holographic bat symbol to 
your chest, stretching out your arms 
to the gauntlets (notice the soft hiss 
as they’re clamped on) and plucking 
the cowl from its cradle before 
dropping it onto your face. Then it’s 
time to grab your gear: grapnel, 
scanner and auto-aimed batarangs are 
all on hand to test before you clip 
them to your belt.

The Batcave’s there for exploring, 
but we instead jump into the game’s 
other mode: ‘The World’s Greatest 
Detective’. Here, Batman’s in Gotham 
investigating a murder scene. Series 
fans, be warned: the premise is 
immediately shocking, pushing into 
fresh, darkly intriguing territory. 

It’s a very point-’n’-clicky take on 
the established Arkham series’ 
detective scenes. You can warp to 
preset points in the alley and scan 
with your new tool to log evidence, 
replaying the scene of the crime to 
unpick what happened. The emphasis 
on Batman’s sleuthing skills is genius, 
the VR aspect breathing new life into 
a familiar concept. Make no mistake 
– this is a Rocksteady ‘Arkham’ game 
through and through. Utterly brilliant.

bATmAn: 
ARkhAm VR

Launch game
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  controls Pad / EtA tBc  
Pub ndreaMS / DEv ndreaMS

M
oral choices rarely mean that much in games, so 
we hope the assembly can live up to its promise 
of challenging your conscience. Playing through 

the experiences of Madeleine Stone and cal Pearson, a 
newbie and veteran at the titular organisation, you’ll solve 
puzzles and uncover your employer’s darkest secrets.

The Assembly

  controls 2x PS Move / EtA tBc   
Pub highWire gaMeS / DEv highWire gaMeS

  controls PS Move / EtA tBc   
Pub Sony / DEv uBer entertainMent

F
rom former destiny devs (including composer 
Marty o’donnell) comes this adventure about an 
injured child who’s able to explore the world 

outside her bedroom by taking control of dolls and giant 
golems. head-tilting movement feels weird at first, but PS 
Move sword-swinging combat is more natural to grasp.

P
oor Bess. her biplane’s crashed onto a flying 
fortress and her father’s been kidnapped. But 
we’ll celebrate her misfortune, as it gives rise to 

this cute point-’n’-click jaunt. Special mention goes to the 
blink system: movement’s handled via a top-down camera, 
but the viewpoint ‘blinks’ into first-person for puzzles.

golemWAyWARd sky

  controls Pad / EtA out noW   
Pub Sony / DEv PlaStic

M  ovement mo-capped by ballerina Maria udod, this 
3d platformer has already brought style and 
grace to PS4, even if challenge is lacking. it flows 

wonderfully in vr: face buttons and the left thumbstick 
twirl and move the Princess, while the right stick alters 
the camera. Faces in flashback scenes loom large.

boUnd

  controls Pad / EtA 2016   
Pub Minority Media inc. / DEv Minority Media inc.

P  rehistoric creature fans, this is the game you’re 
after. going back in time (er, obviously), you’re 
exploring history in a jurassic World-esque pod, 

scanning animals and mammals to discover a cure for a 
humanity-destroying virus in the present. diving into the 
deep blue is a tantalising prospect. 

The Time 
mAchine VR
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  controls Pad / EtA tBc  
Pub White elK / DEv White elK

W
aking up on a mysterious planet, the debut game 
from White elk focuses on confounding sci-fi 
exploration – you must collect pieces of an 

artefact to help make your way home. Founder jonathan 
hawkins’ work includes the god of War trilogy, so expect 
plenty of awe-inspiring scenes.

eclipse

  controls Pad or 2x PS Move  
EtA 13 oct / Pub cryteK / DEv cryteK

d
inosaurs! Sold yet? 
Crytek’s on-foot Jurassic 
adventure also contains a 
witty robot friend, 

treacherous climbs up alien trees 
and physics-based puzzles. 

Playing as a young boy stranded on 
an alien planet, our scanning device 
lets us shift path-blocking debris to 
press onwards. Raptors snap at our 
heels, pterodactyls soar overhead and 
PS Move triggers enable us to grip 
some handholds surrounding a tree. 
Careful clambering is rewarded with a 
stunning view. Just… don’t look down.

A brachiosaurus is in our way, our 
progress halted until we clock how to 
dislodge nearby fruit to distract it.  
We celebrate by resting in a golden 
sunbeam. Atmospheric and full of 
wonder, Crytek is bringing dinos back 
to life. In non-potentially-lethal ways.

Robinson:
The 
JoURney

  controls Pad / EtA tBc   
Pub douBle Fine / DEv douBle Fine

W
ith anticipated platformer sequel Psychonauts 2 
not arriving until 2018, here’s a way to get your 
fix of telekinetic shenanigans. Set directly after 

the first game, you are psychic agent raz in this laugh- 
a-minute mission: teleport into heads, levitate objects with 
your mind/controller and problem-solve with Pyrokinesis.

psychonAUTs 
in The RhombUs 
oF RUin

particles and dino-dragonflies dance in the air. Visually, 
Robinson: The Journey outshines many other ps VR titles.

Launch game
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team pick
“croft manor is an 
important place for 
Tomb Raider fans, 
and Rise of The Tomb 
Raider contains the 
series’ best iteration 
yet. exploring the halls 
in VR is remarkable.”

matthew pellett
editor
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  controls 2x PS Move / EtA 13 oct  
Pub MaxiMuM gaMeS / DEv untold gaMeS

W ith this episodic, story-driven adventure forcing 
you to question reality itself, untold games is 
aiming for a more complex vr experience. While 

the main story sounds daft (it’s the 22nd century, and you 
must find the most powerful energy source in the galaxy 
to save your father’s life), this is a real cerebral offering.

loAding hUmAn

Launch game

  controls Pad or 2x PS Move / EtA 2016   
Pub White lotuS / DEv White lotuS

K
ickstarted puzzle-adventure xing is a journey 
through the afterlife where your goal is to earn 
your freedom and aid trapped spirits. the 

opening we tested last year is slow, but gaining the ability 
to control the time of day and weather in order to beat its 
puzzles should ensure the action rapidly picks up pace.

Xing:
The lAnd beyond

  controls Pad / EtA 2016   
Pub MiKe Bithell gaMeS / DEv MiKe Bithell gaMeS

M
aster thief rob locksley returns in free (and PS 
vr-compatible) dlc for the stylish stealth 
puzzler, which continues the story of the 

troubleshooter from the main campaign. Swivelling 
heavily-guarded rooms, setting up angles and peeking 
round corners gives you a heightened sense of control.

VolUme: codA

  controls Pad / EtA 11 oct  
Pub Square enix / DEv cryStal dynaMicS

y
ou’ve never seen Croft 
Manor like this before. 
The main campaign of 
Rise Of The Tomb Raider 

isn’t VR-compatible, but the Blood 
Ties expansion, newly created for 
this PS4 version of the game, 
contains a PS VR-friendly chapter 
set in Lara’s sprawling mansion. 

This hour-long trek presents a 
slower adventure than usual for Lara, 
who’s busy hunting for a less-than-
ancient artefact: her father’s will. 
Peeling back the secrets hidden in the 
musty home is exciting enough in 
third-person, but being able to 
explore in first-person using PS VR 
makes the eerie and decaying 
residence even more haunting.  

Rise oF
The Tomb 
RAideR

Launch game
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A PS VR calibration mode asks us 
to follow orders in a padded cell 
to ensure the headset is properly 
registered by the camera.
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  controls Pad / EtA 24 Jan  
Pub CaPCom / DEv CaPCom

R
esident Evil may have had 
a few stumbles recently, 
but Capcom has got the 
series back to its 

terrifying best, and our latest 
hands-on proves that PS Plus demo 
Beginning Hour is no fluke. We’re 
playing inside one of the videotapes 
you can find in the house, and this 
time we’re in the shoes of someone 
called Mia. We join her as she’s 
running into a swamp house, with 
Marguerite Baker, a member of the 
mysterious “Family” from Beginning 
Hour, chasing and snarling after her.

We have no idea what Mia’s done to 
Ma Baker and we have no intention of 
finding out – as we start to sneak 
through the rotting building, we can 
hear the mad matriarch hiss behind 
us. Like indie horror Outlast, this 
section forces us to hide behind 
furniture so Marguerite doesn’t see us. 
There’s no way of defending ourselves, 
so if we’re spotted, we get a nasty 
fright – though combat will feature in 
the finished game. After inching 
through a few stuffy rooms, we find 
progress halted by a puzzle. 
Thankfully, there’s no Ma in sight… 

The sense of unease is almost 
unbearable – in VR, the warped walls 
and ceilings really feel like they’re 
encroaching on our personal space. 
That’s before all the lights go out and, 
well, let’s just say the end isn’t overly 
pleasant. If there were any lingering 
doubts that Resident Evil isn’t on 
form, it vanishes by the end of our 
demo. The series’ bold new direction 
means that this is on track to be one 
of PS VR’s most important games.

ReSident 
eVil Vii:
BiohAzARd
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team pick
“i loved aborted Silent 
hills project P.t., so i 
can’t wait for Resident 
evil Vii. i’m sold on the 
direction, but eager 
to see how it can be 
stretched out into a 
full, cohesive game.”

Milford Coppock
Managing art editor

in a nod to the very 
first Resident evil, 
opening a door is a 
terrifying process.
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  controls TbC / EtA TbC  
Pub whiPPeRing / DEv RoboT invadeR

d
eveloper Robot invader describes it as a mystery 
thriller, but make no mistake: with Ps vR 
strapped around your face, this investigation into 

the murder of recluse harris bullard will terrify you. you 
play as a journalist picking through bullard’s rural home 
for a story, but we daren’t type what you find…

deAd SeCRet

  controls 2x Ps move / EtA TbC  
Pub PhosPhoR / DEv PhosPhoR

  controls Pad oR 2x Ps move / EtA 13 oCT  
Pub sony / DEv suPeRmassive games

C
urrently wowing the soiled pants off gamers on 
PC, what this wave-based horror shooter does is 
simple but effective. by rooting you to the spot 

and hurling bigger and nastier freaks your way from all 
directions, it has you spinning on a sixpence, peering 
through the gloom and frantically managing ammo 
supplies as the claws close in.

T
he ghost train from hell gets spookier. our latest 
demo of the branching on-rails shooter jump- 
scares us half to death, then wheels us through 

an abattoir filled with gargantuan pigs that squeal as 
they’re sawn in two. shooting targets gifts points, while 
hitting ammo boxes upgrades pistols to shotguns: useful 
when a trippy, 50-foot psycho summons sprinting clowns.

the BRookhAVen 
exPeRiMent

Until dAWn: 
RUSh oF Blood

Launch game

  controls Pad / EtA TbC 2016  
Pub sony / DEv TangenTlemen

  controls Pad / EtA 2016  
Pub oasis games / DEv oasis games

P
eeling posters are plastered over london tube 
tunnels. a flashlight on q is little consolation: 
sharks swim through air, pig-faced men choke us, 

floors suddenly appear inches deep in blood and a huge, 
flaming, suitcase-carrying businessman steps out of walls 
to hunt us. guess what? it’s a Ps vR-exclusive as well! brr.

J
en’s worst fear becomes a virtual reality in a 
story-driven experience where creepy (and 
presumably weepy) dolls come alive. wrangle 

with tough puzzles in dark, twisted environments as 
hell-barbies give chase. Perhaps they just want a hug? 
apparently they’re fuelled by the angry thoughts of 
abused children. maybe not, then.

heRe theY lie

WeePinG doll
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  Controls Pad / EtA 4 nov / Pub activision / DEv infinity Ward

Infinite Warfare – start to descend. 
Enjoyably hectic, you target and fire at 
fighters by looking at them and 
holding down, then releasing, p. 
Avoiding the rush of bullets by 
manoeuvring our ship with the right 
stick is slick and fast, and – crucially 
– we remain nausea-free throughout.

You’ll be able to see how many 
Skelters you destroy once the 
ten-minute (approx) experience is 
over, making this an entertainingly 
arcadey add-on that will coax you 
back more than just a couple of times 
to try and beat old scores. COD’s first 
foray into virtual reality is exciting – 
let’s hope this is just the beginning of 
the series’ PS VR exploits.

o
kay, so the full game 
doesn’t support virtual 
reality. However, the 
shooter series’ big push 

into space introduces the Jackal, a 
dogfighting spacecraft you’ll be 
piloting both in single-player and in 
this free PS VR mission. Called 
Jackal Assault, this chapter takes 
place outside of the main campaign 
and focuses on a reconnaissance 
mission which, of course, goes 
horrendously wrong in no time.

A peaceful start where you follow 
the lead of your partner and clear out 
debris around some larger spaceships 
is quickly broken, as endless waves of 
SDF Skelters – the bad guys of 

Call Of Duty: 
InfInIte Warfare
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next on our COD 
Vr wishlist: an aim 
Controller-friendly 
Killhouse mission.
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  Controls Pad / EtA 13 oct / Pub rebellion / DEv rebellion

complex glows neon blue, enemies 
shatter into golden shards) 
complements effortless gliding. Yep 
– strafing in a tank. The cockpit is 
our HUD as we switch between 
machine gun and rocket fire to take 
down varied (and tough) foes. 

With a procedurally-generated 
campaign and gorgeous levels, this 
ranks highly on our list of must-buys.

n
ow this is special. The 
first-person VR reboot of 
the Atari title sounds like 
any vehicular combat 

game: drive about, collect power-
ups, shoot baddies, fist-pump.

But the second we don the headset, 
Battlezone commandeers our retinas 
and piques our interest. A bright, 
clean polygonal art style (an industrial 

BattleZOne

launch game
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team pick
“Do tears wreck the 
headset? Sorry – 
locking those S-foils 
to attack in Star Wars 
Battlefront rogue One 
X-Wing Vr Mission is 
the wish-fulfilment I 
was looking for. and 
for zero pennies, too? 
I’m head-over-heels in 
love. *sob*”

Jen Simpkins
Staff writer
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SW BattlefrOnt 
rOgue One 
X-WIng Vr MISSIOn

  Controls Pad / EtA 13 oct 
Pub ccP Games / DEv ccP Games

  Controls Pad / EtA tbc  
Pub bandai namco / DEv Project aces

s
trap in, pilot, for you’re really in the cockpit of a 
spaceship. Glance at monitors to check armour 
levels, and lock-on missiles by eyeballing enemies 

before hitting p. impressively, it even features cross- 
platform multiplayer. a little basic, and a touch nauseating, 
but barrel-rolling through the stars is rather spectacular.

a
s historic as Playstation itself, the 20-year-old 
flight sim series rockets onto Ps4. hyper-
realistic cloud tech offers new stealth challenges 

and combat possibilities – and it’s vr compatible. choose 
to play the “true” way, and producer Kazutoki Kono is 
convinced ”Playstation vr will give players the exact 
image and memory of becoming a pilot.”

eVe: ValKyrIe

aCe COMBat 7

  Controls Pad / EtA 2016  
Pub ea / DEv criterion

a
re you ready to own your very own X-wing? 
criterion brings our fantasy to life by giving us 
the keys to one. this mission, free for all 

battlefront owners, starts calmly before whisking us into 
a dogfight against tie fighters, only for a looming star 
destroyer to end our brief demo… dreams do come true.

launch game

the stylised world 
of Battlezone makes 
it clear this is a fun 
romp, not gritty war.
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g   controls Pad / EtA 2017 / Pub sony / DEv PolyPhony digital

the FIA prize-giving ceremony, which 
honours champions of real-world 
motorsports such as F1 and WRC. 

And it’s a dream to play. When we 
take a Chevrolet Corvette Stingray (C7) 
for a test drive on the Willow Springs 
track, the rush of perfectly-taken 
corners and smooth overtakes points 
to GT Sport becoming the best PS4 
racing game for true petrolheads.

t
he legendary Real Driving 
Simulator makes its 
long-awaited PS4 debut, 
with 137 meticulously 

crafted cars to own and race. 
Impressively, the online Sport mode 

has two FIA-certified championships 
in the form of the Nations Cup and 
Manufacturer Fan Cup. The winners of 
those cups will even be recognised at 

gt sport
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series fans will be 
pleased to learn that 
the Nürburgring 
Nordschleife will return.
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team pick
“You don’t need me to 
extol the virtues of gt 
or Driveclub, so let me 
instead fly the flag for 
radial-g. gameCube’s 
F-Zero gX remains 
one of the greatest 
racers in history, and 
the tortuous tracks 
of this ode to F-Zero 
set it apart from every 
other racer heading to 
playstation Vr.”

Matthew pellett
Editor

  controls Pad / EtA tbc 2016  
Pub refract / DEv refract

w
hat if tron had a child with classic arcade racer 
outrun? you would get this, a survival racer that 
asks you to reach the end of its dangerous 

tracks. your car can fly off the course, race along walls 
and glide back when there’s less danger, plus there will be 
online and local multiplayer that lets you take on friends. 

DistaNCE

  controls Pad / EtA 8 noV 
Pub ubisoft / DEv nadeo

h
ow fast can you get through the dazzling courses 
of trackmania? time trials may only last 40 
seconds, but you’ll lose hours chasing your best 

time with the tiny cars, desperate to top leaderboards. we 
scored this 8/10 back in oPM #123, but it will take on a 
whole new dimension when Ps Vr support is added in nov.

traCkMaNia 
turbo

  controls Pad / EtA 4 noV  
Pub Microids / DEv artefacts studio

a
regular Ps4 bike racer that sees you whizzing 
through courses both on and off-road, this stars 
15 event types including last Man standing and 

catch-up (where rivals have a head start), and ten-player 
online multiplayer is confirmed. Ps Vr is billed as a special 
feature, but we’ve been told it works across all modes…

Moto raCEr 4

  controls Pad / EtA 13 oct  
Pub taMMeka gaMes / DEv taMMeka gaMes

h
urtling spaceships through futuristic tracks may 
make us long for wipeout, but radial-g is a great 
game in its own right. the big twist is that you’re 

racing on cylindrical tracks. your ship is attached to the 
outside of the tubular courses, making the hunt for the 
perfect racing line a unique challenge.

raDial-g:  
raCiNg rEVolVED

Launch game
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Fancy a more sedate ride? 
Cruise mode will let you 
explore tracks at your  
own, steady pace.

  controls Pad / EtA 2016 / Pub sony / DEv sony

Five new urban tracks join classic 
courses to breathe new life into time 
trials, drifting challenges and the full 
career mode. We’ve had a chance to 
screech around Old Town’s corners as 
well as Bandipur’s snaking roads, and 
it’s astounding just how good it still 
looks – the framerate rock-solid 
throughout, despite the demands of  
VR. The best has only gotten better. 

P
layStation’s current king 
of the tracks may be 
celebrating its second 
birthday this year, but it’s 

showing no sign of slowing down. 
This new edition of the game is 
designed bonnet-to-boot for PS VR, 
with Inspection Mode letting you 
ogle cars up-close, and online races 
promising multiplayer VR thrills. 

DriVEClub Vr
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  controls pad / EtA 6 dec  
Pub ubisoft / DEv Red stoRm

t
he town of Gallowston has a werewolf problem – 
lycanthropes are hiding in plain sight. the only question 
is: who are they? this colourful online multiplayer game 

tasks five to eight players with figuring out who’s a werewolf 
and who isn’t. Gather round a bonfire to deduce the guilty party, 
forging alliances and voting for your suspect, all while the 
werewolves bluff and deceive. time to hone the poker face. 

werewolves within

Launch game

  controls pad / EtA 13 oct / Pub sony / DEv japan studio

There are co-op games too: non-VR 
players must describe wanted posters 
so an in-VR gunslinger can single out 
suspects in a busy saloon, or shout 
out the location of a poltergeist 
(invisible to the PS VR shooter) in a 
cluttered haunted house scene for a 
spot of ghostbusting. And the best bit? 
Everybody who buys PS VR will get 
The Playroom VR as a free download.

t
his fun collection of six 
mini-games showcases  
PS VR’s asymmetrical 
multiplayer potential. In 

one, the PS VR player is a Godzilla-
like monster trying to headbutt 
everyone else – until they need to 
dodge items hurled their way. In 
another, the headset wearer is a cat, 
trying to grab mice-sized foes. 

the playroom vr
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Colectus ipsum et licia quia 
sernam que maio dolorro 
im quos dundam fuga. 
nequam, simus doloriae

  controls 2x ps move / EtA 13 oct  
Pub oasis Games / DEv oasis Games

i
t isn’t a party until you’re being 
guilt-tripped by a sentient banana. 
draw back the string on your bow and 

get ready to protect your fruity, face-bearing 
friends from monkey abduction. as the banana 
archer, you must shoot waves of furry thieves 
in both solo and multiplayer arcade modes.

aCe Banana

  controls 2x ps move / EtA 29 nov  
Pub ubisoft / DEv Red stoRm

H
ave you ever wanted to pilot the uss enterprise? 
of course you have, and bridge crew gets you as 
close as possible. four players take an individual 

role – captain, tactical, pilot and engineering – and work 
together to complete rescue missions and escape Klingon 
ambushes. boldly going where no ps vR ga… ah, you get it.

star trek 
Bridge Crew

  controls pad / EtA 2016  
Pub steel cRate / DEv steel cRate

y
ou wouldn’t defuse a bomb without a manual. 
Happily, this multiplayer title provides one – it’s 23 
pages long, and in the care of your idiot friends. 

the headset-wearer sees only the complex modules on 
the bomb and attempts to describe them, while manual 
holders explain/scream the solutions. a blast at parties.

keep talking and
noBody explodes

  controls pad / EtA tbc 2016  
Pub double fine / DEv boneloaf

s
hove over WWe 2K17 – this crazy wrestler is 
twice as mad as any loony sports entertainment 
storyline. unsteady, wobbly play-doh-like players 

push, punch and throw each other off ledges and into 
traps in quickfire rounds of last-gelatinous-man-standing. 
on track to be the best couchplay game since towerfall.

gang Beasts

the tv and ps vr display 
the action from different 
angles – making it ideal for 
asymmetrical multiplayer.

Launch game
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Oh, so you think it’s going 
to be easy serving TV boy 
there a simple hotdog, do 
you? Think again!



049

launch game

  controls 2x PS Move / EtA 13 oct
Pub owlcheMy labS  
DEv owlcheMy labS

c
ome the year 2050, 
robots will have taken 
everybody’s job – but 
what will the poor 

humans of the future do to keep 
themselves busy? Simple: they’ll 
pretend they have a 9-5 with this 
comedy career simulator. 

A wacky collection of silly physics-
based situations in the same vein as 
Octodad and Surgeon Simulator, Job 
Simulator lets you ‘be’ a gourmet 
chef, convenience store clerk, car 
repairman and an office worker 
(paging all fans of Office Space). 
Cue calamitous scenes where you 
rifle through drawers to hunt down 
files and try to power machinery 
with your chunky hands, failing 
miserably as objects are sent flying 
by your exaggerated motions.

JOb 
SimulaTOr: 
The 2050 
archiVeS



050

“t
he

 o
nl

y 
w

ay
 t

o
 f

in
d 

th
e 

a
nS

w
er

S 
iS

 t
o

 P
ee

k 
at

  
yo

ur
 c

la
S

SM
at

eS
’ w

o
r

k.
”

  controls Pad or 2x PS Move / EtA 13 oct  
Pub Sony / DEv ePoS GaMe StudioS

b
ecome king of the Green cloth in a vr version of 
the PS3 and PS vita simulator. Play 1-vs-1 league 
matches and tournaments against ai, while trick 

shot puzzles and ‘crazy tables’ provide some novelty. 
Sitting with a dualShock 4 isn’t our first choice and ruins 
immersion, so use PS Move controllers, pool sharks.

huSTle kingS

launch game

  controls Pad / EtA 13 oct   
Pub Sony / DEv d3t

  controls Pad / EtA 13 oct   
Pub biMbooSoft / DEv biMbooSoft

t
he 2015 PS4 arcade blaster is getting one 
almighty do-over for PlayStation vr. not only is all 
the action now enhanced for the PS vr headset, 

it’s packing in a brand-new invasion Zone mode that 
places you in the cockpit of your ship (check out your 
dashboard’s bobblehead figure) for first-person blasting.

P
S1 classic theme Park is back! well, the concept, 
at least. this casts you as the proud owner of a 
theme park, able to build rides and try them out. 

but its unintentionally hilarious reveal trailer (get ready to 
monitor how many kids wet themselves) and basic visuals 
aren’t selling us on the price of admission…

Super STarduST 
ulTra Vr

rOllercOaSTer 
dreamS

launch gamelaunch game

  controls 2x PS Move / EtA 28 oct   
Pub 2k / DEv cat daddy GaMeS

l  ook, a parp from the past! carnival Games is a 
mini-game collection that made its name back on 
wii. it lets you explore a carnival by playing at 12 

stalls, including alley ball, ring toss, Shooting Gallery, 
climbing wall and that well-known carnival game: funnel 
cake Stacker. you know the one! er, right? riGht?!

carniVal gameS Vr

  controls tbc / EtA 2016   
Pub Sunken PlaceS / DEv Sunken PlaceS

t
eam oPM usually knows all the answers, but this 
project is turning us into cheats. transferring to 
an underwater school for dolphins – go with it – 

you’ll be asked improbably difficult questions, and the only 
way to find the answers is by peeking at your classmates’ 
work. Get caught and they might tattle on you…

claSSrOOm 
aquaTic

team pick
“dreams promises to 
be the most creative 
game on playStation 
Vr. i’m most looking 
forward to getting 
arty and sculpting a 
giant edifice of the 
Opm goat Of Shame.”

milford coppock
managing art editor
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  controls Pad / EtA 2017 
Pub bandai naMco / DEv bandai naMco

k
atsuhiro Harada’s bonkers 
yet brilliant four-button 
brawler returns with a PS 
VR-compatible mode. 

Details are scarce, but our interview 
with senior game designer Michael 
Murray provides a few small clues. 

You definitely won’t be throwing 
first-person punches. “Tekken is all 
about the characters. It’s something 
that will allow people to enjoy that 
aspect,” Murray hints. 

Tekken 7

  controls Pad / EtA tbc   
Pub SPike chunSoft / DEv SPike chunSoft

e
ver wanted to be truly inside the visual novel’s 
deadly courtroom? firstly, you’re a maniac – and 
secondly, we’re right there with you. escape a 

school and a psycho teddy by solving murders, and turn 
your head to stare down shifty classmates, firing truth 
bullets with i to avoid first-person punishment.

cYber 
danganrOnpa: 
claSS Trial

  controls Pad / EtA 2016   
Pub Sony / DEv the vitei backrooM

w hat? a zombie game that doesn’t involve slicing 
hordes of the undead, but chauffeuring them to 
the pub? that’s the aim of this madcap action- 

racer that makes crazy taxi look sane by comparison. 
ragdoll physics ensure the podgy zombies tumble around, 
so if you’re not a great driver, there’s still fun to be had.

The mOdern 
ZOmbie Taxi cO.

don’t expect Tekken 7’s Vr action to involve fighting.  
We strongly suspect it’ll be a character viewing mode.
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if we had dreams like 
this, we wouldn’t eat 
cheese before bedtime 
for months. Years, even.
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  controls Pad or 2x PS Move 
EtA tbc 2016 (beta)  
Pub Sony / DEv Media Molecule

t
aking the ‘build anything’ 
template of its former 
series LittleBigPlanet 
to an entirely new level, 

Guildford studio Media Molecule 
is letting players sculpt any object 
or scene that their fevered brains 
can imagine, then share these 
things online for anybody to use. 

These are the building blocks for 
a universe of different levels and 
toys, where custom-designed 
characters are instantly animated 
and players can muck around in 
worlds where others are editing 
what’s happening in real-time, 
building and destroying things to 
get past obstacles and open up paths 
forward. Sound creation, video editing 
and even the ability to export models 
for 3D printers (via PC, natch) all 
feature in a PS VR game that lets 
you live any dream you care to make.

dreamS
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  controls pad and 2x pS Move / EtA 13 oct / Pub Sony / DEv Sony London StudioS

Even the knee-jellifying tension of 
regaining your (phantom) balance in 
Ocean Descent’s cage is forgotten as 
you fly horizontally down a road in VR 
Luge, your nose inches from the 
underside of trucks. Space adventure 
Scavengers Odyssey puts a strange 
combat vehicle in your eight-fingered 
alien hands, while Danger Ball is face- 
controlled Pong with wacky modifiers.

e
scaping to other worlds is 
what VR’s all about – so 
five different experiences 
in one is a no-brainer. 

In PlayStation VR Worlds, you’re 
shoving fresh mags into your gun to 
reload and shooting out of a getaway 
car in The London Heist one minute, 
panicking when a shark rips your 
diving cage apart the next. 

playstation vr worlds

not your standard 
intergalactic cab: hurl 
bits of debris about with 
your ghost tentacles.
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  controls pad / EtA tbc
Pub Sony / DEv pentadiMenSionaL GaMeS

S
uperman has had a rubbish time at the cinema 
lately, but on pS vR he finally gets his chance to 
shine. okay, so you’re not actually Superman in 

this first-person superhero shooter, but given that you fly 
around a city and shoot alien ships down with your laser 
eyes before they can demolish the place, we can pretend.

megaton
rainfall

  controls pad / EtA tbc / Pub penny bLack 
StudioS / DEv penny bLack StudioS

  controls 2x pS Move / EtA 2016  
Pub oaSiS GaMeS / DEv oaSiS GaMeS

J
ust in case flight wasn’t enough fantasy fulfilment 
for you, this charming story-based experience 
lets you ride on the back of a mythical phoenix. 

Swoop through papercraft scenery, restoring colour and 
unfolding the tale of the author’s tattered memory-world. 
(paper, fire-bird… what could go wrong?)

a
n arcade space shooter that promises to deliver 
an intense workout, you control two ships at once 
in Mixip, with each one powered by its own pS 

Move. it recalls retro bullet hell shooters, but if the 
ambidextrous action sounds too tough you can combine 
your ships for power-ups. bonus news: it’s due to be free.

how we soar

mixip
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head-tracking helps aim 
attacks, while speeding up 
and slowing down is done 
using the thumbsticks.

team pick
“i love the heist game 
in vr worlds. nailing 
a headshot and then 
reloading by knocking 
the bases of ps 
move controllers is a 
sublime moment you’ll 
never, ever forget.”

matthew pellett
editor

  controls pad / EtA 8 nov / Pub ubiSoft / DEv ubiSoft MontReaL

spot hidden collectibles and secret 
passages that shave precious seconds 
off your speedruns (speedflaps? – Ed). 

Two multiplayer modes with up to 
six players add dogfighting action. 
Hitting the screech attack button takes 
out enemies, while snapping your head 
to the side lets you pull off sharp 
90-degree turns to help lose pursuers 
and capture the flag – a tasty rabbit.

b
elieve you can fly: this 
Parisian playground gives 
you the wings you’ve 
always wished for.

Playing as an eagle, you can take 
flight through the lush, overgrown city, 
skimming the top of the Eiffel Tower 
and darting through the winding 
streets. While swooping through rings 
in time trials, train your eagle eye to 

eagle flight
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  controls pad oR pS Move / EtA tbc  
Pub Sony / DEv SteLLaR vR

S
trategy games on pS4 are hard to come by, but 
retro-style real-time strategy title korix goes  
one better by putting you inside the interstellar 

battlefield with pS vR. you take full control of your forces 
as commander: enemy towers crumble before your eyes 
in the campaign and in up to four-player skirmishes online.

korix

  controls pad / EtA oct  
Pub Sony / DEv SecRet SoRceRy

a
charming strategy game unlike anything else on 
pS vR. your aim is to develop a colony of adorable 
peeps throughout the day, getting them to gather 

materials and construct buildings so they’re ready to 
defend themselves at night from terrorising monsters. 
fans of nintendo’s pikmin will feel right at home. 

tethered
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Unsure what to do? 
Prodding everything in 
sight is a good start…

  controls Pad / EtA 2016  
Pub double Fine / DEv Ko_oP

C
onfusion abounds with 
GNOG. Not just over its 
name (do you say 
“gee-en-oh-gee”? 

“ger-nog”?) but the game itself. 
This bizarro puzzler (think PS3’s 

Machinarium meets PS4’s Hohokum) 
presents you with giant, colourful 
contraptions in space – many with 
faces on them – and no instructions, 
so it’s up to you to pull levers, press 
switches and spin valves to activate 
mechanisms in order to progress. And 
thanks to PS VR, it’s possible to lean 
into these weird little rooms and ships 
for more detailed noseying. 

Less point-’n’-click and more 
poke-’n’-pray, GNOG’s a delightfully 
whimsical, abstract head-scratcher of  
a game that elicits cooing and laughter 
in equal measure.

gnog
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  controls Pad / EtA 2016 / Pub sony / DEv Tarsier sTudios

expected to figure things out alone. In 
one section, twiddling sticks opens 
compartments and layering glass slides 
with shapes on creates patterns that 
you project upon matching pictures 
– some hidden in the room itself. 

Your reward for completion? Robotic 
assistant Edith pops in to scan your 
results, some more multisensory 
puzzles and a growing unease… Lovely.

C
lutching the pad in this 
puzzler is eerie: it’s as if 
your hands are really, 
truly trapped in a box. 

But the device here is your ally. All 
manner of switches and dials can be 
tinkered with (as blurry-faced scientist 
Dr Ingen makes dry observations on 
your fumblings) and used to solve 
tests. Instruction is scarce: you’re 
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team pick
“i’m so taken with 
gnog i covered my 
laptop with stickers of 
its odd little spaceship 
thingummys. Playing 
it with Ps VR really 
transports you to 
another world.”

Matthew Pellett
Editor
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“How does that make you 
feel?” Click  for a happy 
face emoji,  for sad. say 
goodbye to the  rubber…

  controls Pad / EtA 13 oCT  
Pub PolyTron / DEv KoKoromi

  controls Pad / EtA 2016  
Pub oasis Games / DEv neKCom

l
ike the frantic TV game show hole in The Wall, 
superhyperCube asks you to rotate a shape so it 
slips through a gap in an onrushing barrier. While 

your shape grows and the speed ramps up and up, you’re 
forever peering round the mass of blocks to figure out 
what the next gap looks like – and how you’ll make it fit. 

C
laustrophobia sets in when you’re trapped in a 
series of haunted rooms in a mansion, and must 
figure out how to escape. upend chintzy furniture 

(and try to ignore that spooky noise you just heard) to 
find, examine and collect items, using them to solve 
environmental puzzles and activate hidden devices.

sUPERHyPERCUbE

Dying: REboRn

  controls Pad or 2x Ps moVe / EtA 13 oCT  
Pub sony / DEv suPermassiVe Games

P
s3’s addictive block-balancer comes to Ps Vr.  
a sassy robot buddy (think destiny’s Ghost and 
Portal 2’s Wheatley) explains challenges’ rules: 

building bridges, tactically blowing up towers for max 
points, stacking structures high and redirecting lasers. 
utterly, day-swallowingly absorbing in virtual reality.

tUMblE VR

launch game

launch game
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  controls pad / EtA 13 oct / Pub drool / DEv drool

These features appear in time with 
the music’s beats, and you must jab  
q along with the rhythm to survive. 
Coupled with specific pad directions, 
your inputs see the beetle scraping 
along walls, jumping over spikes, 
slamming through barricades and 
creating shockwaves that ripple the 
track and harm end-of-level bosses. 
Brilliant, breathless, beautiful bedlam.

B
illed by its two-man team 
as a “rhythm-violence” 
game, Thumper is an 
early PS VR highlight 

here in the OPM office. Your 
objective? To safely guide a chrome 
beetle through an angry, abstract 
dimension, keeping it alive as it 
hurtles along by countering vicious 
obstacles that appear on its track. 

thumper

these environments aren’t 
static. those arms curl, 
twist and wave as you 
speed past them.

Launch game
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team pick
“Shuddering 
drum thumps 
and mesmerising 
visuals set thumper 
apart. Bringing 
nervy menace to its 
addictive rhythm-
action, stabbing 
through levels is a 
sensory overload in 
the best possible way.”

Ben tyrer
Staff writer
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  controls 2x pS move / EtA 13 oct  
Pub harmonix / DEv harmonix

t
he latest music game from the rock Band 
developer offers a more relaxed experience than 
other rhythm-action games. use pS move to 

make shapes, play with scenery and manipulate sounds in 
17 songs – or pop a music-loaded uSB stick into your pS4 
to have fun with soundtracks of your choosing.

harmonix 
muSic vr

  controls pad / EtA 13 oct / Pub enhance 
gameS / DEv monStarS/enhance gameS

t
he classic dreamcast-turned-pS2 experiential 
on-rails music shooter rez has garnered a cult 
following over the years, but only now, thanks to 

virtual reality, can creator tetsuya mizuguchi claim to have 
fully realised his vision. combining an upgraded version of 
rez with a new area, infinite is rhythm-action perfection.

rez infinite

it’s not just about killing the 
crakhed boss – a scoring 
system grades your runs 
to encourage replays.

Launch game

Launch game
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s   controls n/a / EtA tbc / Pub LimitLess Ltd / DEv motionaL

to you. Unlike those Pixar shorts, 
however, this one’s interactive. Gary’s a 
con-man (con-gull? – Ed) and is after 
your lunch, so he keeps trying to make 
you turn around. Depending on which 
way you’re facing and when, the movie 
branches out, Gary either growing 
more desperate in his attempts to spin 
your head, or getting busy filling his 
throat with your sarnies. 

P
layStation VR is not just 
a gaming platform, as this 
animated short from 
ex-Pixar and ex-Bungie 

developers proves. Think of it as the 
mini-movie you get before the usual 
Pixar fare at the cinema.

Here, you’re on a beach and about to 
tuck into a picnic when a seagull 
named Gary lands and begins talking 

gary the gull
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gary is certainly a lot 
cuter than the fleabag 
nutter gulls that steal 
our lunches every day.

  controls n/a / EtA tbc  
Pub Penrose studios / DEv Penrose studios

t
ribeca Film Festival darling allumette is a serious 
animated film loosely based on Hans christian 
andersen’s the Little match Girl. in one startling 

scene we watch as an airship flies across our view, then 
discover that Ps Vr allows us to press our heads through 
the ship’s fabric to see what’s unfolding between the 
characters in the cockpit. a new kind of movie magic.

allumette

  controls 2x Ps moVe / EtA tbc  
Pub sony / DEv sony London studios

J
ust an experiment for now, this cartoony social 
space doesn’t look like much but is one of our 
favourite Ps Vr demos of all. chatting with up to 

three other players, we embark on a tour of a small island, 
throwing and catching objects, bouncing on trampolines 
and having silly dance parties. it’s the virtual get-together 
Ps3’s Home wished it could have been.

Social Vr





n e x t
m o n t h

The bold, brilliant and bonkers new shooter  
from the team behind Dishonored 

o n 
S a l e

25 Oct
Subscribe on 

page 78

prey



90
00

90
12


